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Abstract

This research aims to design the user interface (Ul) and user experience (UX) of a mobile-based e-commerce application for
Cimemo.id, by applying the Design Thinking method. This approach is suitable for addressing challenges faced by Cimemo.id in
introducing its ecoprint fashion products and improving user interactions through a structured, user-centered process. The test results
show that the effectiveness of the application reaches 81.81%, which is categorized as very good. Additionally, the efficiency value
of 0.039 indicates a very fast turnaround time. The implementation of the Design Thinking method helped design a more attractive
and user-friendly interface, improving shopping convenience and user understanding of the ecoprint products offered. With this
efficient and effective UI/UX design, the application is expected to strengthen Cimemao.id's competitiveness in the increasingly
competitive e-commerce market.
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l. INTRODUCTION

Evironmental pollution due to industrial waste is a global problem that has yet to be resolved. In
Indonesia, the industrial sector, including textiles, is one of the significant contributors to waste, according
to data collected by the Ministry of Environment and Forestry (KLHK) there are 2,897 industries with
hazardous waste that has the potential to endanger ecosystems and human health [1]. This encourages the
emergence of awareness of the importance of environmental preservation and the growing trend of
environmentally friendly products [2]. One innovation that supports this effort is the ecoprint technique,
which is a technique of printing motifs on fabrics using natural materials such as leaves, flowers, stems,
and twigs. The uniqueness of ecoprint lies in the use of natural materials and does not involve synthetic
chemicals, making it an environmentally safe solution that does not pollute water, soil, or air [3]. Each
motif produced by ecoprint has its own uniqueness, depending on the type and geographical location of the
plants used.

In today's digital era, the development of information technology opens up great opportunities for the
fashion industry to expand their market through e-commerce platforms. E-commerce platforms offer a
number of advantages, such as ease of access, variety of products, and more competitive prices. This
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development has helped drive the growth of the e-commerce industry in Indonesia [4], [5]. Previously,
clothing purchases were generally made in person at physical stores, but the internet has changed this habit
by facilitating online transactions [6].

Cimemao.id, a boutique located in Purwokerto, Central Java, was established in 2018 and focuses on
ecoprinted fashion products. Although it has been operating for several years and has unique products,
Cimemao.id faces challenges in introducing its products widely and attracting buyers. Based on an interview
with the owner, Sugiarti, the main obstacles faced are the lack of attractiveness of the site interface and the
difficulty in conveying information about the uniqueness of ecoprint, making it difficult for potential
customers to understand the products offered [2]. In addition, many people still consider ecoprint as part of
batik, although technically ecoprint is not batik [3].

Along with the need to introduce products more widely and increase transactions, Cimemo.id requires
a website-based e-commerce system with effective and efficient user interface (UI) and user experience
(UX) design. A good UI/UX design is expected to increase user comfort while shopping and provide a
positive experience that can encourage customer loyalty [7]. In this research, the Design Thinking method
was chosen because it is one of the methods with an approach used to design UI/UX with a focus on user
needs. This process involves five stages, namely empathize, define, ideate, prototype, and test. Through
this method, the author can more quickly understand user needs through experimentation, visualization,
and prototype development. Design Thinking is often used because it helps generate effective solutions,
especially for mobile-based applications such as Cimemo.id[8], which aims to increase customer
satisfaction and encourage them to shop at Cimemo.id again.

1. RESEARCH METHOD

The Design Thinking method was used when creating the “Cimemo.id” application to answer user
problems. The purpose of this method is to gather information about the problems faced by users to then
create solutions. After finding ideas, the next step is to implement the design results[9]. Design Thinking
has an iterative nature that allows improvements during the design stage if errors or problems are found in
the results already achieved [10]. There are five steps in the design thinking method to generate more
detailed data.

Learn about users
through testing

- Empathy helps ~

L7 define problems Tests create new -
s for projects
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Fig. 1. Steps of the Design Thinking Method

A. Empathize

The purpose of empathy is to find out the needs of users so that researchers can empathize with users if
they are in the same place and perspective. At this stage, potential users and owners (Stakeholders) are
surveyed and interviewed [11].

