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ABSTRAK 

 

MARBUN BENNI SITORUS (11240278), EVALUASI DAN PENGEMBANGAN 

UI/UX SISTEM PENJUALAN PT. TERRA DRONE INDONESIA 

MENGGUNAKAN PENDEKATAN DESIGN THINKING.  

Website penjualan milik PT. Terra Drone Indonesia yaitu Terra Store, sebelumnya 

masih sederhana dan hanya berfungsi sebagai media promosi serta katalog produk, 

sehingga belum memberikan dampak yang signifikan terhadap proses penjualan drone 

secara langsung. Penelitian ini bertujuan untuk merancang ulang desain UI/UX 

website Terra Store agar dapat memenuhi kebutuhan pengguna serta meningkatkan 

pengalaman pengguna melalui menerapkan metode design thinking. Metode yang 

digunakan meliputi tahapan empathize, define, ideate, prototype, dan test untuk 

menggali kebutuhan pengguna dan menghasilkan solusi yang sesuai, termasuk 

penambahan fitur negosiasi, transaksi dan pembayaran, serta live chat. Evaluasi desain 

ulang UI/UX website dilakukan menggunakan metode System Usability Scale (SUS) 

dengan melibatkan 34 responden yang terdiri dari 26 orang pelanggan dan 8 staf  

penjualan sebagai pengguna utama. Hasil pengujian menunjukkan adanya peningkatan 

yang signifikan, dari nilai nilai rata-rata 51,25 dengan kategori Poor sebelum redesign 

menjadi 80,22 dengan kategori Good setelah redesign, dengan peningkatan sebesar 

28,97. Hasil ini menunjukkan bahwa desain ulang yang dilakukan berhasil 

meningkatkan pengalaman pengguna serta memenuhi kebutuhan pengguna. Dengan 

demikian, penerapan hasil redesign website Terra Store pada pengembangan 

selanjutnya diharapkan dapat memberikan kontribusi positif terhadap peningkatan 

penjualan PT. Terra Drone Indonesia. 

Kata Kunci: Terra Store, UI/UX, Design Thinking, System Usability Scale 
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ABSTRACT 

 

MARBUN BENNI SITORUS (11240278) EVALUATION AND DEVELOPMENT OF 

THE UI/UX OF THE SALES SYSTEM AT PT. TERRA DRONE INDONESIA USING 

A DESIGN THINKING APPROACH. 

The sales website of PT. Terra Drone Indonesia, namely Terra Store, was previously relatively 

simple and functioned only as a promotional medium and product catalog. Therefore, it had 

not yet provided a significant impact on the direct drone sales process. This study aims to 

redesign the UI/UX of the Terra Store website to meet user needs and improve user experience 

through the application of the design thinking method. The method  applied consists of the 

empathize, define, ideate, prototype, and test stages to identify user needs and produce 

appropriate solutions, including the addition of negotiation, transaction and payment, and live 

chat features. The evaluation of the redesigned website UI/UX was conducted using the 

System Usability Scale (SUS) method, involving 34 respondents consisting of 26 customers 

and 8 sales staff as the primary users. The test results show a significant improvement, from 

an average SUS score of 51.22 categorized as Poor before the redesign to 80.22 categorized 

as Good after the redesign, representing an increase of 28.92 points. The results indicate that 

the implemented redesign successfully improved user experience and fulfilled user needs. 

Therefore, the application of the Terra Store website redesign in future development is 

expected to contribute positively to increasing sales at PT. Terra Drone Indonesia. 

 

Keywords: Terra Store, UI/UX, Design Thinking, System Usability Scale 
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