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PERANCANGAN ANTARMUKA APLIKASI KELILINK 

UNTUK PEDAGANG KELILING MAKANAN BERBASIS 

GEOLOKASI 

 Jaydee Saputra 

ABSTRAK 

Di era revolusi industri 4.0 ini, teknologi informasi menjadi sangat penting 

perannya dalam menggerakkan ekonomi, namun pedagang keliling belum 

dapat memanfaatkan perkembangan teknologi tersebut. Pedagang keliling 

yang belum terakomodir kegiatannya oleh teknologi ini terbukti dari berbagai 

masalah yang dialami pedagang keliling, seperti hilangnya calon pembeli 

karena lokasi pedagang yang tidak pasti, sehingga menurunkan tingkat 

penjualan pedagang. Dengan perancangan antarmuka aplikasi tersebut, 

diharapkan aplikasi dapat tercipta dengan mudah. Dengan terciptanya 

aplikasi, diharapkan tingkat efisiensi pedagang dapat meningkat sehingga 

penjualan dapat bertambah, serta membuka peluang ekonomi baru bagi para 

pengusaha yang ingin memulai bisnis dengan metode jualan berdagang 

keliling. Metode penelitian yang digunakan untuk mengumpulkan data 

berupa campuran kuantitatif berupa kuesioner dan kualitatif berupa 

wawancara, studi existing dan studi referensi. Metode perancangan yang 

digunakan adalah metode perancangan design thinking yang meliputi lima 

tahap yaitu emphatize, define, ideate, prototype, dan test. Hasil karya berupa 

antarmuka aplikasi yang dapat menampilkan lokasi pedagang keliling melalui 

geolokasi berupa GPS, dimana lokasi dapat terlihat di peta, dan pembeli dapat 

memesan serta bayar secara daring.  
 

Kata kunci: Antarmuka, aplikasi, pedagang keliling, geolokasi 
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INTERFACE DESIGN OF KELILINK APPLICATION FOR 

FOOD MOBILE SELLER BASED ON GEOLOCATION 

 

Jaydee Saputra 

ABSTRACT (English) 

In the industrial revolution 4.0, the role of information technology serves 

great purpose to turn the gears of economy of a country, yet mobile sellers 

have not been able to utilize the technology. The act of mobile selling is not 

utilizing information technology, proven by the daily struggles and problems 

that mobile sellers are facing today, such as missing out on prospective 

buyers due to the uncertainty of location of the mobile sellers, therefore 

reducing the number of sales each day. With the creation of the application 

interface, it is hoped that the efficiency of mobile sellers will improve so that 

sales will increase, while also creating a new economic opportunity for 

entrepreneurs that want to start their business through the method of mobile 

selling. The research methods that were conducted in order to get data were 

a mix of quantitative in the form of questionnaires, and qualitative method in 

the form of interviews, existing studies, and reference studies. The design 

method that was used are the design thinking method that consist of five 

stages which are emphatize, define, ideate, prototype, and test. The result of 

the project will be an interface of an application that can display the location 

of mobile sellers through the usage of geolocation technology in the form of 

GPS, where the location is shown through a map, and the buyers can order 

and pay online. 

 

Keywords: interface, application, mobile sellers, geolocation 
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