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ABSTRACT

Weaving Ikat Bandar Kediri is an MSME engaged in the production and sale of ikat woven fabric as
well as an educational forum for ikat weaving located in Bandar sub-district, Kediri City, East Java,
which sells conventionally and online via social media Instagram and WhatsApp. However, sales
carried out online are still considered not to be running well, effectively, and efficiently. So a solution
(s needed to overcome the problems experienced by Ikat Weaving MSMEs in the form of developing
more effective and organized marketing media to increase consumer attraction and product sales.
The author recommends designing a user interface prototype and user experience of the Tenun
Bandar lkat mobile application with the aim of user comfort. This research aims to design and
implement a more attractive and functional user interface presented in the Tenun Bandar Kediri
(TBK) mobile application. This design aims to promote Bandar Kediri Ikat Weaving as branding for
local products typical of the City of Kediri. The research results show that research has a positive
influence on digital innovation in the development of sustainable local products based on MSMEs.
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1. INTRODUCTION

Bandar Kidul Kediri Ikat Weaving is a handicraft in the form of weaving that has
beenestablished since the 1950s which processes raw materials in the form of thread into
semifinished products in the form of cloth and finished products such as sarongs, clothes,
shoes, scarves, wallets, hats. Until now, the sales process at the Bandar Kediri Tenun Ikat
MSME s still carried out conventionally and carried out promotions via social media
Instagram to display product catalogs and WhatsApp as a communication medium to
serve customers.

Currently, it is felt that the online sales business process is still not running effectively
and efficiently. This is because the process of searching for products and ordering
transactions takes a long time. After all, it involves two media applications, namely
Instagram and WhatsApp. Then, there is a lack of transparency during the process of
sending products to customers, such as the estimated delivery of batik cloth sometimes
does not match the estimated time given. The next problem is for administrators
regarding managing online sales data which is still done manually which can cause
problems in recording products and sales. The recording process takes quite a long time,
soitis felt to be less efficient. Based on this information, UMKMT Tenun lkat Bandar Kediri
wants to create innovation in the form of an application for selling bandar ikat weaving.

To be able to design an application, it is necessary to implement a structured User
Interface (Ul) and User Experience (UX) to suit the needs of the user and provide comfort
for the user (Ramadhanti & Slamet, 2020). User Interface (Ul) is an important aspect that
must be implemented in application design because it is a means of interaction between
the system and the user (Fattah et al., 2023). Meanwhile, User Experience (UX) is how the
user feels or experiences when using the product or service being designed which
includes branding, design, usability, and function (Husodo et al., 2022).

In designing a UI/UX, there is a method that can be used, namely design thinking
(Azhar et al., 2022). Design thinking is an approach that provides creative practices,
cognitive processes, and design culture. The design thinking approach focuses on solving
problems and providing solutions according to users' needs which are translated into
value (Magjistretti et al., 2020). There are 5 stages in this method, namely empathize,
define, ideate, prototype, and test (Cross, 2015). The design thinking process has
previously been applied in several previous studies. The first researcher, carried out by
(Dobrigkeit & De Paula, 2019) by applying design thinking in designing a user experience
that is oriented towards potential users' problems and evaluating solution designs using
the User Experience Questionnaire (UEQ). The second research, conducted by
(Darmawan et al., 2022) which redesigns the user interface and user experience using a
design thinking approach which focuses on creating new solution ideas which are then
evaluated by comparing old and new applications to expert users and end users.

Based on the description that has been explained, the aim of this research is to
create an innovation to attract more consumer interest by designing an application. In
this design process the author is limited in scope by only producing a mobile application
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prototype. In this design process the author is limited in scope by only producing a mobile
application prototype. By designing a good prototype, it will immediately adapt to user
needs. Ul/UX technology development aims to provide comfort and convenience to users
when using the product. In this research the author will design a UlI/UX design prototype
for the Bandar Kediri Tenun lkat UMKM mobile application with limitations only at the
prototype design stage. The design thought approach is used by the author to focus on
users and understand and adapt to their needs. The author used Figma as a Ul/UX design
tool for the mobile application prototype for the UMKM Tenun lkat Bandar Kediri, and
the SWOT analysis method was used to evaluate important elements that could influence
this design. With the designed sales application, it is hoped that it can solve problems
and be able to help administrators and customers of the Bandar Kediri Tenun lkat MSMEs.
So that the sales process of ikat weaving becomes more effective and efficient and can
attract the interest of people outside the city of Kediri

2. LITERATURE REVIEW
Mobile APP

Technological developments have brought innovation in the form of mobile
applications used for digital promotions. The main advantage of this innovation is the
ability to disseminate information widely and be accepted by society (Ballard, 2007)
Mobile apps are special software designed to run on tablets and smartphones. Mobile
applications utilize user interfaces that use specific interaction mechanisms provided by
the mobile platform (Dobrigkeit & De Paula, 2019) integration with web-based resources,
these applications can access related information and then collect, analyze, and organize
that information to suit the appearance and functionality of the mobile platform (Benyon,
2017).

