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PERANCANGAN UI/UX APLIKASI GROUP ORDER K-POP 

BAGI PENGGEMAR USIA 21-25 TAHUN DI JABODETABEK 

 (Viriyana Sukur Suryanto) 

ABSTRAK 

Group order adalah kegiatan pembelian merchandise K-Pop secara grosir 

melalui toko online. Saat ini group order beroperasi di media sosial, tetapi 

pembeli mengalami kendala dari segi informasi. Komunikasi antara penjual 

dan pembeli belum efektif dan informasi sering tercecer dan tertimbun. Selain 

itu, media yang ada belum sepenuhnya mengakomodasi kebutuhan di group 

order sehingga mempengaruhi user experience. Oleh karena itu, aplikasi 

mobile bernama MoonGO dirancang untuk mendukung kegiatan group order 

K-Pop. Perancangan menggunakan metode design thinking yang diawali 

dengan penelitian terhadap target audiens. Lalu, masalah didefinisikan dan 

dilakukan ideating untuk menemukan solusi yang paling tepat. Solusi yang 

dibuat mencakup pembuatan fitur review dan rating group order, detail 

produk yang dijual, notifikasi dan push-notification, berbagai metode 

pembayaran, rekap transaksi, dan timeline pengiriman produk. Lalu, desain 

diolah menjadi prototype dengan tampilan visual yang menyenangkan dan 

energik. Prototype aplikasi melewati pengujian alpha dan beta dan 

memperoleh hasil yang baik. Media sekunder seperti iklan media sosial, web 

banner, merchandise, dan sticker juga dirancang untuk mempromosikan 

aplikasi MoonGO. Aplikasi ini diharapkan memberikan pengalaman 

berbelanja merchandise yang lebih baik bagi pembeli di group order K-Pop. 

 

Kata kunci: k-pop, group order, interaktif 
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K-POP GROUP ORDER MOBILE APPLICATION UI/UX 

DESIGN FOR 21-25 YEARS OLD FANS AT JABODETABEK 

(Viriyana Sukur Suryanto) 

ABSTRACT (English) 

Group order is the act of bulk ordering K-Pop merchandise through online 

shops. Group order operates on social media, however, buyers are facing 

informational issues. The communication between sellers and buyers is 

ineffective and information is often scattered and buried. In addition, existing 

media does not fully accommodate the needs of group orders, affecting the 

user experience. Hence, a mobile application called MoonGO was designed 

to support K-Pop group order activities. The design process adapts design 

thinking methods, starting with research. The problems were defined, and an 

ideation process was conducted to find the most fitting solution. The solution 

includes making features such as group order review and rating, product 

details, notifications and push-notifications, various payment methods, 

transaction summaries, and delivery timelines. Next, the design is developed 

into a prototype with energetic and fun visuals. The prototype undergoes 

alpha and beta testing with great results. Secondary media including social 

media ads, web banner, website, and stickers were also designed to promote 

the application. This application is created to provide better shopping 

experiences for buyers in K-Pop group orders. 

 

Keywords: k-pop, group order, interactive 
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