B. Define

Define is the process of gathering all the information that has been collected during the empathize phase.
Next, this information is evaluated to find the research topic. At this stage, the user's desire for the problem
raised is identified by making How Might We Questions [12].

C. Ideate

The Design Thinking approach concentrates on the Ideate stage, which is the move from understanding
the problem to solving it. At this stage, creative ideas are gathered and developed to solve the previously
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defined problem. At this stage, concepts and solutions are designed to meet user needs. This process
produces wireframes and User Flow, which is the process that users perform while using an application,
starting from the beginning to completing the task [8].

D. Prototype

The next stage, after idete, is the protoype or initial design of a product. At this point, the author designs
the next high-quality prototype, using various interactions on each page and using figma to implement the
system design that has been used. The finished prototype will be observed and analyzed again before being
disseminated to the public to find out how good and bad a medium is [11].

E. Testing

In the evaluation stage, the Usability Testing method is used to ensure the design is in accordance with
user needs. Testing is carried out by involving users who have different characteristics and personas, and
continues until the prototype meets the user's wishes. According to Justin Mifsud, there are usability metrics
included in each category of usability aspects, namely:

1. Usability Metrics for Effectiveness

Completion rate is a way to determine effectiveness. Known as a fundamental usability metric, a value
of '1" indicates the user's success in completing the task (direct success), '0.5" indicates the user completed
the task but experienced problems, and '0" indicates failure. Effectiveness can be represented as a percentage
using the following simple equation [13]:

Number of tasks completed successfully

X 100%

Efectiveness =
Total number of tasks undertaken (1)

As shown in Table 1, the 1991 Ministry of Home Affairs R&D Reference Standard was used to interpret
the results of the average percentage of respondents’ success in completing the scenario tasks [14]

Table I. STANDAR UKURAN EFEKTIVITAS
No Effectiveness Ratio Achievement Rate
1 < 40% very ineffective
2 40% - 59,99% not effective
3 60% - 79,99% moderately effective
4 > 80% very effective

2. Usability Metrics for Efficiency

Efficiency refers to the period of time required by the user to complete the task, measured in seconds or
minutes. The calculation of the time to complete a task can be done by subtracting the time when the task
starts from the time when it finishes, following a simple equation to determine efficiency [13]:

n;:
R N Y
21:1 21:1 tl]

Time Based Ef ficiency = —NE (2)

This formula shows the elements in the evaluation of tasks by users. N is the total number of tasks, R is
the number of users, nij is the result of the i-th task by the j-th user, and tij is the time spent by the j-th user
to complete the i-th task. This description helps analyze user performance based on results and completion
time.

Furthermore, the time range in the time behavior indicator shown in Table 2 is used to interpret the
average amount of time needed to complete the scenario task. This is done to determine the results of
measuring the efficiency level of the application [14].

Table Il INTERVAL WAKTU PADA INDIKATOR TIME BEHAVIOR
No Length of time Qualification
1 60 — 300 Second very fast
2 360 — 600 Second fast
3 660 — 900 Second slow
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1. RESULTS AND DISCUSSION

This research will explore the results of applying the Design Thinking approach in designing the
interface and user experience (Ul/UX) of Cimemao.id application. The purpose of this research is to find
creative ideas and problem solutions for the UI/UX design of Cimemo.id application. The Design Thinking
implementation process consists of five stages.

A. Empathize

Empathy is the first step in using the Design Thinking method. At this stage, the author must understand
the feelings, circumstances, and experiences of the user. This is done to identify the needs and problems
that may be faced by users of mobile-based ecoprint e-commerce applications. The research method focused
on the problems felt by the owners and users of cimemao.id. Users were interviewed to find out their
problems and how to use the ecoprint e-commerce application. Next, the observation interview questions
were entered into a table, as shown in table 3.

Table Ill. PERTANYAAN WAWANCA
Area interview questions
Participants who are interested in fashion products
Participants who are interested in batik products / batik activities
Participants who use online applications (e-commerce) in purchasing fashion products
Participants who have an awareness of environmental issues

user criteria

Pl o

=

demography How old are you?
Where do you live?

What are you currently doing?

w N

psychography Have you heard about Ecoprint before?

If you have heard, do you know what ecoprint batik is?
Where did you get the information about ecoprint batik?
How much do you know about ecoprint batik?

