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ABSTRAK 

Nama Mahasiswa / NPM : Aisyah Az-Zahra Prasetyo / 21082010024 

Judul Skripsi   : Perancangan Desain UI/UX Aplikasi Potretin 

Marketplace Penyewaan Alat Fotografi 

Menggunakan Metode Design Thinking 

Dosen Pembimbing  : 1. Seftin Fitri Ana Wati, S.Kom., M.Kom. 

2. Anindo Saka Fitri, S.Kom., M.Kom. 

Fotografi terus berkembang pesat di era digital, didorong oleh kemajuan teknologi 

kamera dan media sosial. Peningkatan minat masyarakat terhadap fotografi 

mendorong munculnya jasa penyewaan alat fotografi, namun proses penyewaan 

masih dilakukan secara konvensional dan kurang efisien. Penelitian ini bertujuan 

untuk merancang User Interface (UI) dan User Experience (UX) aplikasi Potretin 

marketplace penyewaan alat fotografi menggunakan metode Design Thinking. 

Metode Design Thinking digunakan karena dapat mendefinisikan masalah, 

memahami kebutuhan pengguna, dan menghasilkan solusi kreatif. Proses desain 

melibatkan evaluasi berulang (iterasi) menggunakan metode Usability Testing dan 

Heuristic Evaluation untuk mencapai hasil yang optimal. Berdasarkan evaluasi dan 

pengujian Usability Testing, desain UI/UX aplikasi mendapatkan penilaian yang 

baik, dengan nilai effectiveness, efficiency, dan satisfaction yang tinggi. Selain itu, 

evaluasi heuristik dilakukan oleh pakar desain UI/UX menggunakan kriteria 

heuristic untuk memastikan bahwa desain memenuhi standar kegunaan dan 

kepuasan pengguna. Pada pengujian iterasi akhir, mitra penyewaan alat fotografi 

memperoleh nilai Effectiveness 94,28%, Efficiency 89,66%, dan Satisfaction 91%. 

Mitra penyewaan jasa fotografi memperoleh nilai Effectiveness 96,67%, Efficiency 

98,83%, dan Satisfaction 93%. Pelanggan memperoleh nilai Effectiveness 92,85%, 

Efficiency 86,70%, dan Satisfaction 90,5%, menunjukkan hasil usability yang 

sangat baik. 

 

Kata kunci: Penyewaan Alat Fotografi, Perancangan Desain UI/UX, Design 

Thinking, Usability Testing, Heuristic Evaluation. 
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ABSTRACT 

Student Name / NPM  : Aisyah Az-Zahra Prasetyo / 21082010024 

Thesis Title   : UI/UX Design of Potretin Application Photography  

Equipment Rental Marketplace Using Design 

Thinking Method 

Advisors   : 1. Seftin Fitri Ana Wati, S.Kom., M.Kom. 

2. Anindo Saka Fitri, S.Kom., M.Kom. 

Photography continues to grow rapidly in the digital era, driven by advances in 

camera technology and social media. The increase in public interest in photography 

has encouraged the emergence of photography equipment rental services, but the 

rental process is still carried out conventionally and inefficiently. This research 

aims to design the User Interface (UI) and User Experience (UX) of the Potretin 

photography equipment rental marketplace application using the Design Thinking 

method. The Design Thinking method is used because it can define problems, 

understand user needs, and produce creative solutions. The design process involves 

iterative evaluation using Usability Testing and Heuristic Evaluation methods to 

achieve optimal results. Based on Usability Testing evaluation and testing, the 

UI/UX design of the application received a good assessment, with high 

effectiveness, efficiency, and satisfaction scores. In addition, heuristic evaluation 

was conducted by UI/UX design experts using heuristic criteria to ensure that the 

design met usability and user satisfaction standards. In the final iteration of testing, 

photography equipment rental partners obtained a score of 94.28% Effectiveness, 

89.66% Efficiency, and 91% Satisfaction. Photography service rental partners 

scored 96.67% Effectiveness, 98.83% Efficiency, and 93% Satisfaction. Customers 

obtained a value of Effectiveness 92.85%, Efficiency 86.70%, and Satisfaction 

90.5%, showing very good usability results. 

 

Keywords: Photography Equipment Rental, UI/UX Design, Design Thinking, 

Usability Testing, Heuristic Evaluation. 
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