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ABSTRAK 

Perkembangan teknologi digital telah membawa pengaruh besar dalam pola 

konsumsi masyarakat, termasuk dalam pemesanan makanan secara online. Kedai 

Cotaslice sebagai salah satu pelaku usaha kuliner masih menggunakan WhatsApp 

sebagai media utama pemesanan online, yang sering menimbulkan permasalahan seperti 

slow respon, kesalahan input pesanan, keterbatasan konfirmasi stok, serta kurangnya 

transparansi status pesanan. Penelitian ini bertujuan merancang User Interface (UI) dan 

User Experience (UX) aplikasi mobile pemesanan makanan online di Kedai Cotaslice 

dengan menggunakan metode Design Thinking yang meliputi lima tahap, yaitu 

empathize, define, ideate, prototype, dan testing. Data diperoleh melalui observasi dan 

wawancara kepada dua kasir serta tiga pelanggan untuk menemukan permasalahan 

utama dan kebutuhan pengguna. Solusi dari tahap ideate diwujudkan dalam bentuk low 

fidelity dan high fidelity prototype menggunakan Figma, dengan fitur utama berupa 

manajemen stok otomatis, transparansi status pesanan, opsi pengiriman, serta notifikasi 

promo. Pengujian usability dilakukan menggunakan System Usability Scale (SUS) 

terhadap lima responden dan menghasilkan skor rata-rata 75,5 yang termasuk dalam 

kategori acceptable. Hasil ini menunjukkan bahwa rancangan aplikasi dapat diterima 

pengguna, memberikan pengalaman yang lebih efisien, cepat, dan user-friendly, serta 

membantu kasir dalam mengelola pesanan secara lebih terstruktur. Dengan demikian, 

penelitian ini membuktikan bahwa metode Design Thinking efektif dalam menghasilkan 

solusi digital yang sesuai kebutuhan pengguna dan dapat menjadi landasan 

pengembangan aplikasi fungsional di masa mendatang untuk meningkatkan daya saing 

Kedai Cotaslice 

 

 

Kata Kunci: UI/UX, Pemesanan Makanan Online, Design Thinking, Prototype, System 

Usability Scale (SUS), Kedai Cotaslice. 
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ABSTRACT 

 
The rapid advancement of digital technology has significantly influenced 

consumer behavior, particularly in the food and beverage sector where online food 

ordering has become a common practice. Cotaslice Café currently relies on WhatsApp 

as its primary ordering medium, which often leads to issues such as slow response 

times, order input errors, limited stock confirmation, and lack of transparency in order 

status. This study aims to design a User Interface (UI) and User Experience (UX) for a 

mobile food ordering application at Cotaslice Café using the Design Thinking method, 

which consists of five stages: empathize, define, ideate, prototype, and testing. Data 

were collected through observation and interviews with two cashiers and three 

customers to identify key problems and user needs. Solutions generated during the 

ideate stage were realized into low fidelity and high fidelity prototypes using Figma, 

featuring key functionalities such as automated stock management, order status 

transparency, delivery options, and promotional notifications. Usability testing was 

conducted using the System Usability Scale (SUS) with five respondents, resulting in an 

average score of 75.5 categorized as acceptable. These findings indicate that the 

proposed design is well-received by users, offering a more efficient, transparent, and 

user-friendly experience compared to the previous WhatsApp-based system, while also 

assisting cashiers in managing orders more effectively. Therefore, this research 

demonstrates that the Design Thinking approach is effective in producing digital 

solutions that address user needs and can serve as a foundation for further functional 

application development to enhance Cotaslice Café’s competitiveness in the digital era. 

 

 

 

Keywords: UI/UX, Online Food Ordering, Design Thinking, Prototype, System 

Usability Scale (SUS), Cotaslice Cafe 
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