Are you interested in using ecoprinted batik products?

If interested, what makes you interested in this ecoprint batik?

o wNE

users' behavior and feelings

=

Have you ever done online shopping before, especially for fashion products?

2. For purchase transactions, do you prefer to come directly to the place or through a
mobile application?

If there is a special application (e-commerce) for ecoprinted batik, would you use it?
4. What is the reason you want to use the application of this ecoprint batik?

w

users need and challenges 1. Ifyou prefer to use an app, what are your expectations from the app?
2. What are your concerns or anxieties when using online apps for fashion products?

The research will then produce emphaty maps. Empathy maps, a summary of user information
researched through interviews, are a way to show user needs. This empathy map illustrates users'
preferences in buying batik. They consider ecoprint environmentally friendly and mobile apps practical,
although they feel that the size and color of online products often do not match. Users tend to buy fashion
once a month, prefer offline shopping, and switch to online if they have to. They want unique and eco-
friendly products, and while they like online shopping, they still prefer to buy in-store. This map shows that
users prioritize convenience, quality and trust in the shopping experience.
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Fig. 2. Empathy Maps

Next, the author determines the Area Of Exploration to direct the focus on relevant topics, identify and
understand the scope of the application to be created.

Table IV. AREA OF EXPLORATION
Area Description
demography 1. Agel8-50
2. Male and Female
geography Indonesia
psychography 1.  Concerned about efficient environmental preservation.

2. Apply environmental awareness in daily life

users need and challenges 1. Interested in fashion products especially patterned ones such as batik
2. Using online applications to buy fashion products

B. Define

The define process is the process of identifying problems and user needs by collecting a list of user
requirements from the previous stage. The definition stage is also used to find the core of the problem that
can be formulated from the previous data. The author determines the description of users who will use the
Cimemo.id application as an effort to remain user-centered before entering the ideation stage.

£E !haveaninterestin Indonesian culture, | want to find batik that is unique and has many variations 39

Description

Raniis a ife and corp ployee who has a special interest in Indonesian art and cultural heritage,
especially batik. In addition, she is also conscious of environmental issues. Having limited time, Rani does some
online shopping and is always on the lookout for unique and good quality products.

Y46
b \\ \ Goals Frustations
f |
ﬂ, « Simplify the search for ecoprint batik products « It is difficult to find ecoprint products that have
d » Get more choices of ecoprint product variations many variations
+ Get information related to ecoprint batik + The size and color of the products purchased are

not in accordance with the original conditions
» Lack of understanding of the ecoprint method

Raniawati

30 Years | Private Employee Creative Innovative Imaginative

Fig. 3. User Persona

User Journey Maps are useful for describing various possible scenarios of how users interact with
products that have been designed to achieve goals. They can also be used to explain the advantages and
disadvantages of the product being developed.
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Fig. 4. User Journey Maps

In Figure 5, the researcher applies How Might We Questions as a questioning technique to support the
next process as a starting point in finding solutions.

How Might We?

How can we make people feel more helpful when they are looking for contemporary
batik products with unique motifs? .

‘ How do we create a shopping and course application that is u;_.'

How to encourage people to buy ecoprint products onl.

Fig. 5. How Might We Questions

In addition, the author also conducted a Competitor Analysis using the SWOT (Strengths, Weaknesses,
Opportunities, Threats) method. This method helps us to identify internal strengths and weaknesses as well
as external opportunities and threats faced in relation to competitors.

E
ElizabCth Bershka
STRENGTH Weakness STRENGTH Weakness

Fitur pilih
penggun:
k

Opportunities Threat Opportunities Threat

Fig. 6. Competitor Analisys

C. Ideate

After the problem is mapped out in the define phase, the next step is to ideate, mind mapping, and
brainstorming to design a product that can answer user needs. This research solution aims to increase
community participation in waste management in Banyumas. This application is designed with various
features that make it easier for users, so they are more interested in using it. This process uses creativity in
assessing the data obtained from the definition stage to produce the right solution. above.

Userflow is a diagram that shows the flow used as a reference for designing features in the Rongsokkin
application which can be seen in Figure 7.
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Fig. 7. User Flow

The next process in this research was to design the information architecture for the waste recycling app
after the creative idea gathering stage was completed. Since it ensures that the structure of the information
presented to the user is clear, organized, and easy to understand, information architecture is an important

basis in the design of the app. As a result, we can ensure that users can access and use the app's features
easily.

