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ABSTRAK 

 
AMPM Reborn merupakan salah satu Coffee Shop di Kabupaten Sidoarjo yang 

mengalami peningkatan jumlah pengunjung secara signifikan, terutama pada akhir 

pekan. Lonjakan pengunjung yang terjadi pada hari Sabtu pukul 19.00–23.00 

mengakibatkan antrian panjang di kasir dengan waktu tunggu mencapai 20–30 menit 

serta penumpukan pesanan lebih dari 20 pelanggan dalam satu waktu. Kondisi 

tersebut menunjukkan bahwa sistem pemesanan manual yang digunakan belum 

mampu mendukung kebutuhan operasional secara optimal, sehingga berdampak pada 

menurunnya kenyamanan pelanggan serta rendahnya efisiensi pelayanan. Penelitian 

ini bertujuan untuk merancang UI/UX website sistem pemesanan sebagai solusi digital 

yang diharapkan mampu mempercepat proses transaksi, mengurangi beban kerja 

kasir, serta meminimalkan antrian pelanggan. Metode yang digunakan dalam 

penelitian ini adalah Design Thinking yang meliputi lima tahap, yaitu empathize, 

define, ideate, prototype, dan test. Pada tahap empathize, dilakukan observasi 

langsung dan wawancara terhadap pengunjung serta pihak manajemen untuk 

mengidentifikasi permasalahan dan kebutuhan pengguna. Hasil analisis kemudian 

dituangkan dalam bentuk affinity diagram, empathy map, dan user persona. Tahap 

ideate menghasilkan Flowchart, user flow, dan wireframe sebagai dasar perancangan 

solusi. Selanjutnya, prototipe antarmuka dikembangkan menggunakan Figma dan 

Visily, kemudian diuji melalui usability testing menggunakan platform Maze dan 

dievaluasi menggunakan System Usability Scale (SUS). Hasil penelitian menunjukkan 

bahwa rancangan antarmuka yang dihasilkan mampu menyederhanakan alur 

pemesanan, meningkatkan kejelasan informasi, serta mempermudah pengguna dalam 

melakukan transaksi. Dengan demikian, perancangan UI/UX website ini berpotensi 

meningkatkan pengalaman pelanggan, mengurangi antrian kasir, dan membantu 

AMPM Reborn dalam mengoptimalkan proses pelayanan. 

 

Kata Kunci : UI/UX, Sistem Pemesanan, Design Thinking, Coffee Shop, Pengalaman 

Pengguna. 
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ABSTRACT 

 
AMPM Reborn is one of the Coffee Shops in Sidoarjo Regency that has Experienced 

a significant increase in the number of visitors, especially on weekends. The surge in 

visitors occurring on Saturdays between 7:00 p.m. and 11:00 p.m. results in long 

queues at the cashier, with waiting times reaching 20–30 minutes and order 

accumulation exceeding 20 customers at a time. This condition indicates that the 

manual ordering system currently in use has not been able to optimally support 

operational needs, leading to decreased customer comfort and service efficiency. This 

study aims to design a UI/UX website–based ordering system as a digital solution to 

accelerate transaction processes, reduce cashier workload, and minimize customer 

queues. The method applied in this study is Design Thinking, which consists of five 

stages: empathize, define, ideate, prototype, and test. During the empathize stage, 

direct observations and interviews were conducted with customers and management 

to identify key problems and user needs. The analysis results were then documented 

in the form of affinity diagrams, empathy maps, and user personas. In the ideate stage, 

Flowcharts, user flows, and wireframes were developed as the foundation for the 

proposed solution. Subsequently, the interface prototype was designed using Figma 

and Visily and tested through usability testing using the Maze platform. The 

evaluation was carried out using the System Usability Scale (SUS) to measure the 

level of ease of use. The results indicate that the proposed interface design is able to 

provide a simpler, more informative, and easily understandable ordering flow for 

users. Usability testing demonstrates improvements in navigation effectiveness and 

efficiency in the final prototype compared to the initial design. Therefore, this UI/UX 

website design has the potential to reduce cashier queues, enhance customer 

Experience, and assist AMPM Reborn in optimizing its service processes. 

 

Keyword : UI/UX, Ordering System, Design Thinking, Coffee Shop, User Experience. 
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