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PERANCANGAN UI/UX APLIKASI FORUM REPTIL DI

JABODETABEK

Imam Hakim Pujiono

ABSTRAK

Peminat pemelihara reptil mengalami peningkatan signifikan dari tahun ke
tahun. Fenomena ini dipicu oleh daya tarik unik, warna-warna mencolok,
dan perawatan yang relatif tidak rumit pada reptil. Meski minat tinggi,
masyarakat seringkali bingung mencari penjual reptil dan kebutuhan mereka
secara lengkap. E-commerce, sebagai solusi potensial, belum memberikan
informasi yang jelas dan tidak mampu menyaring reptil yang dilindungi dari
perdagangan ilegal. Penjualan reptil dan kebutuhannya masih tersebar dan
acak, memunculkan kebutuhan akan platform yang menyatukan semua
elemen ini. Fokus pada reptil didasarkan pada kompleksitas informasi yang
dimiliki individu reptil, seperti morph dan het yang terus berkembang. Oleh
karena itu, diperlukan media yang menyatukan penjualan reptil, informasi
individu dan spesies, tips, fun facts, serta fitur tugas terkait perawatan.
Penelitian dilakukan secara hybrid dengan metode kuantitatif melalui
kuesioner dan kualitatif melalui wawancara serta studi eksisting.
Pengembangan dilakukan dengan metode Human Centered Design oleh
IDEO 2015, melibatkan tiga tahap: inspiration, ideation, dan
implementation. Dengan demikian, diharapkan tercipta platform yang
memenuhi  kebutuhan komprehensif pecinta reptil, menjembatani
kesenjangan informasi dan menyediakan lingkungan yang aman bagi
perdagangan hewan peliharaan.

Kata kunci: Reptil, Forum, Jabodetabek
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UI/UX DESIGN OF REPTILE FORUM APPLICATION IN

JABODETABEK

Imam Hakim Pujiono

ABSTRACT

The enthusiasts of reptile keeping have experienced a significant increase
from year to year. This phenomenon is triggered by the unique allure,
vibrant colors, and relatively uncomplicated care of reptiles. Despite the
high interest, people often find themselves confused when searching for
reptile sellers and their complete needs. E-commerce, as a potential
solution, has yet to provide clear information and is unable to filter
protected reptiles from illegal trade. The sales of reptiles and their
necessities remain scattered and random, giving rise to the need for a
platform that consolidates all these elements. The focus on reptiles is based
on the complexity of information possessed by individual reptiles, such as
morphs and hets that continue to evolve. Therefore, a medium is required
that combines reptile sales, individual and species information, tips, fun
facts, and features related to care tasks. The research is conducted using a
hybrid method, employing quantitative through questionnaires and
qualitative through interviews and existing studies. The development follows
the Human Centered Design method by IDEO 2015, involving three stages:
inspiration, ideation, and implementation. Thus, it is anticipated that a
platform will be created to meet the comprehensive needs of reptile
enthusiasts, bridging information gaps and providing a secure environment
for the trade of pet animals.

Keywords: Reptiles, Forum, Jabodetabek
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