Cari Product Mama Praduct
Menampilkan Product
Categori Product Ratings/likes — ——
Beranda Harga product  ——{
—

et Detail Product
produc

Deskripsi Product | ——
Proview Product

Review product | ——
Alamat pengiriman

Nama paket
—
— Kursus — Pakel Kursus ‘E Deskripsi paket Chackant Matods Penglriman

Nama Praduct
Harga paket A Frodue

Metodo
Ratings/likes =4 Pambayaran
Menampilkan
Masuk ——t Favorite ——+ | product yang ——+  Detail Product Harga product
disuka
Descripsi Product
Menampilkan [ -
[— Pesanan ~ — pesanan

userftracking

Detail Profile Nama Lengkap

Penjelasan mengenai

Tentang Kami | —+ CIMEMO' Alamat E-mail

— Profile Layanan Pelanggan Homor Telepon
Kebijakan Prifacy
Kata Sandi
Logout
Alamat

Fig. 8. Information Architecture

The data collected from the previous stage is used to create Lo-fi, which is very important to ensure the
features developed are in line with the needs. Lo-fi is a rough skeleton that provides an initial overview of
the appearance of the Cimemo.id application to facilitate the design process at the mockup stage.Figure 9.
shows the wireframe of the Cimemo.id application.
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D. Prototype

The visual design process for the system's user interface is known as the prototype stage. A high-quality
prototype that works well with the expected system is the result of this effort. For the Cimemo.id
application, the system design must be created and the prototype created using the Figma tool. The visual
design of the prototype must be consistent.

Design system is a set of components used to design digital products with specific rules and functions
to manage the design. The design system is important to create visual consistency, provide a distinctive
identity, and make the design process more efficient and replicable on a large scale. A simple and attractive
logo becomes a memorable visual identity, while color selection, such as green as the main color, adds
visual distinctiveness. Typographic elements, such as the use of the “Lato” font ensure that the text is easy
to understand and matches the tone of voice of the app. Effective interface design connects the user with
the device through elements such as layout, color, icons, and typography that are aligned with the purpose
of the product.

grand |dent'|ty

eopEeNs CIMEMO

Brand typography Brand color
L t Primary Color Secondary Color Text Color

Reguler Medium SemiBold Bold

Bo Cc Dd Ee B Gg Hh K § Kk L

Aa Mm No Oo Pa Qa R S T Uu W W DarkSeaGreen
X Yy Iz #656B52

DarkSlateGray
#323232

Fig. 10.  Design System

The Four Dimensions of Tone of Voice
formal }—————————————————— Casual
Serious f———————— Funny

Respectful }—————————————— Irreverent

Ffact
NN/g

Fig. 11.  Tone Of Voice

At this stage, the results of the previous wireframes are used to form the interface of the entire page.
High fidelity design is a very useful method to provide a more realistic perspective of the work. There are
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several features that exist in the Cimemo.id application, the following are some of the features that exist in
the Cimemo.id application.

((» - o)

(" G -\
Selamat Datang Kemball!
oY)
CIMEMO
Splash Screen Onboarding Login Page

Fig.12.  Onboarding Page

Figure 12 shows the onboarding page of Cimemo.id application containing brief information about its

features. In addition, there are also several options for logging into the application such as logging in using
an existing account, creating a new account, or logging in using a google account.
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Fig. 13.  Home Page

Favorit

Figure 13 shows the home page that can direct users to view notifications, category options, and several

recondite product options. In addition, there is a favorites page that users can see after selecting several
products that they find interesting.
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Kategori Detail Product Pembayaran Detail Transaksi

Fig. 14.  Transaction Page

Figure 14 shows a page that shows various products according to the existing categories. When a user

is interested in a product, they can make a transaction by purchasing the product. They can fill in some
information needed to make the transaction.
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Fig. 15.  Course Page

Figure 15 is a picture of the course page where users can join courses offered by Cimemao.id. They can
see information about ecoprint and several course packages available. In addition, this application can book
ecoprint courses online by filling in some information that must be filled in.

