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Abstract: The rapid advancement of digital technology has significantly influenced how small and 

medium enterprises (SMEs) connect with consumers. Kampung Lawas Maspati SMEs encounter ob-

stacles in expanding their market due to limited online visibility and reliance on conventional sales 

approaches. This study aims to develop an e-commerce website that addresses these challenges by 

focusing on user-centered innovation. Using the Design Thinking method, which includes stages such 

as empathizing, defining, ideating, prototyping, and testing, user needs and challenges were explored 

through interviews, surveys, and observations to inform the website development process. The result-

ing platform is intuitive, responsive, and accessible, enabling SMEs to display their products, manage 

transactions, and engage with customers effectively. The application of this method not only improves 

market reach but also strengthens the competitiveness and digital literacy of Kampung Lawas Maspati 

SMEs. Evaluation results show a high level of consumer satisfaction, reaching 91.87%, indicating that 

the developed website effectively meets user expectations and supports SME digital transformation. 
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1. Introduction 

The rapid evolution of digital technology has fundamentally reshaped business practices, 

enabling small and medium enterprises (SMEs) to reach broader markets through online plat-

forms [1]. However, many local SMEs, especially those rooted in cultural heritage areas such 

as Kampung Lawas Maspati in Surabaya, Indonesia, still face significant barriers to digital 

transformation. These challenges include limited technological literacy, lack of digital market-

ing strategies, and dependence on conventional face-to-face transactions [2]. Consequently, 

these enterprises struggle to expand their customer base and remain competitive in the mod-

ern digital economy [3]. 

Several methods have been previously employed to address similar challenges faced by 

SMEs in adopting digital solutions [4]. Traditional approaches, such as providing basic digital 

literacy training or developing static websites, have been useful in introducing SMEs to online 

platforms but often fail to produce sustainable engagement [5]. Other user-experience-based 

methods, like Agile and Lean UX, emphasize iterative design and feedback loops; however, 

they may overlook deeper user empathy and contextual understanding, which are crucial 

when developing solutions for culturally embedded communities. In contrast, the Design 

Thinking method offers a structured yet flexible human-centered approach that emphasizes 

empathy, ideation, prototyping, and testing, making it particularly effective in aligning tech-

nology solutions with users’ real needs and behaviors [6]. 

Despite the advantages of these existing methods, the gap between technology design 

and user adoption remains a critical issue. Kampung Lawas Maspati SMEs require a tailored 
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approach that not only builds a digital platform but also empowers local entrepreneurs to 

manage and utilize it effectively. Therefore, the main research problem addressed in this study 

is how to design and implement an e-commerce website that enhances the online visibility, 

market accessibility, and customer engagement of Kampung Lawas Maspati SMEs through a 

participatory, user-centered process [7]. 

To solve this problem, this study proposes the development of an e-commerce website 

using the Design Thinking methodology. The approach focuses on understanding users’ pain 

points through direct observation, interviews, and surveys; defining key challenges; generating 

creative ideas; developing prototypes; and testing them with real users [8]. The resulting plat-

form is designed to be intuitive, responsive, and easy to manage, enabling SMEs to inde-

pendently operate their online stores [9]. Furthermore, this study integrates user feedback and 

satisfaction analysis to measure the effectiveness of the implemented solution. 

The key contributions of this research include: developing a practical framework for 

implementing Design Thinking in local SME digitalization projects, creating a functional and 

user-friendly e-commerce website tailored to Kampung Lawas Maspati SMEs’ needs, demon-

strating how user-centered digital innovation can improve market reach, competitiveness, and 

consumer satisfaction, providing insights into sustainable digital transformation strategies for 

culturally based SME communities. 

2. Preliminaries or Related Work or Literature Review 

E-Commerce 

E-commerce represents one of the most significant technological innovations in modern 

trade [10]. It refers to the use of electronic means and digital technologies to conduct com-

mercial transactions such as selling, purchasing, transferring, or exchanging products, ser-

vices, and information. In the Indonesian context, e-commerce has opened vast opportunities 

for business actors to optimize their operations. Previous studies have shown that e-com-

merce can effectively enhance market access and operational efficiency for small and medium 

enterprises (SMEs) [11]. However, challenges remain, including limited technological literacy 

and inadequate access to digital infrastructure, which continue to hinder widespread e-com-

merce adoption among SMEs [12]. SMEs play a vital role in Indonesia’s economy, particularly 

in job creation and income distribution. They are a key development priority in many coun-

tries due to their significant contribution to economic growth and employment absorption. 

