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Abstract— Currently, the human need for documents in this
modern world is increasing, which was originally in the form of
paper now turned into a digital file. Businesspeople think this is an
opportunity, because there are so many people who need to create
or understand documents but can't do it all. Be it due to limited
time or lack of knowledge. Currently a graduate student from a
well-known university in Yogyakarta, has taken the initiative to
create a startup in the field of document typing and editing
services. His business was named the Ngetikapasaja business. The
meaning of the word "Password" is that this startup offers any
type of typing service according to the user's needs. As a new
startup, business owners experience difficulties related to the
business they run. Starting from how to set up complex services,
how to convert all the testimonials that have been obtained into
easy-to-view sections, order flows, and profiles, to links that take
users to order directly. One solution to overcome some of these
problems is to create a system, one of which is a website. A website
is a collection of pages that can be accessed via the internet. With
the website, users can access information about Ngetikapaja and
directly order services at Ngetikapaja. The design of this website
is made using the Design Thinking method, which is a problem-
solving method that focuses on the user. The design thinking
method consists of 5 stages: Empathize, Define, Ideate, Prototype,
and Test. After the design is complete, testing is carried out with
two test models, namely Usability Testing and User Interface
Attractiveness. Test results say that this invention is interesting
and easy to use.
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I. INTRODUCTION

Innovation is the mechanism by which organizations
produce new products, processes, and systems, required for their
adaptation to the changing markets, technologies, and modes of
competition [1]. Technological innovations, business model
changes and shifting consumer habits are increasingly
producing turbulence in and around organizations. To
successfully respond to these dynamics, managers not only
require innovative problem-solving practices but also need to
turn from a traditional decision-making attitude for example
selecting among predetermined alternatives, toward a design-
creating attitude i.e. creating new options [2].

Along with the development of the modern world, the
current human need for a document also increases. However,
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many people find fulfilling their need for a document
challenging. Currently, young people are building their own
technology-based businesses or called digital entrepreneurs, a
student who graduated from a university in Yogayakarta, took
the initiative to create a startup in the field of document typing
and editing services, with the name of his business being
Ngetikapasaja.

A startup is a start-up company founded by one or more
people to develop a unique product or service that fits the target
market [3]. As a startup business, typing is also difficult to stay
in business and make a profit. Various problems arise without
prior prediction. From what has not been running for a long time,
entrepreneurs have experienced business difficulties, ranging
from how to organize complex services, how to convert all the
testimonials that have been obtained into easy-to-view sections,
order flow, profiles, to links that lead users to order. directly.
Well, from the problems above, the researcher proposes several
solutions, including redeveloping or creating a new website. A
website is a collection of interrelated, publicly accessible web
pages that share a single domain name. Websites can be created
and maintained by individuals, groups, businesses, or
organizations to serve a variety of purposes.

Together, all publicly accessible websites make up the
World Wide Web [4]. With the website, users can access
information about Ngetikapaja and directly order services at
Ngetikapaja. The formulation of the problem faced in this design
is how to create and design the UI/UX design of the
Ngetikapasaja website as a company profile tool and how to
inform the audience that Ngetikapasaja has a new website.
Based on the formulation of the problem above, the researcher
will provide a design and at the same time produce a Ul/UX
design for the Ngetikapasa website. As a tool, it is hoped that the
company profile website will be completed, so that it is very
helpful in planning the preparation of information and serving
old and new customers.

II. METHODOLOGY

This website design uses the Design Thinking method,
which is a problem-solving method that focuses on the user. The
design thinking method consists of 5 stages: Empathize, Define,
Ideate, Prototype, and Test. The Design Thinking are shown in
Fig. 1.

Authorized licensed use limited to: Cisco. Downloaded on November 24,2022 at 12:38:23 UTC from IEEE Xplore. Restrictions apply.