E-Commerce

E-commerce or electronic commerce is an online site used for buying and selling
transactions carried out via electronic media (Laudon & Traver, 2019). E-commerce is a
rapidly developing technology for buying and selling goods and services via electronic
networks such as the internet. The development of online buying and selling media,
including marketplace platforms, provides many benefits such as wide reach, flexible time
constraints, ease of transactions, increased delivery security, more affordable costs, and
so on (Li & Ku, 2018). E-commerce and marketplaces have differences in understanding
and customer access. E-commerce is an online site for buying and selling, while a
marketplace is a service provider with products from various sellers. Marketplaces are
relatively difficult to acquire customers, while e-commerce is easier (Guercini et al., 2018).

User Interface (Ul)

A user interface is a collection of interactive system components, both software and
hardware, that provide information and control to users to complete specific tasks in an
interactive system (Ruiz et al., 2021). User interface (Ul) is a visual interface that is used to
make it easier for users to access and interact with computer programs to achieve certain
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goals. Ul is an important element in a system, because weaknesses in the Ul can cause
overall system failure (Hussain et al., 2018). When designing a Ul, you need to pay close
attention to existing aspects. Apart from the aesthetic aspects that are visible visually, the
Ul must also be able to convey its function well, which is usually referred to as usability
(Hasani et al., 2020). Several supporting components in usability design include ease of
remembering and learning, effectiveness, managing errors made by users, and user
satisfaction (Bakaev & Khvorostov, 2018).

User Experience (UX) Mobile Apps

User experience is the entire process of a user's journey interacting with a product
(Muslim et al,, 2019). Meanwhile, User Experience (UX) includes all factors related to the
user's experience when using a product, such as the extent to which it is clear how it
works, the feelings that arise when using the product, and how users succeed in achieving
their goals through the product (Benyon, 2017). Not just interacting, user experience has
the function of making it easier for users to complete goals. Basically, experience is
subjective because all human being's feelings of satisfaction have no benchmark (Bitkina
et al., 2020). In achieving user goals, user experience will coincide with the user interface
as a visual display in the user interaction process. In this case, the user interface and user
experience have an important role in the goal of creating a mobile app (Quifiones et al.,
2018).

3. METHODS

The author divides it into three stages in designing this research, namely the initial
stage which includes literature study, interviews, then entering the design stage using a
design thinking approach and data analysis using SWOT, and the final stage making
conclusions and suggestions. In the initial stage, the author looked for information from
various sources, such as previous journals related to UI/UX design as well as design
thinking approach theory and SWOT analysis. An online survey was conducted looking
for information related to Bandar Kediri Ikat Weaving. At this initial stage, the author also
obtained primary data in the form of interviews with the Kediri Cooperative Service
regarding the Bandar Ikat Weaving MSMEs in Kediri City, while secondary data was taken
from websites and Instagram.

At the design stage, the author uses the design thinking method which is an
approach method by approaching the user. Design thinking integrates user, technology
and business needs. This approach will help the writer to adapt to what the user needs
so that the writer can produce a product that originates from the user's problems. In the
design thinking method, there are 5 series of processes, namely Empathize, Define,
|deate, Prototype, and Testing.
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DEFINE

EMPATHIZE

Source: Brown, 2008
FIGURE 1. Design Thinking

Empathize is a process of observing and interviewing users. Observations are made
for the purpose of understanding what users need. How to collect data is through
observation or interviews and questionnaires. The author obtained data for this stage
from interviews conducted with the Bandar Kediri lkat Weaving MSME group. The
defining process is carried out after knowing the focus of the problem being experienced
clearly based on user needs based on the results of observations made in the previous
process (empathy). This design uses SWOT data analysis, namely, an approach used to
evaluate important elements which include strengths, weaknesses, opportunities and
threats that can influence an organization, project, or certain situations. The analysis
carried out is related to the potential that exists in Weaving lkat Bandar Kediri. After
knowing customer needs, product requirements are arranged according to
predetermined user objectives. Then, the author completes the third step, namely ideate.
Ideate is a step that creates a work that comes from a collection of ideas to solve the
problem faced in the previous step. The idea step aims to find many ideas so that the
resulting product meets the user's wishes, the creator then translates these ideas into a
design at the beginning of the prototype framework

4. RESULTS
SWOT Analysis

The SWOT data analysis method was used in designing the Ul/UX prototype of the
UMKM Tenun lkat Bandar Kediri mobile apps to optimize the design.

