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ABSTRAK 

 

Nama Mahasiswa : Windy Fadhilah Susanti 

NPM   : 21082010104 

Judul Skripsi  : Desain UI/UX Marketplace Layanan Cetak “PrintOn!”  

Pada UMKM Fotokopi dan Print Menggunakan Metode 

User Centered Design 

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

  2. Tri Luhur Indayanti Sugata, S.ST., M.IM 

Sebagian besar pesanan layanan cetak melalui WhatsApp dilakukan oleh pelaku 

usaha UMKM fotokopi dan print. Namun masih terdapat hambatan, seperti pesan 

pelanggan yang sulit dikenali karena tidak mencantumkan nama atau foto profil, 

serta teks pesan yang panjang dan membingungkan. Lonjakan pesanan membuat 

pesan lama mudah tenggelam, menyulitkan pencarian dan pengecekan ulang. 

Penggunaan beberapa platform seperti email dan Instagram juga memperumit 

pengelolaan karena harus dicek manual satu per satu. Hal ini menyebabkan 

keterlambatan dalam merespons pesanan. Oleh karena itu, penelitian ini bertujuan 

untuk merancang desain UI/UX aplikasi marketplace layanan cetak berbasis 

website dan mobile pada UMKM fotokopi dan print yang dapat memberikan 

kemudahan dan pengalaman pengguna yang lebih baik. Tahapan perancangan 

desain melalui proses secara iterator, diawali dari plan human centered design 

dengan studi literatur, specify the context of use dengan wawancara kepada 15 

responden, specify user requirement dengan pembuatan Empathy Map, user 

persona, affinity diagram, create design solution dengan user flow, arsitektur 

informasi, dan pembuatan prototype menggunakan Figma. Evaluasi dilakukan 

dengan usability testing melalui Maze, pengukuran System Usability Scale (SUS), 

dan Heuristic Evaluation oleh lima evaluator ahli yang menunjukkan ada masalah 

pada aspek desain. Beberapa evaluator memberi nilai keparahan tinggi, terutama 

pada Consistency and Standards serta Aesthetic and Minimalist Design. Hasil 

evaluasi menunjukkan skor pelanggan meningkat dari 65 ke 85 (naik 30,76%) dan 

penyedia dari 85 ke 93 (naik 9,41%). Sementara itu, skor SUS pelanggan meningkat 

dari 67,5 menjadi 82,8, dan penyedia dari 78,5 menjadi 80,5. Hasil ini membuktikan 

bahwa desain akhir aplikasi “PrintOn!” bisa diimplementasikan ke dalam code telah 

memenuhi standar kemudahan penggunaan dan mampu memberikan pengalaman 

yang lebih optimal bagi pengguna. 

 

Kata kunci : Desain UI/UX, User Centered Design, Marketplace, Layanan 

Cetak, Prototype, System Usability Scale, Heuristic Evaluation
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ABSTRACT 

 

Student Name  : Windy Fadhilah Susanti 

Student ID  : 21082010104 

Thesis Title  : UI / UX Design Marketplace Print Services  

"PrintOn!"UMKM Photocopy and Print using User 

Centered Design Method 

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

  2. Tri Luhur Indayanti Sugata, S.ST., M.IM 

 

Most print service orders via WhatsApp are made by UMKM photocopying and 

printing businesses. However, there are still obstacles, such as customer 

messages that are difficult to identify because they do not include names or 

profile photos, as well as long and confusing message texts. The surge in orders 

makes old messages easy to get lost, making it difficult to search and recheck. 

The use of multiple platforms such as email and Instagram also complicates 

management as they must be checked manually one by one. This leads to delays 

in responding to orders. Therefore, this study aims to design a UI/UX for a 

website and mobile-based printing service marketplace application for 

photocopy and printing UMKM that can provide ease of use and a better user 

experience. The design process was carried out iteratively, starting with human-

centered design planning through literature review, specifying the context of use 

through interviews with 15 respondents, specifying user requirements through 

the creation of an Empathy Map, user personas, and affinity diagrams, and 

creating design solutions through user flow, information architecture, and 

prototype creation using Figma. Evaluation was conducted through usability 

testing using Maze, measurement of the System Usability Scale (SUS), and 

Heuristic Evaluation by five expert evaluators, which identified issues in the 

design aspects. Some evaluators assigned high severity Scores, particularly in 

the areas of Consistency and Standards, as well as Aesthetic and Minimalist 

Design. The evaluation results showed that customer Scores increased from 65 

to 85 (a 30.76% increase) and provider Scores from 85 to 93 (a 9.41% increase). 

Meanwhile, the customer SUS Score increased from 67.5 to 82.8, and the 

provider Score from 78.5 to 80.5. These results prove that the final design of the 

“PrintOn!” application, when implemented into code, meets usability standards 

and provides a more optimal experience for users. 

 

Keywords: UI/UX Design, User Centered Design, Marketplace, Print 

Services, Prototype, System Usability Scale, Heuristic Evaluation
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