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ABSTRAK 

Kemajuan teknologi dan informasi memudahkan manusia dengan akses informasi 

yang cepat dan tanpa batas. Banyak perusahaan menggunakan teknologi untuk 

promosi, termasuk website. Online shop adalah salah satu jenis jual beli yang 

memanfaatkan teknologi. Thriftstore Little Scndh menjual pakaian bekas di Tana 

Toraja, tetapi sistemnya masih umum, di mana pelanggan harus datang langsung 

untuk mengecek barang dan harga. Tujuan penelitian ini merancang UI/UX website 

Thriftstore Little Scndh model User Centered Design (UCD) dalam mendesain online 

shop. Penelitian ini menggunakan metode User Centered Designs (UCD). 

Perancangan sistem yang adalah aplikasi Figma dimana  dapat membantu pembuatan 

UI/UX prototype dan User Persona. Penerapan metode user centered design (UCD) 

dalam website e-commerce Thriftstore Little Scndh berhasil dilakukan, dimana 

prosesnya dimulai dari pengumpulan data, identifikasi masalah, perancangan system, 

pengujian, kemudian penarikan kesimpulan. Hasil pengujian usability pada sistem 

yang dibuat sudah sangat baik karena dapat menghasilkan nilai rata-rata presentase 

yang diperoleh dari pengujian yang dilakukan pada responden dengan hasil akhir 

usability testing 91,17%. 

 

Kata Kunci : Teknologi, Informasi, Toko Online, Thriftstore, Figma, Prototype   
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ABSTRACT 

Advances in technology and information have made it easier for people to access 

information quickly and without limits. Many companies utilize technology for 

promotional purposes, including websites. Online shopping is one type of commerce 

that leverages technology. Thriftstore Little Scndh sells used clothing in Tana Toraja, 

but its system remains conventional, requiring customers to visit in person to inspect 

items and prices. The objective of this research is to design the UI/UX of the 

Thriftstore Little Scndh website using the User-Centered Design (UCD) approach in 

developing an online shopping platform. This research uses the User-Centered 

Design (UCD) method. The system design is an Figma application that can assist in 

creating UI/UX prototypes and user personas. The application of the User-Centered 

Design (UCD) method in the Thriftstore Little Scndh e-commerce website was 

successfully implemented, with the process beginning with data collection, problem 

identification, system design, testing, and finally drawing conclusions. The usability 

testing results for the developed system were very good, achieving an average 

percentage score of 91,17% from the usability testing conducted on respondents. 
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