1. Strength
Strengtht, Bandar Kediri lkat Weaving is unique, namely its fabric is dense, the
coloring is strong and does not fade easily when washed or used repeatedly, as well as a
solid weave even using traditional looms. Bandar Kediri Ikat Weaving has the opportunity
to become an icon of unique product characteristics, attract consumers, increase local
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income, and strengthen the economy of the Bandar Kidul sub-district, Kediri City as a
whole.

2. Weakness

Weakness, Weaving lkat Bandar Kediri has several weaknesses that need to be
considered and improved, such as lack of effective promotion and marketing, limited
skilled human resources, lack of product diversification and experience, lack of effective
management and coordination, and lack of access to education and training. To
overcome this weakness, efforts need to be made to improve and develop more effective
marketing strategies, increase human resource skills, diversify products and experience,
improve management and coordination, and increase access to education and training.
This action is expected to increase the potential and growth of Bandar Kediri Ikat Weaving
MSMEs as a whole.

3. Opportunity

Bandar Kediri kat Weaving MSMEs have an interesting opportunity to develop local
products based on tourism education. The potential for increasing tourism, developing
ecotourism, increasing awareness of culture and traditions, partnerships with external
parties, increasing accessibility, and diversifying products and experiences provide
positive opportunities for the environment of Bandar Kidul Sub-district, Kediri city, which
incidentally is the Bandar Kediri Ikat Weaving-producing sub-district. By taking advantage
of these opportunities, Bandar Kidul Kediri families can increase the number of visitors,
expand the market, increase income, and strengthen the development of their potential
not only in the local product sector, but also in the tourism sector.

4. Threat

Bandar Kediri Ikat Weaving MSMEs need to be alert to factors that can hinder their
development and sustainability. The threat of competition from other local products,
changes in natural conditions, changing policies or regulations, changes in consumer
interests and preferences, limited access to funding, as well as economic and social
changes can be challenges for Bandar Kediri Ikat Weaving MSMEs. To face these threats,
Bandar Kediri Ikat Weaving MSMEs need to take appropriate mitigation actions, such as
increasing innovation, adapting to environmental changes, monitoring policy changes,
diversifying products and experiences, and developing responsive marketing strategies.
By facing these threats effectively, Bandar Kediri lkat Weaving MSMEs can reduce their
negative impacts and maintain the continuity of their development.

e C(Creative Strategy

The target audience for this application is teenagers to adults (aged 20 - 52 years),
both men and women, who are students or workers. Geographically, this application is
aimed at local consumers, especially from the Kediri area and surrounding areas. In terms
of psychographics, this target audience has an interest in fashion and is interested in local
products. They also have a special interest in the production process of Bandar Kediri ikat
weaving. In addition, they are users who frequently shop online.
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The Bandar Kediri Ikat Weaving MSME mobile application "KIRANA" is only focused
on developing sustainable Bandar Kediri Ikat Weaving MSMEs with the main message of
social and economic sustainability. This application educates about the history of Bandar
Kediri kat Weaving, as well as supporting the local economy. With interaction, community
participation, and mapping, users can use and experience the unique fabric typical of the
City of Kediri, namely Tenun lkat Bandar and support sustainable actions. The app also
promotes environmentally friendly practices. The aim of this application is to provide a
positive experience and encourage sustainable economic innovation.

In the form of verbal messages, the Kirana application (Weaving lkat Bandar Kediri
Mobile Application) is a platform that introduces Ikat Bandar Weaving, the characteristic
of Kediri City. With a consistent and strong visual design, this application reflects the
uniqueness of Bandar Kediri ikat weaving through the use of traditional patterns, relevant
colors and appropriate typography. The design combines modern aesthetics and the
charm of the Kediri Bandar lkat Tenun pattern to create an attractive and intuitive
appearance for the user. Through the Kirana application, users can easily explore the
products offered by the Bandar Kediri Tenun lkat MSME group, providing an
unforgettable experience and increasing understanding of the unique cultural heritage in
the form of local products.

