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ABSTRACT

Tomsufood is one of the online food ordering applications. To provide the best experience in
ordering food, Tomsufood designed a new application product. An approach called Design
Thinking was used in this study. The Design Thinking method is a software product design
approach that is based on innovation and relies on problem-solving techniques. After
identifying and understanding the problem obtained through the process of identifying the
problem, describing the solution, empathizing with the user, and prototyping and testing. So
that the Tomsufood application is able to solve problems that occur in society. The results of
the study showed that the application of the Design Thinking method was able to produce a
UI/UX design that was more intuitive and responsive to user needs. Users reported increased
satisfaction in using the application, which included ease of navigation, clarity of information,
and efficiency in the food ordering process.
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INTRODUCTION

You can apply this strategy if there is a change in people's perspective due to the rapid
advancement of technology that changes all aspects of life, including their way of thinking.
One example is an adequate Internet response. starting from communication, social media to
shopping. UI/UX is a technological development that uses digital resources or the Internet to
design a product that is highly visible and usable, and increases user comfort and convenience
when using a product or service.[1] using Design Thinking techniques for UI/UX development
and analysis[2]To ensure the success of an application, software developers must prioritize
user experience (UI/UX) to meet user needs and expectations. This application also aims to
provide an optimal experience for users in exploring, ordering, and enjoying food
services.[3]By using this application, one can develop a food menu that includes a price list

and image display according to the type of food available. In addition, this application can
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facilitate the process for officers and buyers to maximize the effectiveness and efficiency of
worker time. And using a database that allows it to produce information quickly, precisely, and
accurately[4]. Through the implementation of Design Thinking, it is expected that this
application can provide a superior user experience, increase user retention, and support the
application’s business goals. The UI/UX development process using the Design Thinking
method is expected to produce innovative solutions that meet the actual needs of users.[5].
With the growing trend of ordering food online, this application is here as an application that
not only simplifies the food ordering process, but also provides a fun and efficient experience
for users.[6].Food ordering apps like these are becoming an essential element in the modern
culinary ecosystem. By providing efficient and satisfying services, these apps contribute to a
paradigm shift in the way we order and enjoy food. In this guide, we will explore further how
apps can deliver a superior food ordering experience through thoughtful UI/UX design and
innovative thinking. The UI/UX interface will be developed by leveraging data gained from
identified issues to address and improve the ordering process. Leveraging internet techniques

for marketing is essential to increasing sales revenue for businesses.[7]

METHODS

In this study, the approach used for the layout of the display is the “design thinking” approach,
which is called the complete wonder method which specializes in generating solutions,
starting with the method of empathizing with the right desires, this is a human being who is
targeted closer to sustainable innovation. mainly based entirely on desires[8]. Figure 1 below
can also be seen that the design thinking stages have five stages, namely: empathize, define,
ideate, prototype and testing. Because each of these five steps serves as a prerequisite for the

next step, they are often completed in that order.
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Figure 1. Diagramstages in the design thinking method
Source :[5]

Empathize

At this point, an analysis of the problems faced by consumers is carried out. To characterize
the problem and develop the soul design, researchers collect data during the empathy stage
regarding resource availability, user habits, difficulties that arise, and other topics. As a result,

data is collected at this time to help the next procedure.[9]
Define

The results of the empathy stage are examined and defined thoroughly in relation to the

system's pain points during the stepdefine.[10]
Ideate

The third stage of the design process, known as the design stage,ideaindesign thinking, is when
researchers try to generate as many original and innovative ideas as possible to address
problems or overcome obstacles that have been identified during the determination stage.[11]

Prototype

This phase may be referred to as the initial concept design.[12], The final result of
aprototypewill be observed or re-analyzed before being released to the public to determine the

level of success and failure of the media created.
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Testing

Testing is done to ensure the product functions properly and to assess the performance of the
prototype. Users test the completed prototype and offer feedback to help improve the quality
of the product.[13].

