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ABSTRAK

Di era digital saat ini, website keuangan menjadi alat penting untuk
pengelolaan keuangan individu dan perusahaan. Pengguna sering menghadapi
kesulitan dalam mengakses dan memahami informasi keuangan yang kompleks,
seperti grafik dan tabel. Desain User Interface (Ul) dan User Experience (UX)
yang baik sangat penting untuk memastikan informasi disajikan dengan jelas dan
mudah dipahami, meningkatkan kenyamanan dan efektivitas design.

Penelitian ini mengeksplorasi penerapan metode Design Thinking dalam
merancang antarmuka website pencatatan keuangan untuk usaha truk swasta di
Muara Teweh. Dengan pendekatan ini, kebutuhan dan preferensi pengguna
diidentifikasi melalui wawancara, observasi, dan sesi kolaboratif. Pengujian
usability menggunakan platform Maze.co menghasilkan usability score sebesar
96, menandakan bahwa desain siap untuk diimplementasikan sebagai website.

Hasil penelitian ini menghasilkan perancangan Ul dan merekomendasikan
desain yang optimal untuk meningkatkan kepuasan pengguna dan pengalaman
penggunaan sistem pencatatan keuangan. Penelitian ini juga menekankan
pentingnya pengembangan Ul yang sesuai dengan kebutuhan pengguna dan
tujuan bisnis melalui pendekatan kreatif dan terstruktur.

Kata kunci: Design Thinking, Efektivitas Desain, Usability Test, Usability Score,
Pengalaman Pengguna, Pengelolaan Keuangan.
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ABSTRACT

In the digital age, financial websites have become crucial tools for
managing finances for both individuals and businesses. Users often face
challenges in accessing and understanding complex financial information, such as
graphs and tables, which require proper layout and data visualization to ensure
clarity and comprehensibility. A well-designed User Interface (Ul) and User
Experience (UX) are essential for presenting information effectively, enhancing
user comfort, and improving design usability.

This study explores the application of Design Thinking in designing a
financial record-keeping website for a private truck business in Muara Teweh. By
employing this approach, user needs and preferences were identified through
interviews, observations, and collaborative sessions. Usability testing using the
Maze.co platform yielded a usability score of 96, indicating that the design is
ready for implementation as a website.

The findings are expected to provide insights into the effectiveness of
Design Thinking in Ul design for financial record-keeping systems and to
recommend optimal designs to enhance user satisfaction and experience. This
research also emphasizes the importance of developing Ul that aligns with user
needs and business objectives through a creative and structured approach.

Keywords: Design Thinking, Effectiveness of Design, Usability Test, Usability
Score, User Experience (UX), User Interface (Ul).
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