2022 1st International Conference on Smart Technology, Applied Informatics, and Engineering (APICS)

M S S R S e -
o Learn about users s
- through testing S
P
’ g M
7’ - =~
/ ”, &7 < \\ \
L4 ——— V4 Tests create new ideas » B\
I’ 7 5 ’f for project )
'4
1,4 Empathyhelps v ‘|
VI define problem Ny |
\ / ©
< () /B o—
@ =
E -
f\ Prototype sparks | f
’ A anewidea / !
\ \ ’ !
\ i & ' 7
\ - ’
% ’
~ Tests reveal insights that F

~ 3
e 0 redefine the problem o |

e e - ) BT

Fig. 1. Design Thinking Methods [10]

A. Empathize

The first stage in design thinking is empathy. In this stage,
the focus is to collect insights related to the problems
encountered by empathizing with the subject. The users for
whom we are solving a problem have unique characteristics,
personality, and needs. Most of the time, we assume user
characteristics and cannot relate ourselves to the user. Thus,
creating a solution that is not well accepted in the market.

To build a successful product or solution, the design thinking
team needs to get into the user’s psyche. They need to build a
complete understanding of user behaviour and thought process.
It’s like being an actor in a movie, play the role of the user while
you are working on their problem. Design thinking is a human-
centred process and knowing the humans you are designing for
is the core. Remove your self-reference idea and focus on the
user.

B. Define

At this stage, the data on empathy was narrowed down to get
concrete problems. In the Define stage, you will organize the
information you have gathered during the Empathize stage.
You’ll analyze your observations to define the core problems
you and your team have identified up to this point. Defining the
problem and problem statement must be done in a human-
centered manner.

C. Ideate

what must create best ideas to answer all the problems that
occur in the define stage, and the next stage is ideation which
functions to solve problems on the data obtained. During the
third stage of the design thinking process, designers are ready to
generate ideas. You’ve grown to understand your users and their
needs in the Empathize stage, and you’ve analyzed your
observations in the Define stage to create a user centric problem
statement. With this solid background, you and your team
members can start to look at the problem from different
perspectives and ideate innovative solutions to your problem
statement.

D. Prototype

This is an experimental phase, and the aim is to identify the
best possible solution for each of the problems identified during
the first three stages. The solutions are implemented within the
prototypes and, one by one, they are investigated and then
accepted, improved or rejected based on the users’ experiences.

By the end of the Prototype stage, the design team will have
a better idea of the product’s limitations and the problems it
faces. They’ll also have a clearer view of how real users would
behave, think and feel when they interact with the end product..

E. Test

The stage where the prototype results are tested directly to
the user. Designers or evaluators rigorously test the complete
product using the best solutions identified in the Prototype stage.
This is the final stage of the five-stage model; however, in an
iterative process such as design thinking, the results generated
are often used to redefine one or more further problems. This
increased level of understanding may help you investigate the
conditions of use and how people think, behave and feel towards
the product, and even lead you to loop back to a previous stage
in the design thinking process. You can then proceed with
further iterations and make alterations and refinements to rule
out alternative solutions. The ultimate goal is to get as deep an
understanding of the product and its users as possible.

II. RESULTS AND DISCUSSION

A. Creative Concept

A good website UI/UX design is the ease and satisfaction of
users and the website's attractiveness. According to Samantha,
User Interface is the relationship between humans and
computers in a device, both display screens, keyboards, mice,
and desktops. A simple yet elegant design model has been used
to achieve this goal. The choice of letter style is also adjusted to
the profile of Ngetikapasaja, which has a legal nuance. No less
critical, illustrations are given as reinforcing elements for
website design. According to M. Prawiro, illustration is a work
of art in the form of images used to explain information or stories
so that readers can more easily understand the information.

B. Creative Strategy

This job has the mission to get the best results and feedback
from users or customers. Creative strategy is needed as a
guideline for making website UI/UX designs. In this case, a
design thinking approach consists of 5 processes: empathize,
define, ideate, prototype, and test. According to Benefits on the
Niagahoster blog, design thinking is an approach to solving
user-centered problems.

C. Design Elements

1) Client’s Logo

The client has a logo consisting of a combination of
logogram and logotype. According to Nita, a symbol in the form
of text, images, or a combination of the two represents the
identity of a particular company, institution, or organization.
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The brand logo is placed on the navigation bar and footer of the
website. The Logo are shown in Fig. 2.

2) Typography

According to Mawardi Janitra, typography is the art and
technique of choosing and arranging letters to conform to the
rules in space to create a confident impression for the reader's
convenience. The typefaces used are Overpass and Manrope.
Overpass itself is a font request from the Founder. Considering
that the Overpass typeface is not suitable for body text and only
for headings, the Manrope typeface is used for body text. The
font is obtained by downloading from Google Fonts, where this
font is free for personal and free for commercial purposes.

