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Abstract— The digital era is not new and has spread to various
lines of people's lives. The digital age makes everything easy to
access and use anywhere and is captured, thus making human life
more manageable. The impact of the digital era is not only on the
community but also companies, both MSMEs and well-known
ones. Companies need to adapt to the digitization process so that
sales and the company's existence are well maintained; one
example is a website. Mahakarya Mulya is a company originating
from Pati, Central Java. The company is engaged in the Processing
of patchwork waste into a variety of crafts. Among them are
synthetic cotton or patal, pillows, bolsters, mattresses, dolls, and
accessories. The company owner needs a medium for promoting
and introducing his company that can easily access anywhere and
anytime. The answer to the problem is the website. Website is one
of the technologies produced in the digital era. The website reviews
an attractive appearance and makes it easier for users to find all
the necessary information. Everyone in the world has become
familiar with websites and made them part of the necessities of life.
Designing a website must require a method, for the method used
is Design Thinking. Design Thinking is a creative and practical
method of solving problems focused on the user. By using this
method, it can design the User Interface of the website briefly, not
verbosely, and can meet client and user requests.
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I. INTRODUCTION

Modern humans produce many technologies in the digital
age. The digital era is a time that has experienced developments
in all aspects of human life to be all digital. The development of
the digital era continues unstoppable. The digital era has
encouraged using alternative communication platforms to
conduct integrated marketing communications [1]. Modern
society itself asks for and demands everything to be more
practical and efficient. One of the technologies produced is the
website. The benefits of a website for companies are not only
used as an information medium but also as a medium to bring
the company closer to customers. In addition, it is a place to
attract investors. Nowadays, traditional companies have begun
switching to digital marketing to maintain competitiveness with
more modern companies [2].

Mahakarya Mulya is a company engaged in the waste
processing industry of patchwork. The products produced are
synthetic kapok, pillows, bolsters, mattresses, and accessories.
Therefore, founders need new media to promote that displays
identity, products, and company details that can be accessed
anywhere and anytime. One solution to this problem is to create
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a website. According to a survey from McKinsey, a company
focused on its design will have twice as much revenue as any
other company. The CEO of Maze. Co also stated that 40% of
users who get a bad experience would turn to competitors [3].
Through various surveys and analyses, the problem was
formulated, namely, how to design and make the website design
of the desktop version of Mahakarya Mulya Company attractive
and easy to use by users. Based on the formulation of the
problem above, it can be concluded that the purpose of the
creation is to design and create a website design that is attractive,
easy, and comfortable to use and produce UI/UX designs
according to user needs.

II.  DESIGN THINKING METHODS

Design Thinking is a comprehensive customer-oriented
innovation approach that aims to generate and develop creative
business ideas or entire business models. Design Thinking
attempts to project designers' approaches and methods onto
business processes [4]. The approach ultimately applies to all
kinds of business ideas — whether they have a product or service
character. The first mouse for the Macintosh computer was
created after a similar approach or the first toothbrush with a
wider ergonomic shaft. The design thinking diagram can be seen
in Fig. 1.

An explanation of the method from the picture above is as
follows:

Phase 1: Empathise (Understanding the Problem). The first
phase is about developing an understanding of the challenge/the
problem/the need, or the requirement (problem understanding)
[5]. It must be clarified who has to be integrated into the process
and, in particular, which technical perspective (process

EMPATHISE IMPLEMENT PROTOTYPE
‘ DESIGNXHINKING
DEFINE IDEATE TEST

Fig. 1. Design Thinking methods
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organization) is necessary. Finally, how the question can best be
formulated must be clarified so that the customer need/problem
is defined in concrete terms. In this phase, detailed research and
on-site observations are carried out on the customer's
need/problem. Numerous methods can be used for this, such as
interviews, written surveys, and observations with recordings
through photos or even videos. The results clarify the general
conditions, the exact definition of the target group, and a
comprehensive understanding of the customer and his needs and
behavior.

Phase 2: Define (Define the problem). After the
observations, the findings should be condensed to a single
prototypical user whose problem/need is summarized in a
clearly defined question [6].

Phase 3: Ideate (Finding and selecting ideas). It is only in
this phase that the actual brainstorming process takes place.
Strictly separated from this, the ideas can then be analyzed
customer-oriented to identify weak points. A selection decision
can be made based on an idea evaluation [7].

Phase 4: Prototype (Develop the prototype). In this crucial
phase, ideas should be visualized quickly, made tangible,
sketched, designed, modeled/simulated, etc. Following the
technical field, one can speak of "Rapid Prototyping," whereby
the prototype development applies decidedly to products and
services. A variety of methods for prototype development are
available for this purpose [8].

