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ABSTRAK 

 

Nama/NPM          : Mahadevi Katarina Sabila/22082010139 

Judul                     : Implementasi Metode Double Diamond Dalam 

Perancangan UI/UX Aplikasi Halopet Marketplace 

Layanan Hewan Peliharaan 

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

2. Prasasti Karunia Farista Ananto S.Kom., 

M.Kom., M.IM. 

 

Perkembangan industri layanan hewan di Indonesia saat ini belum diimbangi 

dengan layanan yang terintegrasi, sehingga menimbulkan kendala seperti 

keterbatasan informasi, proses pemesanan manual, dan pengelolaan layanan yang 

kurang optimal. Permasalahan menunjukkan perlunya solusi layanan terintegrasi 

yang diawali oleh perancangan desain antarmuka dan pengalaman pengguna yang 

sesuai dengan kebutuhan pengguna. Penelitian ini bertujuan merancang desain 

UI/UX aplikasi Halopet yang sesuai dengan kebutuhan pengguna menggunakan 

metode Double Diamond. Metode penelitian terdiri dari Discover, Define, Develop, 

dan Deliver. Tahap awal difokuskan pada identifikasi kebutuhan dua jenis 

pengguna, yaitu pemilik hewan dan pengelola layanan. Tahap pengembangan 

dilakukan melalui dua iterasi menggunakan usability testing dan heuristic 

evaluation. Hasil pengujian awal menunjukkan nilai effectiveness sebesar 84% dan 

80%, serta efficiency sebesar 65,37% dan 75,96%, dengan sastisfaction melalui 

System Usability Scale (SUS) sebesar 84 dan 85,5. Setelah dilakukan perbaikan 

desain hasil pengujian menunjukkan peningkatan effectiveness mencapai 97% 

untuk kedua pengguna, efficiency sebesar 97,19% dan 93,6%, serta skor SUS 

meningkat menjadi 92 dan 94 yang termasuk kategori sangat baik. Penelitian ini 

menghasilkan rancangan prototype UI/UX yang sesuai dengan kebutuhan 

pengguna dan memiliki tingkat efektivitas, efisiensi, serta kepuasan yang tinggi. 

 

Kata Kunci: UI/UX, Double Diamond, Usability Testing, Heuristic Evaluation, 

Layanan Hewan Peliharaan 
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ABSTRACT 

 

Student Name/NPM          : Mahadevi Katarina Sabila/22082010139 

Thesis Title                     : Implementation of the Double Diamond Method in 

Designing the UI/UX of the Halopet Pet Care 

Services Marketplace Application 

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

2. Prasasti Karunia Farista Ananto S.Kom., 

M.Kom., M.IM. 

 

The rapid growth of the pet care service industry in Indonesia has not yet been 

accompanied by an integrated service system, resulting in issues such as limited 

access to information, manual booking processes, and inefficient service 

management. These problems indicate the need for an integrated service solution, 

starting with the design of a user interface and user experience that aligns with user 

needs. This study aimed to design the UI/UX of the Halopet application based on 

user needs using the Double Diamond method. The research method consisted of 

four stages: Discover, Define, Develop, and Deliver. The initial stages focused on 

identifying the needs of two user groups, namely pet owners and service providers. 

The development stage was conducted through two iterative cycles based on 

usability evaluation using usability testing and heuristic evaluation. The initial 

testing results showed effectiveness scores of 84% and 80%, efficiency scores of 

65.37% and 75.96%, and System Usability Scale (SUS) scores of 84 and 85.5. After 

two iterations of design improvements, the final testing results indicated significant 

improvements, with effectiveness reaching 97% for both users, efficiency 

increasing to 97.19% and 93.6%, and SUS scores improving to 92 and 94, 

categorized as excellent. This study produced a Figma-based UI/UX prototype that 

met user needs and demonstrated high levels of effectiveness, efficiency, and user 

satisfaction. 

 

Keywords: UI/UX, Double Diamond, Usability Testing, Heuristic Evaluation, Pet 

Care Services 
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