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PERANCANGAN STRATEGI BISNIS DAN DESAIN

USER INTERFACE PADA APLIKASI “PAWMISI”

(Agnes Angelica)

ABSTRAK

Terdapat peningkatan pemeliharaan hewan sejak pandemi karena hewan
peliharaan dianggap sebagai human substitute yaitu pengganti sosok teman
ataupun keluarga. Namun, dalam mengadopsi hewan terjadi banyak kasus
penipuan dan adanya kesulitan mengantarkan hewan adopsi kepada adopter
yang jaraknya jauh. Dalam pemeliharaan hewan, pet grooming di pet salon
menjadi aspek penting. Selain itu, saat pemilik hewan peliharaan pergi
keluar kota maka ada layanan penitipan di pet hotel. Namun, kenyataannya
terdapat kesulitan yang dialami berupa jarak jauh, kurangnya waktu
senggang, dan antrian panjang menyebabkan banyak pemilik hewan
peliharaan menjadi tidak rutin melakukan pet grooming. Yang dapat
menyebabkan hewan peliharaan kurang terawat dan terjangkit penyakit.
Oleh sebab itu, penulis merancang strategi bisnis dan user interface aplikasi
Pawmisi, aplikasi dengan layanan antar jemput hewan ke pet salon, pet
hotel, dan adopsi. Aplikasi dipilih sebagai platform karena hampir seluruh
warga Indonesia telah menggunakan smartphone untuk mengakses aplikasi
yang salah satunya sedang marak digunakan adalah aplikasi layanan antar
jemput. Design Thinking oleh Hasso Plattner (2009) digunakan sebagai
metode perancangan. Penulis berperan dalam merancang high fidelity
prototype dan media promosi lainnya. Setelah user test, diketahui bahwa
aplikasi Pawmisi memiliki user experience yang baik. Namun terdapat
revisi sebelum difinalisasikan.

Kata kunci: Pet Salon, Pet Hotel, Adopsi, Aplikasi, Antar Jemput

vii
Perancangan Strategi Bisnis…, Agnes Angelica, Universitas Multimedia Nusantara



BUSINESS STRATEGY AND USER INTERFACE

DESIGN OF “PAWMISI” APPLICATION

(Agnes Angelica)

ABSTRACT (English)

Since the pandemic occurred, there has been an increase in owning pets
because they are considered as human substitutes, namely substitutes for
friends or family. However, in adopting pets there are many cases of fraud
and there are also difficulties in delivering adopted pets to adopters who are
far away. In taking care of pets, pet grooming is an essential aspect. Apart
from that, when pet owners go out of town, they can leave their pet at the pet
hotel service. However, there are difficulties experienced by pet owners
where the pet salon or pet hotel is too far, lack of free time, and long queues
causing many pet owners to not carry out pet grooming regularly. Even
though irregular pet grooming can cause pets to be poorly looked after and
contract diseases. Therefore, the author plans to design a business strategy
and user interface for the Pawmisi application, which is a pick up and drop
off service for pets from pet salons, pet hotels and adoptions. Application
was chosen as the platform because almost all Indonesian citizens already
use smartphones to access applications, one of which is widely used is the
pick-up and drop-off service application. The design method used is Design
Thinking by Hasso Plattner (2009). This author plays a role in designing
high-fidelity prototypes and other promotional media. After user testing, it
was found that the Pawmisi application had a good user experience.
However, there were some revisions before it was finalized.

Keywords: Pet Salon, Pet Hotel, Adoption, Application, Deliver Pick Up
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