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PERANCANGAN USER INTERFACE WEBSITE DAN
ILUSTRASI UNTUK INKORA

(Joanna Liono)

ABSTRAK

Industri kreatif berkembang pesat di era digital dan menjadi salah satu pilar utama
perekonomian global, termasuk di Indonesia. Namun, meskipun jumlah freelancer
meningkat, masih belum ada platform lokal yang secara khusus menghubungkan
desainer dengan klien untuk transaksi art commission. Banyak freelancer
mengandalkan media sosial yang tidak memiliki sistem transaksi terstruktur dan
keamanan yang memadai, sehingga berisiko mengalami penipuan. Platform
internasional yang tersedia pun memiliki kendala aksesibilitas bagi pengguna di
Indonesia. Oleh karena itu, penelitian ini bertujuan untuk merancang Inkora, sebuah
platform digital berbasis website yang memfasilitasi transaksi art commission
secara lebih aman, efisien, dan terstruktur bagi desainer serta klien. Penelitian ini
menggunakan pendekatan design thinking (Hasso Plattner, 2010) sebagai teori
utama, yang melibatkan lima tahap: empathize, define, ideate, prototype, dan test.
Metode penelitian yang digunakan adalah kualitatif, dengan pengumpulan data
melalui survei, wawancara, serta studi literatur terhadap platform sejenis. Hasil
penelitian menunjukkan bahwa terdapat kebutuhan mendesak akan platform yang
menyediakan sistem transaksi yang lebih aman dan terorganisir bagi freelancer.
Perancangan Inkora difokuskan pada pengembangan user interface yang intuitif
serta optimalisasi elemen visual, termasuk maskot interaktif, untuk memperkuat
pengalaman pengguna. Kesimpulan dari penelitian ini adalah bahwa Inkora
berpotensi menjadi solusi bagi desainer freelance di Indonesia dalam
mempermudah proses transaksi commission.

Kata kunci: Website, User Interface, lllustration
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DESIGNING WEBSITE USER INTERFACE AND

ILLUSTRATIONS FOR INKORA

(Joanna Liono)

ABSTRACT (English)

The creative industry is rapidly growing in the digital era and has become one of
the main pillars of the global economy, including in Indonesia. However, despite
the increasing number of freelancers, there is still no local platform specifically
designed to connect designers with clients for art commission transactions. Many
freelancers rely on social media, which lacks a structured transaction system and
adequate security, making them vulnerable to fraud. Additionally, existing
international platforms face accessibility challenges for users in Indonesia.
Therefore, this study aims to design Inkora, a web-based digital platform that
facilitates art commission transactions in a safer, more efficient, and structured
manner for both designers and clients. This study adopts the design thinking
approach (Hasso Plattner, 2010) as its main theoretical framework, which consists
of five stages: empathize, define, ideate, prototype, and test. The research method
used is qualitative, with data collection conducted through surveys, interviews, and
literature studies on similar platforms. The findings indicate an urgent need for a
platform that provides a more secure and well-organized transaction system for
freelancers. The design of Inkora focuses on developing an intuitive user interface
and optimizing visual elements, including an interactive mascot, to enhance the
user experience. The conclusion of this study is that Inkora has the potential to
become a solution for freelance designers in Indonesia by simplifying the
commission transaction process.

Keywords: Website, User Interface, lllustration
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