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ABSTRAK 

Springplate Adalah Aplikasi Restoran yang dimana konsumen bisa 

memesan makanan melalui Aplikasi.Springplate juga menyediakan Catalog 

Food,Best Menu,dan juga Transaksinya.Tujuan Springplate Adalah Mempermudah 

user untuk pemesanan makanan dari jarak jauh. dan membuat beberapa layanan 

pemesanan makanan secara Delivery yang lebih banyak serta sesuai dengan 

kebutuhan pengguna.Penelitian Pembelian Makanan Restoran Online ini bertujuan 

untuk membangun aplikasi Springplate mempermudah para konsumen,diaman para 

konsumen tidak perlu untuk datang ketempat hanya untuk melakukan pemesanan, 

tapi dengan adanya aplikasi ini dapat langsung melakukan pemesanan makanan 

secara langsung lewat aplikasi yang tersedia. Proyek ini menggunakan metode 

Design Thinking dan In Depth Interview untuk menyelesaikan desain aplikasi 

Springplate. Dari hasil pengujian yang ada dibuktikan bahwa desain solusi 

mendapatkan nilai 6,1 yang menunjukkan tingkat kepuasan, kemudahan dan 

kegunaan dari Prototype ini sudah baik. Namun masih ada beberapa fitur yang 

masih bisa lengkapi agar aplikasi bisa berkembang lebih baik lagi. 
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ABSTRACT 

Along with the development of technology that is increasingly developing 

and increasingly advanced. The sophistication of today's technology makes all 

information and communication processes so fast. In everyday life, you can feel 

these developments both in the technological aspect. One of them is the existence 

of mobile-based food delivery which is a more practical and efficient alternative for 

consumers to access anytime and anywhere without having to come to a physical 

store. However, this shop has several problems which are in direct service, namely 

buying food at restaurants offline, including the restaurant location area which is 

small and does not have enough parking space for consumers, if customers come 

directly to the place it causes congestion and long queues. To overcome this 

problem, there is a solution to the problem by creating a tastytown mobile app 

which aims to make it easier for consumers to avoid overcrowding and long queues, 

so consumers can order menus more freely anywhere and anytime. The method 

used in this design process is by using the design thinking method. The design 

thinking method is a human-centered approach to solving problems and creating 

new innovations. To get feedback, a testing process is carried out using the usability 

testing stage. This study shows the results of designing the appearance of the 

Tastytown mobile app which was carried out using the design thinking method as 

a design method and the System Usability Scale as a testing method. From the 

results obtained on the SUS score, a score of "78" was obtained which indicated 

that the Tatytown mobile app was declared Acceptable and included in the grade C 

category with a GOOD rating. 

Keywords : Planning, Testing, Design Thinking, Mobile app, Restaurant. 
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