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ABSTRAK 

 

Nama Mahasiswa / NPM  : Hadyan AlHafizh /  21082010056 
Judul Skripsi                     : Perancangan UI/UX Sistem Informasi Pada Gudang 

Kemasan Kosmetik Dengan Metode Design Thinking 
(Studi Kasus: CV. Cahaya Mulya Abadi) 

Dosen Pembimbing          : 1. Nur Cahyo Wibowo, S.Kom, M.Kom 
 2. Abdul Rezha Efrat Najaf, S.Kom., M.Kom 

 

CV. Cahaya Mulya Abadi adalah perusahaan yang bergerak di bidang kemasan 

kosmetik sejak tahun 2008. Perusahaan ini membutuhkan aplikasi dengan 

antarmuka yang ramah pengguna untuk mendukung efisiensi pengelolaan bahan 

mentah di gudang. Skripsi ini menggunakan model perancangan Design Thinking 

yang terdiri dari lima tahapan: empathize, define, ideate, prototype, dan testing. 

Pendekatan yang digunakan adalah kualitatif, karena data yang dikumpulkan 

berupa informasi kebutuhan pengguna melalui wawancara. Pengujian dilakukan 

dengan metode Heuristic Evaluation, Think Aloud, System Usability Scale (SUS), 

dan Single Ease Question (SEQ). Hasil heuristic evaluation mengungkapkan 

permasalahan pada konsistensi komponen dan penggunaan bahasa. Setelah 

dilakukan perbaikan desain, dilakukan pengujian lebih lanjut kepada pengguna. 

Pengujian SEQ menunjukkan rata-rata skor usability sebesar 6,78 dari skala 7, yang 

berarti tugas dapat diselesaikan dengan mudah. Sedangkan skor SUS menunjukkan 

hasil 92,5 (owner), 77,5 (staff gudang), dan 75 (admin) dengan rata-rata 81,67, 

menandakan usability yang baik. 

 

Kata kunci :  Design Thinking, UI/UX, Heuristic Evaluation, System Usability 

Scale (SUS), Single Ease Question (SEQ) 
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ABSTRACT 

 

Student Name / NPM       : Hadyan AlHafizh /  21082010056 

Thesis Title                       : UI/UX Design of Information System in Cosmetic 
Packaging Warehouse Using Design Thinking Method 
(Case Study: CV. Cahaya Mulya Abadi) 

Advisor                             : 1. Nur Cahyo Wibowo, S.Kom, M.Kom 
2. Abdul Rezha Efrat Najaf, S.Kom., M.Kom 

 

CV. Cahaya Mulya Abadi is a company engaged in cosmetic packaging since 2008. 

The company requires an application with an user-friendly interface to support the 

efficient management of raw materials in the warehouse. This research uses the 

Design Thinking framework, which consists of five stages: empathize, define, 

ideate, prototype, and testing. The approach used is qualitative, as the data collected 

consists of user needs information gathered through interviews. The testing was 

conducted using Heuristic Evaluation, Think Aloud, System Usability Scale (SUS), 

and Single Ease Question (SEQ) methods. The results of the heuristic evaluation 

revealed issues with component consistency and language usage. After design 

improvements were made, further testing was conducted with users. The SEQ test 

resulted in an average usability score of 6.78 on a 7-point scale, indicating that tasks 

were easily completed. Meanwhile, the SUS scores showed results of 92.5 (owner), 

77.5 (warehouse staff), and 75 (admin), with an overall average of 81.67, indicating 

good usability. 

 

Keywords: Design Thinking, UI/UX, Heuristic Evaluation, System Usability Scale 

(SUS), Single Ease Question (SEQ) 
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