3) Language Style

The primary target market of Ngetikapasaja is
students/lecturers and office workers related to formal
documents, so the language style used is the standard style.

4) Illustrations

The illustrations used are one illustration package through
the Smash Illustration website (https://usemash.com) and also
search from the undraw.co website. Also used are photos taken
from the unsplash.com website and icon badges taken from the
iconpacks.net website. All design materials used are free
personal and free commercial. In addition, it also uses male and
female user icon illustrations for the typer team.

5) Colors
The colors are taken from the client's logo and illustrations.

6) Icons

According to Markey, the icon is the appearance of an object
or image, which is a form of representation of what is
symbolized. The icons used are obtained for free from Icon
Monster (iconmonstr.com) and the Figma Material Design Icons
plugin from Google
(https://www.figma.com/community/plugin/740272380439725
040/Material-Design-Icons). The icons used are also not too
detailed but still intuitive, so the website design looks simple and
clean. Apart from downloading from Icon Monster and Material
Design Icons from Google, there are two custom-made icons.

7) Grids

It used the desktop size of 1440px and mobile 375px as the
benchmark size of the website display. The grid used is 12
columns with a margin of 75px and 34 for the desktop version.
The mobile version uses a 4-column grid with a 20px margin
and 20px gutter. Work Reference

Some of the references used are taken from competitor
websites and other websites. taken reference from
jagoketik.com, mengantar.com  and  idwebhost.com.
Competitors are other businesses who can offer the same or
similar goods and services to your customers.

TABLE L GRID COMPARISON ON EACH DEVICE
Device Size Grid
Desktop | 1440 x 900 px | 12 columns with 75px margin and 34px gutter
Mobile 375 x 812 px 4 columns with 20px margin and 20px gutter

i=tngetikapasaja

Fig. 2. Client’s Logo

Fig. 3. User icon
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Fig. 5. Downloaded Icon. Source : iconmonstr.com dan
https://www.figma.com/community/plugin/740272380439725040/Mater
ial-Design-Icons

D. Audience Target
1) Geographic Segment : Throughout Indonesia.
2) Demographic Segment
a) Age: 18 - 40 years
b) Jobs: Students and office workers
¢) Revenue: Lower, middle, and upper class

E. Implementation Techniques

1) Method Used
The design thinking method has been used in designing and
designing this UI/UX design. Design thinking is a problem-
solving method focusing on user needs—reporting from the

Authorized licensed use limited to: Cisco. Downloaded on November 24,2022 at 12:38:23 UTC from IEEE Xplore. Restrictions apply.



2022 1st International Conference on Smart Technology, Applied Informatics, and Engineering (APICS)

jabarjawara.id website, the stages of design thinking are
empathize, define, ideate, prototype, and test.

2) Software and Hardware

Using a computer with 8GB RAM, Intel Core i5 with an
Nvidia GeForce GTX 750 Ti graphics card, and the Windows
10 Pro 64-bit operating system. The software used to create
wireframes, mockups, and prototypes are Figma.

3) Craftsmanship

According to the creative strategy, we use the design
thinking stage as a guide for doing works and using Figma,
Google Forms, and Whimsical tools. Whimsical is used to create
sitemaps, Google Forms is used to make online questionnaires,
and Figma is used to create wireframes, mockups, and
prototypes. The following are the stages of design thinking
carried out:

4) Empathize

The first stage in design thinking is empathy. According to
Lily Anastasia, empathy is the ability to see the world from the
other person's side. The most focused thing is empathizing with
entrepreneurs or people engaged in document typing & editing
services, then conducting competitor analysis. Emphaty for
entrepreneurs. In this case, direct online interviews with clients
and surveys using Google Forms have been carried out.