Work Visualization

In the Kirana mobile app prototype, there are various elements and features
designed to provide a comprehensive user experience. A well-designed and easy-to-use
user interface helps users interact with the app smoothly. User authentication features,
such as login and registration, enable users to access and manage their data securely.
There are 2 superior features of this application, namely ordering Bandar lkat Weaving
and Bandar lkat Weaving Training. The dashboard or information board in the prototype
provides an overview of data and information that is relevant to users or consumers, such
as the latest updates to the application and promos offered to visitors. The payment
feature allows users to make online transactions quickly and easily. The search feature
helps users easily find information regarding the products and content they are looking
for. The account settings feature allows users to manage their personal preferences and
settings, such as profile settings, notification preferences, account security, or privacy
settings. Social media integration allows users to share content, and transactions.

In the Kirana mobile apps prototyping process, there are generally two main stages
involving the development of prototypes with different levels of information density,
namely low fidelity and high fidelity. At the low fidelity stage, prototypes are created with
a low level of information density, such as rough sketches or wireframes. The main focus
is on roughly testing the concept and navigation flow, while visual details and functionality
have not been a priority. The goal is to get input from early users and identify weaknesses
or necessary improvements early before entering further stages of development.
prototypes are developed with a higher level of information density and are closer to the
final appearance and functionality of the actual application. Uses complete visual
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elements such as colors, fonts, images and realistic interactions. High fidelity prototyping
provides an accurate picture of the application's appearance and behavior, so users can
provide more specific and detailed feedback before starting full application development.

ny
L
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\. J

Source: Data processed, 2024

FIGURE 2. Final Design of the KIRANA Application

To support the main media, the author uses supporting media using various media.
Supporting media is used for promotion and introducing the design of the Kirana mobile
app UI/UX prototype as a campaign to be known and experienced directly by users. The
design of infographic supporting media displays descriptions of the content contained in
the Kirana application design, such as colors, icons, typography and concepts. On the
next page, the author adds a display of all application screens with the aim of helping the
audience clearly understand the content in the Kirana application.

5. CONCLUSIONS

The research results show that this research has a positive influence on the
development of digital innovation in local products for a sustainable economy. This Kirana
application is expected to be an example of new innovation in the field of digital MSME
development, especially in Kediri City. In this case, Ul/UX design principles are used well,
such as appropriate use of colors, easy-to-understand layout, and intuitive navigation.
The design that has been created is directed so that application users can have a pleasant
experience and obtain the information they need easily. Apart from that, this design also
aims to promote Kediri lkat Weaving MSMEs as a local product characteristic of Kediri
City that is attractive, unique and of high quality. By implementing a fresh prototype Ul/UX
design, the Kirana application has the potential to become an innovative means of
introducing and promoting Bandar Kediri Ikat Weaving MSMEs.

After evaluating the final design of the Kirana application, it is hoped that this
application will become a new breakthrough in developing a sustainable economy by
supporting local products as products that are loved in the country. In this research, the
author is aware that there are many shortcomings and weaknesses, so he has suggestions
for further research as application development in the future. The author has several
suggestions proposed, including adding a 3D AR feature to this application, so that users.
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can experience a more interactive and interactive experience. It is realistic to see the
results of the Bandar Kediri Ikat Weaving MSME products in the Kirana application before
entering the programming stage, the next researcher needs to conduct a more in-depth
study of the Kirana application design. This aims to ensure that the design implemented
can meet user needs well; Future researchers can continue to develop the Kirana
application design with every update that occurs because this is important to keep up
with technological developments and ever-changing user needs, and lastly, encourage
other researchers to continue this research so they can make a more perfect contribution
to development. Kirana application and sustainable economic.

REFERENCES

Azhar, T. F.,, Santoso, H. B., & Putra, P. O. H. (2022). Evaluation of Usability and User
Experience of Shopee as One of the Top E-Marketplaces in Indonesia. 2022 10th
International Conference on Information and Communication Technology, IColCT
2022. https://doi.org/10.1109/1ColCT55009.2022.9914895

Bakaev, M., & Khvorostov, V. (2018). Component-Based Engineering of Web User
Interface Designs for Evolutionary Optimization. Proceedings - 2018 IEEE/ACIS
19th International Conference on Software Engineering, Artificial Intelligence,
Networking and Parallel/Distributed Computing, SNPD 2018.
https://doi.org/10.1109/SNPD.2018.8441135

Ballard, B. (2007). Designing the Mobile User Experience. In Designing the Mobile User
Experience. https://doi.org/10.1002/9780470060575

Benyon, D. (2017). Designing User Experience: a Guide to HCI, UX and Interaction
Design. In Upper Saddle River: Pearson.

