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ABSTRAK 
 

Perkembangan digitalisasi pada Usaha Mikro, Kecil, dan Menengah (UMKM) di 

tingkat perumahan mendorong kebutuhan akan media transaksi yang sesuai dengan 

karakteristik kegiatan usaha antarwarga. Pada UMKM rumahan di Komplek Bima Asri, 

Perumahan Dukuh Bima, proses penawaran produk dan pemesanan masih dilakukan 

melalui grup WhatsApp. Kondisi tersebut menyebabkan informasi produk dan pesanan 

dapat tertumpuk oleh percakapan lain, sedangkan pelaku UMKM masih perlu melakukan 

pencatatan dan rekapitulasi pesanan secara manual. Penelitian ini bertujuan untuk 

menerapkan metode User-Centered Design (UCD) dalam merancang prototipe aplikasi 

Hyperlocal Marketplace untuk mendukung transaksi Pre-Order UMKM rumahan serta 

mengukur persepsi usability prototipe menggunakan System Usability Scale (SUS). 

Proses perancangan dilakukan melalui tahapan memahami konteks pengguna, 

menentukan kebutuhan pengguna, merancang solusi desain, dan melakukan evaluasi 

prototipe. Data kebutuhan pengguna diperoleh melalui observasi dan wawancara kepada 

warga serta pelaku UMKM di lingkungan RT 03/RW 08 Komplek Bima Asri. Hasil 

kebutuhan tersebut digunakan untuk merancang high-fidelity prototype aplikasi “Bima 

Lokal”. Pengujian terhadap Prototipe V1 melibatkan 10 responden yang terdiri atas lima 

warga sebagai pembeli dan lima pelaku UMKM sebagai penjual dengan teknik purposive 

sampling. 

Hasil pengujian SUS terhadap Prototipe V1 memperoleh nilai rata-rata sebesar 

65,25 dan berada pada kategori Marginal dengan adjective rating “Ok” serta grade scale 

D. Hasil tersebut menjadi dasar iterasi desain yang menghasilkan Prototipe V2 melalui 

penambahan onboarding, perbaikan alur pemesanan, penyesuaian istilah navigasi, dan 

penjelasan status pesanan. Setelah diuji kembali kepada 10 responden, Prototipe V2 

memperoleh nilai rata-rata SUS sebesar 89,75 atau meningkat 24,50 poin dari Prototipe 

V1. Nilai tersebut berada pada acceptability range “Acceptable”, adjective rating 

“Excellent”, dan grade scale A. Hasil ini menunjukkan bahwa iterasi desain meningkatkan 

persepsi usability pengguna secara kuantitatif. 

 

Kata Kunci: Hyperlocal Marketplace, UMKM Rumahan, User-Centered Design, System 

Usability Scale, Prototipe 
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ABSTRACT 

 

The digitalization of Micro, Small, and Medium Enterprises (MSMEs) at the 

residential level creates a need for a transaction medium that fits the characteristics of 

community-based business activities. In the home-based MSMEs of Bima Asri Residential 

Complex, Dukuh Bima, product offering and ordering activities are still carried out 

through WhatsApp groups. This condition causes product and order information to be 

buried among other conversations, while MSME owners still need to record and summarize 

orders manually. This study aims to apply the User-Centered Design (UCD) method in 

designing a Hyperlocal Marketplace application prototype to support Pre-Order 

transactions for home-based MSMEs and to measure users’ perceived usability of the 

prototype using the System Usability Scale (SUS). 

The design process was carried out through the stages of understanding the context 

of use, specifying user requirements, producing design solutions, and evaluating the 

prototype. User requirement data were obtained through observation and interviews with 

residents and home-based MSME owners in RT 03/RW 08 of Bima Asri Residential 

Complex. The identified requirements were then used to design a high-fidelity prototype of 

the “Bima Lokal” application. The evaluation of Prototype V1 involved 10 respondents, 

consisting of five residents as buyers and five home-based MSME owners as sellers, 

selected using purposive sampling. 

The SUS evaluation of Prototype V1 obtained an average score of 65.25, which 

falls within the Marginal acceptability range, receives an “Ok” adjective rating, and is 

classified as Grade D. The results were used as the basis for a design iteration that 

produced Prototype V2 through the addition of onboarding, clearer ordering steps, 

adjusted navigation terminology, and improved order status descriptions. After being re-

evaluated with 10 respondents, Prototype V2 obtained an average SUS score of 89.75, 

increasing by 24.50 points from Prototype V1. This score falls within the “Acceptable” 

range, receives an “Excellent” adjective rating, and is classified as Grade A. This indicates 

that the design iteration quantitatively improved users’ perceived usability. 

 

Keywords: Hyperlocal Marketplace, Home-Based MSMEs, User-Centered Design, System 

Usability Scale, Prototype 
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