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ABSTRAK 

Nama Mahasiswa / NPM    : Salwa Ghaliyah Hilaly / 21082010123 

Judul Skripsi                       : Perancangan UI/UX Aplikasi Marketplace Jasa 

Fotografi Berbasis Mobile Menggunakan Metode 

Design Thinking 

Dosen Pembimbing            : 1. Nur Cahyo Wibowo, S.Kom., M.Kom. 

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

 

Mendokumentasikan momen kehidupan telah menjadi bagian dari gaya hidup 

masyarakat saat ini, sehingga jasa fotografer semakin banyak diminati. Namun, 

proses pencarian jasa fotografi masih dilakukan secara konvensional, seperti 

melalui rekomendasi kerabat atau pencarian di media sosial yang kurang efisien 

karena minimnya informasi. Oleh karena itu, penelitian ini bertujuan merancang 

UI/UX aplikasi marketplace jasa fotografi menggunakan metode Design Thinking 

yang berfokus pada pemahaman masalah pengguna dan pengembangan solusi yang 

sesuai kebutuhan. Proses perancangan dievaluasi melalui usability testing, 

kuesioner System Usability Scale (SUS), dan heuristic evaluation, dengan mengacu 

pada tiga aspek usability dari ISO 9241-11, yaitu efektivitas, efisiensi, dan 

kepuasan. Hasil akhir pada iterasi kedua menunjukkan peningkatan. Untuk 

pengguna pencari jasa, efektivitas mencapai 97%, efisiensi 93,3%, dan kepuasan 

91,5%. Sedangkan untuk fotografer, efektivitas 95,7%, efisiensi 93,6%, dan 

kepuasan 90%.  

 

Kata kunci : User Experience, User Interface, Fotografer, Marketplace, Design 

Thinking 
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ABSTRACT 

Student Name / NPM          : Salwa Ghaliyah Hilaly / 21082010123 

Thesis Title                  : Perancangan UI/UX Aplikasi Marketplace Jasa 

Fotografi Berbasis Mobile Menggunakan Metode 

Design Thinking 

Advisor       : 1. Nur Cahyo Wibowo, S.Kom., M.Kom. 

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

 

Documenting life moments has become a part of today’s lifestyle, leading to an 

increasing demand for photography services. However, the process of finding 

photographers is still mostly done through conventional means, such as personal 

recommendations or searching on social media, which are less efficient due to 

limited information. Therefore, this study aims to design the UI/UX of a 

photography service marketplace application using the Design Thinking method, 

focusing on understanding users’ problems and developing solutions based on their 

needs. The design process was evaluated through usability testing, the System 

Usability Scale (SUS) questionnaire, and heuristic evaluation, referring to the three 

usability aspects from ISO 9241-11: effectiveness, efficiency, and satisfaction. The 

final results in the second iteration showed improvements. For users searching for 

services, the effectiveness reached 97%, efficiency 93.3%, and satisfaction 91.5%. 

Meanwhile, for photographers, effectiveness was 95.7%, efficiency 93.6%, and 

satisfaction 90%. 

Keywords : User Experience, User Interface, Photographer, Marketplace, Design 

Thinking 
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