(> e -\ [ e -\ [ e -\ [ e )

Kursus page Paket Kursus Detail Transaksi Kursus  Detail Transaksi Kursus

Fig. 16.  Order Page

Figure 16 order page, when the user has done the checkout, he can monitor the order through the order
page. There are several existing statuses such as unpaid, processed, shipped, and canceled. Users can also
see where the order is and rate the products purchased.

(" e -~ ([~ aED--) [ e -\ [~ aE»--)

) i o0 i o0 i 9’0

IMEMO i CIMEMO

Informasi Pribadi Kebijakan Privasi Layanan Pelanggan Tentang Kami

Fig. 17.  Profile Page

Figure 17 shows the profile page which discusses account information. In addition, there is information
about the application and policies of the Cimemo.id application. If users experience difficulties on this
page, it also has some answers to questions that users often ask.

E. Testing

In the testing phase, the developed prototype is tested directly by users to determine the extent to which
the design meets the requirements and how effective it is in use. The results are analyzed, and conclusions
are drawn to evaluate the feasibility of the design.
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The author uses the Maze platform to get the results of the tests we do here. We conducted both online
and offline tests, and the author saw how participants performed the tasks. This test aims to evaluate the
effectiveness and efficiency of the Cimemo.id application interface in helping users complete their main
tasks. Some of the tasks include login/signup, account information, searching products, transactions,
tracking orders, ratting, and courses.

Task Taskz Task3 Taska
(LoginsSignup) (nformasi Akun) (Mencari Produk) (Transaksi) w

Bunga Laciatul Muna 3 z 3 3 3 2 3

Bfindah Damaira 3 3 2 3 3 3 3

o : ’ - ’ ’ : ’

Fig. 18.  Testing Result

Testing is done with the Guerilla Usability Test where the test participant is assessed while performing
the given task. When the participant smoothly performs the task, it will be given a score of 3, when
experiencing difficulties but can complete the task, it will be given a score of 2 and when he cannot do the
task at all, it will be given a score of 1. Figure 17 shows the results of testing from the participant.

Table V. TESTING CALCULATION
Task Time Based Efficiency Overal_l _Relatlve Effectiveness
Efficiency
(|ogitﬁ7§iglnup) 0,0413665626 100 100
(accountﬁz'éozrmation) 0,04508647677 92,01634877 93,75
(Searchtf‘;:‘p?;o ducts) 0,01794107524 51,79431599 62,5
(tra;a:;:gon) 0,02224365277 75,3503961 75
(traéisgrgers) 0,05078700628 83,78378378 87,5
(ratinéa;kriview) 0,06370748617 79,50934587 81,25
(eco pﬁ‘i‘ Zou ) 0,035939305 90,16985138 87,5
Result 0,03958165212 81,8162917 83,02857143

The test calculation results in Figure 19 show that the application effectiveness of 81.81% is considered
very good based on the Ministry of Home Affairs R&D Reference Standards in 1991. While the efficiency
value of 0.039 shows a very fast completion time according to the Time Behavior indicator [14].

From the results of this test, the author also received input from several respondents who experienced
difficulties in several tasks. We identified three big problems, among others, first on the task of finding
products, respondents were quite confused about the scenario, choosing the wrong item, too many tasks
were done. Second, in the batik course task, the placement of the payment option section is not appropriate
if it is above the course details section. Third, in the transaction task, the selection of coupons, payments,
delivery is less flexible.

V. CONCLUSION

This research concludes that the application of Design Thinking method in Ul/UX design for Cimemao.id
e-commerce application succeeded in creating a better and more attractive user experience. The prototype,
which is the final product design, was tested using the Guerilla Usability Test method. The effectiveness of
the prototype scored 81.81%, indicating that a user-friendly design method was used to create the product.
The resulting interface was able to effectively convey the uniqueness of the ecoprint product, helping users
understand and appreciate the product. These results show that the Design Thinking method is a great choice
for improving user interaction and convenience in e-commerce applications. However, it is important to
continuously collect user feedback and conduct regular evaluations to find areas of improvement to ensure
long-term success. This method allows the app to constantly evolve and suit the needs of users while helping
to raise public awareness about sustainable environmental practices.
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