Phase 5: Test. In this final phase, the ideas will be further
developed and tested through further experiments and customer
feedback. In addition, critical development, production, and
market issues have to be clarified. In the process flow presented
here, the actual implementation phase with the development of
the idea into a commercial product/service would only follow
afterward [9].

Phase 6: Implement. In the implementation phase, users will
use it directly to meet needs or to solve problems experienced.
If the user finds program errors or changes to application
features, the user can provide input to the developer to be
resolved as soon as possible. The image looks unbroken because
the process goes through continuous iterations [10].

II. RESULTS AND DISCUSSION

The researcher uses a case study with users from an MSME
entrepreneur in Pati, Central Java. The company is named
Mahakarya Mulya with the MMPATAL brand. The company's
business is to produce raw materials for products used in
households. Like Processing patchwork waste into kapok
synthetic, pillows, bolsters, and mattresses. The logo of the
company can be seen in Fig.2 .

v y ¢
MM PATAL

Fig.2. Company Logo
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The following is a discussion of what analysis and design
processes are carried out in making UI/UX designs using the
design thinking method with client users, namely :

A. Emphasize.

The first stage in design thinking is Empathy. At this stage,
the researcher carried out the main activity by gathering insights
related to the problems faced and empathizing with all subjects.
Researchers ask questions and listen to business owners and
users' complaints and problems. The two main things to note are
Empathy towards entrepreneurs and users.

1) Empathy for entrepreneurs.

Researchers empathize with entrepreneurs by interviewing
clients and entrepreneurs engaged in manufacturing and selling
bolsters and mattresses. Interviews were conducted several
times, containing questions, modeling problems, and desires,
and confirming directly to entrepreneurs the veracity of the data
that had been obtained.

2) Empathy for user clients

Researchers carry out a process of Empathy for business
users or clients by conducting interviews and questionnaires
using the google form facility. Furthermore, randomly
confirming the correctness of the data that has been obtained
previously.

The evidence and results of this process are documents in the
form of writing, photos, and video and sound recordings.

B. Define.

The next stage is the researchers formulate the problems that
have been obtained. This process relates that not all problems
can be solved together. So, researchers must identify priorities
for the problems obtained in the previous stage. At this stage,
the data on Empathy was narrowed back to get the main
problem. Following are some of the problems that have been
analyzed in the previous stage:

a. Entrepreneurs have difficulties when it comes to
marketing their products widely, for example, across regions
and beyond the reach of manual services.

b. Client users or buyers have difficulty seeing products and
information widely. In addition, buyers have difficulty asking
questions or conducting questions and answers with
entrepreneurs quickly. Finally, buyers often feel doubtful,
especially during the final process when a transaction will occur,
either about the availability of goods or price issues.

The evidence and the result of this process are documents in
writing, drawings, and sketches to explain the problems in order
of priority.

C. Ideate

This Ideate stage solves problems on the data obtained from
the define stage by providing various proposals and solution
ideas. After the researchers saw the problems experienced by
customers and sellers, various suggestions were given. One of
them is to create or redevelop a new website. The new website
will help sellers promote products and reach customers widely
as a medium for real-time communication interaction, which
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will ultimately increase the number of potential customers and
provide more confidence to transact immediately.

So that the ultimate goal of business owners, namely
increasing sales turnover, can be achieved. This website is also
beneficial for all entrepreneurs who are just starting their
businesses or who already have a good name and are already
well known because they can improve the quality of doing
business with digital marketing. Evidence of this activity is the
existence of sketches and wireframes that can be approved so
entrepreneurs can quickly provide criticism and input. The
following document is the sitemap document. After the
wireframe document is approved, a mockup will be created
immediately.

1) Sketch

The sketch is the result of hand-drawn, or you can also use a
vector-based application. This means we do not have to worry
about the design resolution. Vector-based designs can be
enlarged to any size without breaking or degrading. So, the
design created will be suitable for any size resolution. [11].
Some examples of sketchs can be seen in Fig.3.
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Fig. 3. One of the sketch documents

2) Wireframe

Wireframes are part of the blueprint for U/UX designers.
They are schematics or frameworks that can provide a low-
fidelity overview of each page in a website/application before
entering the visual mockup stage [12]. The next stage is to create
a low-fidelity wireframe or what is commonly called a lo-fi
wireframe. Low fidelity wireframe is a simple sketch containing
layouts and information that will be displayed on a website to
serve as an arrangement of content and layouts and a framework
for creating mockups. Wireframes can be created with the help
of Balsamiq or Figma tools. Some examples of wireframes can
be seen in Fig.4.

