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PERANCANGAN UI/UX WEBSITE E-COMMERCE

CREATIVE GOODS

Pinkan Marhaeni Panauhe

ABSTRAK

Creative Goods merupakan produk dari industri kreatif yang memiliki wujud dan
tidak berwujud yang berasal dari aktivitas kreatif, yang ditandai dengan intelektual,
inovasi, dan bakat artistik dari manusia yang bersangkutan Creative goods
seringkali ditemukan di bazar pasar seni atau art market. Perkembangan art market
di Indonesia menjadi cara efektif bagi komunitas seniman lokal untuk berdagang,
namun tingginya biaya sewa tenant menjadi hambatan signifikan bagi penjual
kreatif baru. Di sisi lain, penggunaan e-commerce eksisting seperti Shopee tidak
mampu sepenuhnya mendukung kebutuhan penjual kreatif baru karena range
produk yang terlalu luas serta algoritma yang lebih menguntungkan penjual besar.
Oleh karena itu, penelitian ini bertujuan merancang UI/UX website e-commerce
yang fokus pada penjualan creative goods agar dapat menjadi ruang marketplace
digital alternatif bagi penjual baru untuk memasarkan karya mereka. Penulis
menggunakan metode Design Thinking oleh Kelley dan Brown tahun 2018 yang
terdiri dari lima tahap: Empathize, Define, Ideate, Prototype, dan Test. Hasil
perancangan meliputi website e-commerce dengan visual lively identik dengan
suasana art market. Dengan fitur seperti kolaborasi produk, penjual kreatif dapat
memilih untuk berkolaborasi dengan penjual lain dalam satu ruang seperti
kolaborasi tennant di art market untuk memotong biaya sewa. Fitur seperti seller
tips dapat mendukung kebutuhan penjual kreatif baru untuk memulai berjualan
menggunakan website Kreartiv Mart. Ditambah dengan media sekunder dibuat
untuk kebutuhan promosi berupa instagram feeds, youtube banner ads, pamflet;
Serta merchandise berupa sticker, keychain, pouch, lanyard, dan mouse pad.

Kata kunci: e-commerce, creative goods , penjual kreatif
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UI'UX DESIGN OF E-COMMERCE WEBSITE

FOR CREATIVE GOODS

Pinkan Marhaeni Panauhe

ABSTRACT (English)

Creative Goods are products of the creative industry that have both tangible and
intangible origins from creative activities, characterized by the intellectual,
innovative, and artistic talents of the individuals involved. Creative goods are often
found in art market bazaars. The development of art markets in Indonesia has
become an effective way for local artist communities to trade, but high tenant rental
costs are a significant obstacle for new creative sellers. On the other hand, the use
of existing e-commerce platforms such as Shopee is unable to fully support the
needs of new creative sellers due to the excessively broad product range and
algorithms that favor large sellers. Therefore, this study aims to design the UI/UX
of an e-commerce website that focuses on selling creative goods to become an
alternative digital marketplace space for new sellers to market their works. For this
practice, the author uses Design Thinking, a design method by Kelley and Brown
in 2018 which consists of five stages: Empathize, Define, Ideate, Prototype, and
Test. The result includes an e-commerce website with lively visuals identical to the
atmosphere of an art market. With features such as product collaboration, creative
sellers can choose to collaborate with other sellers in one space such as tenant
collaboration at an art market to cut rental costs. Features like seller tips can
support new creative sellers' needs to start selling using the Kreartiv Mart website.
Additionally, secondary media made for promotional needs include Instagram
feeds, YouTube banner ads, pamphlets, and merchandise such as stickers,
keychains, pouches, lanyards, and mouse pads.

Keywords: e-commerce, creative goods, creative seller
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