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ABSTRAK
 

Nama   : Amirah Azariah Salsabilla 

Program Studi : Teknik Informatika 

Judul                 : Perancangan Desain Antarmuka Website E-Commerce Butik Orlin 
Dengan Fitur Ramah Disabilitas ADHD Menggunakan Metode 
Design Thinking 

 Penelitian ini bertujuan untuk merancang desain antarmuka website e-
commerce untuk Butik Orlin dengan mengimplementasikan fitur yang ramah terhadap 
disabilitas khususnya Attention Deficit Hyperactivity Disorder (ADHD) 
menggunakan metode Design Thinking. Dengan menggunakan metode Design 
Thinking memungkinkan peneliti untuk lebih memahami kebutuhan pengguna dan 
merancang solusi yang inovatif dan efektif. Proses perancangan desain website 
melibatkan beberapa tahap yaitu tahap empathize, define, ideate, prototype dan 
testing. Dalam rangka meningkatkan aksesibilitas dan pengalaman pengguna 
penyandang ADHD, penelitian ini perlu mengimplementasikan fitur-fitur yang sesuai 
dengan karakteristik penyandang ADHD.  

Evaluasi keberhasilan akan melibatkan pengukuran melalui tingkat efisiensi, 
efektifitas dan kepuasan pengguna, terutama penyandang ADHD serta melakukan 
pengumpulan umpan balik pengguna melalui wawancara terhadap pengguna. 
Keberhasilan penelitian ini berupa pemahaman pengguna normal dan ADHD terhadap 
desain antarmuka website ecommerce butik orlin yang telah disesuaikan kebutuhan 
dan pemahaman terhadap setiap informasi terkait produk, sehingga pengguna 
khususnya ADHD dapat memiliki pengalaman dalam berbelanja online. 

Kata kunci : Desain antarmuka website ecommerce, ADHD,  Design Thinking 
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ABSTRACT
 

Name    : Amirah Azariah Salsabilla 

Department     : Teknik Informatika 

Title               : Designing the Interface Design of Orlin Boutique E-Commerce 
Website with Disability Friendly ADHD Features Using the 
Design Thinking Method 

This research aims to design an e-commerce website interface design for 
Orlin Boutique by implementing features that are friendly to disabilities, especially 
Attention Deficit Hyperactivity Disorder (ADHD) using the Design Thinking method. 
Using the Design Thinking method allows researchers to better understand user needs 
and design innovative and effective solutions. The website design process involves 
several stages, namely the empathise, define, ideate, prototype and testing stages. In 
order to improve the accessibility and user experience of people with ADHD, this 
research needs to implement features that are suitable for the characteristics of people 
with ADHD. 

Evaluation of success will involve measuring through the level of efficiency, 
effectiveness and satisfaction of users, especially people with ADHD as well as 
collecting user feedback through interviews with users. The success of this research 
is in the form of normal and ADHD users understanding of the interface design of the 
orlin boutique ecommerce website that has been adjusted to their needs and 
understanding of any product-related information, so that users, especially ADHD, 
can have an experience in shopping online. 

Keyword: Design interface website ecommerce, ADHD,  Design Thinking 
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