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ABSTRAK 
 

PENERAPAN METODE DESIGN THINKING UNTUK MERANCANG 

DESIGN INTERFACE DAN USER EXPERIENCE  

SITUS E-CARD MAKER 

 

Oleh: 

Silvia Nandasari 
 

Saat menyelenggarakan acara yang membutuhkan kehadiran orang lain, dibutuhkan 

media untuk menyempaikan informasi kegiatan berupa undangan. Penyampaian 

undangan acara pada umumnya masih dilakukan dengan sistem manual. Namun, 

ditemukan beberapa masalah dari penggunaan undangan cetak. Salah satu 

persoalannya yaitu memakan biaya yang banyak dan membutuhkan waktu yang 

lama dalam pembuatannya. Meskipun undangan digital lebih diminati karena lebih 

praktis dan harganya relatif lebih murah, undangan fisik sering dijadikan alternatif 

apabila ingin terlihat sopan dan meyakinkan. Sehingga penelitian ini berinovasi 

untuk merancangan design interface dan user experience website E-Card Maker 

yang dapat membantu masyarakat dalam pembuatan undangan digital maupun 

undangan konvensional dalam satu platform secara efisien. Metode yang digunakan 

untuk merancang situs E-Card Maker yaitu metode Design Thinking dengan 2 

iterasi. Hasil dari desain user interface berupa prototype high-fidelity yang diuji 

menggunakan system usability scale (SUS) 2 dimensi. Hasil pengujian 

menunjukkan skor dimensi usability yaitu 71,6 sehingga masuk dalam kategori 

acceptable. Sedangkan dimensi learnability masuk dalam kategori marginal high 

karena mendapatkan skor 60,1. Jadi dapat disimpulkan bahwa hasil penelitian ini 

masih membutuhkan iterasi berikutnya untuk perbaikan skor learnability. 

Kata kunci: Undangan Online, E-Card Maker, Design Thinking, Usability 

Testing 
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ABSTRACT 
 

APPLICATION OF THE DESIGN THINKING METHOD TO DESIGN 

THE INTERFACE DESIGN AND USER EXPERIENCE OF E-CARD 

MAKER SITES 
 

By: 

Silvia Nandasari 
 

When holding an event that requires the presence of other people, media is needed 

to convey information on activities in the form of invitations. Submission of event 

invitations is generally still done manually. However, some problems were found 

from using printed invitations. One of the problems is that it costs a lot and takes a 

long time to make. Even though digital invitations are more desirable because they 

are more practical and the price is relatively cheaper, physical invitations are often 

used as an alternative if you want to look polite and convincing. So this research 

innovates to design an interface design and user experience for the E-Card Maker 

website that can help the public in making digital invitations and conventional 

invitations in one platform efficiently. The method used to design the E-Card Maker 

site is the Design Thinking method with 2 iterations. The results of the user interface 

design are high-fidelity prototypes tested using a 2-dimensional system usability 

scale (SUS). The test results show a usability dimension score of 71.6 so that it is 

included in the acceptable category. Meanwhile, the learnability dimension is 

included in the marginal high category because it gets a score of 60.1. So it can be 

concluded that the results of this study still require the next iteration to improve the 

learnability score. 

 

Keywords: E-Card Maker, Online Invitation, Design Thinking, Usability 

Testing 
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