3) Mockup

Mockup, or high fidelity wireframe, is a wireframe display
that has been given color and content and has more detailed
design elements. This mockup aims to see the finished results of
the website User Interface design created.

A mockup is an actual picture of the concept being
processed. In the design world, mockups are also seen as
mockups or presentation tools that provide an overview of the
work to be produced. The mockup is based on a low-fidelity
wireframe submitted and approved by the user. Mockups differ
from wireframes in that they include original data, colors, and
illustrations close to the final result [13]. Some examples of
mockups can be seen in Fig.5.

Fig. 4. Example of a wireframe document

167

Authorized licensed use limited to: Cisco. Downloaded on November 24,2022 at 12:39:32 UTC from IEEE Xplore. Restrictions apply.



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

fersernmaban Kineus Ussos Anda

ContactUs

MM PATAL

Fig. 5. Mockup

a. Sitemap Creation

A sitemap is a file that lists all the essential pages of a
website. All pages are arranged in a hierarchical map so that
users can easily see when browsing and identify the web content.
Furthermore, a sitemap is a mandatory requirement that Google
asks for a site to be stored in search sites [14].

D. Prototype

The prototype is a method in product development by
making designs, samples, or models to test the product's concept
or work process. The prototype is not the final product that will

be circulated later [15]. The Prototype are shown in Fig.7.

In the Figma application, a prototype is a simulation of a
display sourced from mockup images made previously. Then to
make it easier for users to do testing, the pages are linked
together so that users can move around when the button is

clicked.
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Fig. 7. Prototype with Figma Application
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IV. EVALUATION

In the process of making UI/UX, when a series of processes
with design thinking are completed according to stages. So it is
necessary to re-test to find errors or shortcomings, but the main
goal is to test the convenience or usability aspect. All stages of
design thinking have been passed and finished by the researcher.

V.

The following are conclusions from research that has gone
through all stages of research methods: Making UI/UX designs
implements the Design Thinking method as the basis for
satisfied with the application used [16]. This test uses usability
testing The following conclusion is that researchers use the
Balsamiq and Figma applications in producing designs and
proofs [18]. Then the design, manufacture, and testing results
get usability testing results of 90% and the results of testing
interface testing. Here are the results of the test can seen in Table
1 and Table 2.

The UI/UX design used in creating the Mahakarya Mulya
company website can be accepted by business owners and
clients. Based on the two test models, namely the usability
aspect and the user interface aspect of the test, it can be
concluded that

CONCLUSIONS AND FUTURE WORK

aspects of the user interface testing of 100%. Designing and
manufacturing. divided into three, namely founders, friends of
develop, and the general public, not customers. Usability
Testing is one way to determine whether the user can easily use
the application, how efficiently and effectively an application
can help the user achieve its goals, and whether the user
isatisfied with the application used [16]. This test uses usability
testing

So the final result in the form of a UI/UX prototype can be
forwarded into a data integration project and programming
process so that a genuinely efficient website for a business is
created and makes visitors and owners comfortable.

Furthermore, testing on July 1, 2022, through google form
(https://forms.gle/YhjHnZmsPVznprDS8) to 10 participan.
User interface testing is the process of testing various aspects of
the experience to determine the best ways to understand the
website and its elements to interact comfortably with the user
[17]

TABLE 1. USABILITY TEST

No Question Very Agre | Neutr | Disagr
Agree e al ee
Is the information on the
: 92
1 website easy to understand? ] 2 0 0
Is the website easy to
) operate? 9 1 0 0
Is the proportion of the size
of the writing on the
3 website comfortable to look 8 2 0 0
at?
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Is the navigation menu easy
i ?
4 to use and running OK? ] 1 1 0
Did an error occur when on
ite?
5 the prototype website? 0 0 1 9
TABLE 2. USER INTERFACE TEST
N . Very Agr Neu | Disag
0 Question Agree ee tral ree
Whether the illustrations/photos
1 . 9 1 0 0
used are suitable?
2 Whether font se!ectlon is suitable 3 2 0 0
for use on websites?
3 Is the color selection comfortable 3 5 0 0
to look at?
4 Is the r\;vebsne layout convenient 3 2 0 0
to use?
Whether the overall appearance
5 | of the website is suitable and | 9 1 0 0
convenient to use?
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