5) Empathy to competitors
Using competitor analysis that has a website and observing
the UI and UX side of competitor's websites

F. Define

Defined means are some of the problems that have been
analyzed in the previous stage: The problem faced by the client
is the difficulty regarding the neatness of the business being run
and how to summarize all the testimonials that have been
obtained into a practical section. Moreover, the constraints in the
field of organizing services are complex. Given this,
Ngetikapaja offers services according to user needs. Users also
find it challenging to get information about prices, order flow,
to the ordering process. In addition, Ngetikapaja also requires a
unique page for the profile, where users can quickly identify and
see the organizational structure of Ngetikapaja. Of course, this
can increase trust between customers and businesses. In
competitor analysis, it was found that competitor websites are
weak in the hierarchy, have weak typography on the website,
poor color selection, and there is one website that does not have
a hero section where this hero section is essential as the home
page of a website. Some competitor websites have a low level
of responsiveness.

G. Ideate

After finishing the define step, we must create and share
ideas to complete the problem or customers' needs. The Ideate
stage is the step to answer all the issues that occur in the define
stage, and the next stage is ideate which functions to solve
problems on the data obtained. According to Andara Rose,
Ideate is to form or create an idea. In the issues experienced by
the Founder, one of the answers that can be done is to create a

website. What can access the website quickly and flexibly.
Furthermore, it can contain information and effective data
organization.

Furthermore, to answer the problems of several competitor
websites that have been mentioned in the define stage, the author
uses the following steps:

1) Sitemap

A sitemap or sitemap is a floor plan that contains a website's
pages and overall content. Making a sitemap is done to see the
scope of the design that must be made. In addition, the sitemap
also functions as an organization of the pages and content of a
website in order to improve a better user experience.

2) Low-fi wireframe
The next stage is to create a low-fidelity wireframe or what
is commonly called a low-fi wireframe. Low fidelity wireframe
is a simple sketch containing a layout displayed on a website that
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Fig. 7. Competitor Analysis

Fig. 8. Sketch process
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functions as a content arrangement and design as well as a
framework for making mockups.

Mockup. According to Salman Awwaabiin, mockups,

commonly called high-fidelity wireframes, are the most
specific type of wireframe. The purpose of making this mockup
is to see the finished result of the created website design.

H

Prototype.
The Prototype is a website simulation used by the user.
Test.

After the four stages, nine respondents were tested. There

are two tests carried out by the author, namely usability testing
and the attractiveness of the user interface.
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Fig. 9. Sitemap

Fig. 10. Low-fi Wireframe
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Fig. 11. Desktop version Mockup
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1) Usability Testing
The results of usability testing state shown in table II.

2) Attractive User Interface
The results of the user interface attractiveness test state that:

1. Design Visualization

ingetikapasaja
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Fig. 12. Mobile version Mockup
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Fig. 14. Home Page, Mobile and Support media
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TABLE IL USABILITY TESTING

0,
No Questions : ; A;Jgreemen‘t‘ Level ( /0)5 - :
1 Is the user interface of the website attractive? - - 33,3 222 444 - -
2 Is the website easy to operate? - - - 44,4 55,6 - -
3 Does the website live up to expectations? - - 333 444 223 - -
4 Did an error occur during the website prototype? - - 333 44,4 22,2 - -
5 Did an error occur during the website prototype? 11,1 333 222 22,2 11,1 - -

TABLE IIL ATTRACTIVE USER INTERFACE

0,
No Questions . > A3greemen; Level ( A>)5 . -
1 Is the illustration interesting? - - - 11,1 55,6 333 -
2 Is the color attractive? - - 11,1 11,1 55,6 222 -
3 The placement of the composition of multimedia elements is comfortable to look at? - - - - 22,2 444 | -
4 The overall appearance of the system is interesting to see. - - - - 55,6 44,4 -
5 Is there a wrong composition? - 444 444 11,1 -

L EVALUATION

The testing process has been carried out successfully. When
we look at the table data, please see the following remarks: 1 =

Very strongly disagree, 2 = Very disagree, 3 = Disagree, 4 =
Neutral, 5 = Agree, 6 = Very agree and 7 = Very strongly agree

II.

Making and designing the UI/UX design of the Ngetikapaja
website aims to create a website design that is easy to use and
attractive. This design uses the design thinking method where
the stages are empathize, define, ideate, prototype, and test. The
entire website consists of 5 pages: Home, About, Services, Blog,
and FAQ. The design results have been tested with usability
testing methods and the attractiveness of the user interface. The
test results state that the UI/UX design of the Ngetikapaja
website is attractive and easy to use.

CONCLUSIONS AND FUTURE WORK
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