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ABSTRAK 

Gianini F., Greggy. “Penerapan Design Thinking Pada Perancangan User Interface 

dan User Experience Marketplace Sistem Rantai Pasok ‘Panen-Panen’”. 

Pembimbing: (1) Muhammad Shulhan Khairy, S.Kom., M.Kom., (2) 

Mohammad Arda Dwi Ardianto, S.Kom. 

 

Skripsi, Program Studi Teknik Informatika, Jurusan Teknologi Informasi, 

Politeknik Negeri Malang, 2021. 

 

Pertanian adalah salah satu komoditas andalan di Indonesia yang cukup 

besar dan berpengaruh terhadap perekonomian nasional. Pertambahan penduduk di 

Indonesia yang semakin meningkat mengakibatkan kebutuhan dasar dari beberapa 

sektor seperti pertanian, perikanan, peternakan, perkebunan, tanaman pangan dan 

budidaya juga meningkat. PT. Infonika Parasa sebagai perusahaan mitra memiliki 

solusi untuk membuat sebuah sistem jual beli online berbasis marketplace. Namun, 

produsen dan konsumen membutuhkan tampilan sistem yang baik agar 

meminimalisir terjadinya kesalahan dalam melakukan transaksi jual beli online.  

Berdasarkan permasalahan tersebut, maka dibuat user interface e-

marketplace “Panen-Panen” yang dapat membantu pembudidaya sayuran, ikan, 

buah, dan ternak dalam memperluas pemasaran hasil olahan dan user dalam 

menggunakan aplikasi. Metode yang digunakan untuk mengolah data adalah 

Design Thinking dengan lima proses yaitu empathy, define, ideate, prototype, 

testing. Pada pengujian prototype menggunakan aspek learnability dan satisfaction 

dengan pendekatan system usability scale. Hasil pengujian dari aspek learnability 

sebesar 59% responden mempresentasikan kemudahan pengguna dalam 

menggunakan aplikasi marketplace “Panen-Panen” dan dari aspek satisfaction 

memperoleh hasil sebesar 71,3%. Selain itu, penilaian adjective ratings berada di 

atas “Good” dan di bawah “Excellent” serta berada pada grade “C” dan Acceptable. 

Dari hasil tersebut dapat disimpulkan bahwa pengguna dapat menyelesaikan 

tujuannya dalam menggunakan aplikasi marketplace “Panen-Panen” yaitu mencari 

dan memesan kebutuhan sayuran, buah, ikan, atau daging. 

 

Kata Kunci : Design Thinking, Marketplace, Prototype 
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ABSTRACT 

Gianini F., Greggy. “Application of Design Thinking in Designing User Interface 

and User Experience Marketplace 'Panen-Panen' Supply Chain System”. 

Supervisor: (1) Muhammad Shulhan Khairy, S.Kom., M.Kom., (2) Mohammad 

Arda Dwi Ardianto, S.Kom. 

 

Thesis, Informatics Engineering Study Program, Department of Information 

Technology, State Polytechnic of Malang, 2021. 

 

Agriculture is one of the mainstay commodities in Indonesia which is quite 

large and has an effect on the national economy. The increasing population in 

Indonesia has resulted in an increase in the basic needs of several sectors such as 

agriculture, fisheries, animal husbandry, plantations, food crops and cultivation. 

PT. Infonika Parasa as a partner company has a solution to create a marketplace-

based online buying and selling system. However, producers and consumers need 

a good display system in order to minimize the occurrence of errors in online buying 

and selling transactions. 

Based on these problems, a "Panen-Panen" e-marketplace user interface 

was created that can help vegetable, fish, fruit, and livestock cultivators in 

expanding the marketing of processed products and users in using the application. 

The method used to process the data is Design Thinking with five processes, namely 

empathy, define, ideate, prototype, testing. In testing the prototype using aspects of 

learnability and satisfaction with a usability scale system approach. The test results 

from the learnability aspect of 59% of respondents presented the ease of users in 

using the "Panen-Panen" marketplace application and from the satisfaction aspect 

the results were 71.3%. In addition, the adjective ratings are above “Good” and 

below “Excellent” and are in grade “C” and Acceptable. From these results it can 

be concluded that users can complete their goals in using the "Panen-Panen" 

marketplace application, namely finding and ordering vegetables, fruit, fish, or 

meat needs. 
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