Bitkina, O. V., Kim, H. K., & Park, J. (2020). Usability and User Experience of Medical
Devices: An Overview of the Current State, Analysis Methodologies, and Future
Challenges. In International Journal of Industrial Ergonomics (Vol. 76).
https://doi.org/10.1016/j.ergon.2020.102932

Cross, N. (2015). Design Thinking: Understanding How Designers Think and Work and
Design Expertise. Translations, 5.

Dobrigkeit, F., & De Paula, D. (2019). Design Thinking in Practice: Understanding
Manifestations of Design Thinking in Software Engineering. ESEC/FSE 2019 -
Proceedings of the 2019 27th ACM Joint Meeting European Software Engineering
Conference and Symposium on the Foundations of Software Engineering.
https://doi.org/10.1145/3338906.3340451

Fattah, T. K., Salman, P., Pebriadi, M. S., & Rahmawati, N. (2023). Asian Journal of
Management Entrepreneurship and Social Science Web-Based Financial Ratio
Application Program Design for Facilitating MSMEs in Managing Business
Finances in the Digital Era. https://ajmesc.com/index.php/ajmesc

Guercini, S., Bernal, P. M., & Prentice, C. (2018). New Marketing in Fashion E-Commerce.
Journal of Global Fashion Marketing, 9(1).
https://doi.org/10.1080/20932685.2018.1407018

103



Jurnal Teknobisnis 2024, Vol. 10(1), 95-105

Hasani, L. M., Sensuse, D. ., Kautsarina, & Suryono, R. R. (2020). User-Centered Design
of E-Learning User Interfaces: A Survey of the Practices. 2020 3rd International
Conference on Computer and Informatics Engineering, IC2IE 2020.
https://doi.org/10.1109/1C2IE50715.2020.9274623

Husodo, A. Y., Agitha, N., Bimantoro, F., Irmawati, B., Dwiyansaputra, R., & Najah, I. F.
(2022). UI/UX Analysis of Integrated E-Commerce System with Smart Village
Concept to Promote MSMEs (UMKM) and West Nusa Tenggara Tourism with
Design Thinking Method. In Proceedings of the First Mandalika International
Multi-Conference on Science and Engineering 2022, MIMSE 2022 (Informatics and
Computer Science). https://doi.org/10.2991/978-94-6463-084-8_27

Hussain, J., Ul Hassan, A., Muhammad Bilal, H. S., Ali, R., Afzal, M., Hussain, S., Bang, J.,
Banos, O., & Lee, S. (2018). Model-Based Adaptive User Interface Based on
Context and User Experience Evaluation. Journal on Multimodal User Interfaces,
12(1), 1-16. https://doi.org/10.1007/512193-018-0258-2

Laudon, K. C., & Traver, C. G. (2019). E-Commerce 2019: Business, Technology and
Society, 15th edition. In Pearson.

Li, C. Y., &Ku, Y. C. (2018). The Power of a Thumbs-up: Will E-Commerce Switch to
Social Commerce? Information and Management, 55(3).
https://doi.org/10.1016/j.im.2017.09.001

Magistretti, S., Dell'Era, C., & Doppio, N. (2020). Design Sprint for SMEs: an
Organizational Taxonomy Based on Configuration Theory. Management Decision,
58(9). https://doi.org/10.1108/MD-10-2019-1501

Muslim, E., Lestari, R. A, Hazmy, A. |, & Alvina, S. (2019). User Interface Evaluation of
Mobile Application KRL Access Using User Experience Approach. IOP Conference
Series: Materials Science and Engineering, 508(1). https://doi.org/10.1088/1757 -
899X/508/1/012110

Quifones, D., Rusu, C., & Rusu, V. (2018). A Methodology to Develop Usability/User
Experience Heuristics. Computer Standards and Interfaces, 59.
https://doi.org/10.1016/j.csi.2018.03.002

Ramadhanti, A,, & Slamet, A. S. (2020). Developing E-Commerce Success Model by
Measuring Website Quality of Indonesian MSMEs.
https://doi.org/10.2991/aebmr.k.200520.004

Ruiz, J., Serral, E., & Snoeck, M. (2021). Unifying Functional User Interface Design
Principles. International Journal of Human-Computer Interaction, 37(1).
https://doi.org/10.1080/10447318.2020.1805876

104



Sustainable Digital UX/UI Innovation

How to cite this article:

Hardianti, A.R., Akramullah, Ramadhan, M.B., dkk. (2024). Sustainable Digital UX/UI
Innovation Mobile Application Design for Bandar lkat Weaning Msmes, Kediri City.
Jurnal Teknobisnis, 10(1): 95-105. doi: 10.12962/j24609463.v10i01.2076

105