RESULTS AND DISCUSSION

Ul design creation on the Tomsufood ordering application using Figma with the design
thinking method for food ordering media. The following are the results of the analysis and
design of the Tomsufood Application Ul design

Empathize

The empathy stage is the initial stage in redesigning the Tomsufood application, at this stage
to first find out the needs of the interests, make it easier and general users regarding the
anticipated ordering application based on the findings of the research conducted.

Define

This determination stage, the problem that can be concluded from the empathize process is to
make it easier for buyers to order food and drinks. By creating an online food ordering

application that can make it easier for users to determine food and drink choices easily.
Ideate

Ideafrom the previous stage is how to create an application that can solve the problems of
people who want to order food and drinks but do not have much time and people who do not
want to be complicated. Users will give an assessment after they use the application. Thus we
have the hope to shape the character of the user so that prospective users who believe and are
confident when using the ordering application. The target users of this application are the

general public.
Prototype

At this point, we need to restructure the application ordering flow and establish a methodology

for building its features. To guide the application simulation design process, a digital prototype
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is used. The application creation process flow with the Figma Digital Prototype application is

shown in the figure below.
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Testing

Using a digital prototype created with Figma, the application was tested in the final stage.
Respondents were given a questionnaire to fill out in order to conduct the test. A list of written
questions was given to participants in the questionnaire, which is a data collection tool. By
distributing the questionnaire to each respondent directly, If the response is sufficient, this
strategy can be applied. We will ask six questions to prospective testers about the developed
application prototype, with the option for them to provide input and recommendations. The

questionnaire questions that will be responded to by the examiner are listed in Table 1.
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No Question

1 | How comfortable are you with the user interface (Ul) when using the sales system?

2 | How do you respond to the structure and arrangement of information in the user

interface (UI) that has been created?

3 | Do you find the visual elements (icons, images, etc.) easy to understand and can you

easily identify their function?

4 | What do you think about the colors and contrast used in the user interface?

5 | How easy was it for you to navigate our user interface (Ul)?

6 | Arethere any additional features you would like in the sales system user interface (Ul)?

Table 1. Questionnaire Questions

There are 100 respondents, of which 100 respondents must answer 6 questions.

Seberapa nyaman anda dengan antarmuka pengguna (Ul) saat menggunakan sistem penjualan ini?
100 jawaban

@ Nyaman

@ Sangat Nyaman
Tidak Nyaman
@ Sangat Tidak Nyaman

Figure 1. Question No. 1

Bagaimana tanggapan anda terhadap struktur dan pengaturan informasi dalam antarmuka
pengguna(Ul) yang telah di buat?

100 jawaban
@ Nyaman
@ Sangat Nyaman
Tidak Nyaman
@ Sangat Tidak Nyaman

Figure 2. Question No 2
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Apakah anda menemukan elemen - elemen visual (ikon,gambar,dll) mudah di pahami dan dapat

dengan mudah di indetifikasi fungsinya
100 jawaban

® Wudah dipahami

@ Sangat mudah dipahami
@ Sulit dipahami

@ Sangat sulit dipahami

Figure 3. Question No 3

Bagaimana pendapat anda tentang warna dan kontras yang di gunakan dalam antarmuka
pengguna?
100 jawaban

@ Sangat bagus dan membantu

@ Bagus, tapi perlu sedikit perbaikan
@ Kurang bagus dan tidak membantu
@ Sangat kurang bagus

Figure 4. Question No. 4

Seberapa mudah anda memahami navigasi antarmuka pengguna(UIl) kami?
100 jawaban

@ Mudah

@ Sangat Mudah

@ Tidak Mudah

@ Sangat Tidak Mudah

Figure 5. Question No 5
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Reporting Research Results

UI/UX research on the Tomsufood ordering application aims to improve user experience
through the application of Design Thinking. This process includes the stages of understanding
user needs, prototyping, and testing. Case studies show that applications designed with this
approach result in high levels of user satisfaction, reduce errors in ordering, and increase

operational efficiency.

CONCLUSION

Good answers were given by respondents when asked about making applications using the
design thinking process after testing digital prototypes on the Figma application, but there were
also respondents who were less comfortable and did not understand the icons, contrasting
colors. Here we can conclude that the Tomsufood application needs to make improvements for
design thinking.
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