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ABSTRAK 

 
Teknologi informasi dapat mempengaruhi munculnya berbagai macam 

inovasi dan perubahan pada suatu usaha, terutama dalam usaha jual beli barang. 

Dari beberapa konsep usaha jual beli barang yang berkembang, usaha dalam 

pemanfaatan teknologi menjadi banyak perhatian dan akan terus berkembang 

seiring berjalannya waktu. Banyak cara untuk mempromosikan usaha yang 

dimiliki, salah satunya dengan menggunakan teknologi berbasis internet yaitu 

website e-commerce. E-commerce adalah sebuah proses pembelian, penjualan, 

pengiriman, dan informasi melalu jejaring internet. Dengan melakuakan bisnis 

menggunakan e-commarce penjual dapat memperluas aktifitas dan dapat 

menjangkau konsumen lebih mudah. Dalam perancangan website e-commarce 

harus memperhatikan aspek user experience dan user interface sehingga konsumen 

dapat menggunakan lebih nyaman dan mudah digunakan. Dalam pembahsan ini 

akan menerangkan bagaimana perancangan website e-commarce dirancang 

menggunakan metode Design Thinking untuk memberikan rekomendasi dalam 

pembuatan website e-commarce sesuai dengan kebutuhan pengguna. Hasil analisis 

kuesioner UEQ user interface dan user experience pada aplikasi E-commerce 

Pakaian tinggi dan hasil rata-rata tertinggi pada skala kejelasan berada pada level 

positif. 1,733. Diikuti oleh skala efisiensi sebesar 1,433, skala stimulasi sebesar 

1,117, skala ketepatan sebesar 1,300, skala daya tarik sebesar 1,367 dan skala 

kebaruan sebesar 1,067. Hasil tolak ukur UEQ didapatkan bahwa user interface dan 

user experience aplikasi ini dapat dikategorikan berada pada level Above Average, 

dimana nilai rata-rata dari 5 dari 6 nilai interval tolok ukur untuk skala di atas berada 

tepat di level above average dan kejelasan berada di level Good. 

Kata Kunci: E-commerce, User Interface, User Experiance, User Centered Design 
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ABSTRACT 

 
Information technology can influence the emergence of various kinds of 

innovations and changes in a business, especially in the business of buying and 

selling goods. Of the several concepts of buying and selling goods that have 

developed, businesses in the utilisation of technology are getting a lot of attention 

and will continue to grow over time. There are many ways to promote your business, 

one of which is by using internet-based technology, namely e-commerce websites. 

E-commerce is a process of buying, selling, shipping, and information through 

internet networks. By doing business using e-commerce, sellers can expand their 

activities and reach consumers more easily. In designing an e-commarce website, it 

must pay attention to aspects of user experience and user interface so that 

consumers can use it more comfortably and easily. This discussion will explain how 

the e-commarce website design is designed using the Design Thinking method to 

provide recommendations for making e-commarce websites according to user 

needs. The results of the analysis of the UEQ user interface and user experience 

questionnaire on the E-commerce application Clothes are high and the highest 

average result on the clarity scale is at a positive level. 1,733. Followed by an 

efficiency scale of 1.433, a stimulation scale of 1.117, an accuracy scale of 1.300, 

an attractiveness scale of 1.367 and a novelty scale of 1.067. The UEQ benchmark 

results found that the user interface and user experience of this application can be 

categorised at the Above Average level, where the average value of 5 out of 6 

benchmark interval values for the above scale is right at the above average level 

and clarity is at the Good level. 

Keywords: E-commerce, User Interface, User Experiance, User Centered Design 
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