Despite their great potential, research indicates that the rate of digital technology adoption 

among SMEs remains relatively low. One of the main barriers is the technological gap be-

tween urban and rural areas, which limits many SMEs from fully utilizing e-commerce plat-

forms to expand their businesses. 

Design thinking 

The Design Thinking method has emerged as a widely adopted approach for developing 

user-centered solutions [13]. Its application in platform development has proven effective in 

generating creative and practical responses to user needs. Design Thinking encompasses five 

key stages—empathize, define, ideate, prototype, and test—all structured to produce relevant 

and innovative outcomes [14]. This approach emphasizes the importance of user involvement 

throughout every phase of system development to ensure that the resulting design aligns 

closely with user requirements and expectations. 

UI/UX 

User Interface (UI) and User Experience (UX) design play a critical role in the effective-

ness and acceptance of digital platforms, particularly in e-commerce systems targeting small 

and medium enterprises (SMEs) [15]. A well-designed UI ensures visual clarity, ease of 
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navigation, and accessibility, while UX focuses on the overall satisfaction and emotional en-

gagement of users during interactions with a system. Previous studies have emphasized that 

UI/UX quality significantly affects user trust, purchasing decisions, and platform retention 

rates [16]. 

In the context of e-commerce for SMEs, intuitive navigation, consistent visual hierarchy, 

and responsive design increase users’ willingness to complete online transactions. Similarly, 

another research noted that UX-driven interfaces enhance user satisfaction by integrating 

functionality, aesthetics, and emotional appeal into a cohesive design [17]. These studies high-

light that effective UI/UX is not merely about appearance but about creating meaningful user 

interactions that foster trust and usability. 

Furthermore, recent works integrating the Design Thinking approach in UI/UX devel-

opment have demonstrated improved outcomes in aligning system functionality with user 

expectations. Through iterative prototyping and testing, developers can continuously refine 

visual and interactive elements to ensure accessibility, especially for users with varying levels 

of digital literacy. For SMEs such as those in Kampung Lawas Maspati, a contextually adap-

tive interface is crucial — one that accommodates local preferences, product diversity, and 

limited digital experience. 

3. Proposed Method 

The Design Thinking process is an iterative approach that involves multiple stages aimed 

at identifying and understanding users, their problems, and potential solutions. This method 

enables researchers to define issues from specific perspectives, fostering deeper insight into 

user needs. Through this approach, Design Thinking encourages the generation of a wide 

range of ideas and the development of innovative solutions by promoting a democratic design 

process that emphasizes hypothesis testing and prototyping [18]. 

 

 
Figure 1. Design thinking method. 

Empathize 

In the initial phase, a comprehensive understanding of users is developed to identify 

their challenges, motivations, and daily activities [19]. The goal of this stage is to gain deep 

insights into user needs and behaviors. Knowledge of psychology is particularly valuable at 

this point, as it helps interpret user emotions and perspectives. This understanding is typically 

achieved through direct user engagement methods such as interviews and observations. 

Define 

The define stage aims to clearly articulate the core problem that needs to be addressed 

[20]. Insights gathered during the empathize stage are analyzed to pinpoint key user pain 

points and uncover opportunities for improvement. The problem is then formulated based 

on research findings, ensuring that the human element remains central to the product’s de-

sign. This stage establishes the foundation and focus for the subsequent UI/UX prototype 

development process. 
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Ideate 

During the ideation stage, creative exploration takes place to generate a broad range of 

possible solutions [21]. Designers challenge existing assumptions and brainstorm innovative 

concepts that address user needs. This phase results in a set of ideas that are evaluated and 

refined, ultimately leading to the creation of mockups that serve as the basis for prototype 

development. 

Prototype 

 This stage involves transforming selected ideas into tangible representations of the prod-

uct. The chosen concepts are developed into interactive prototypes that simulate real user 

interactions [22]. These prototypes allow designers and stakeholders to visualize and experi-

ence the proposed solutions, making it easier to identify potential improvements before final 

implementation. 

Test 

 In the testing phase, the developed prototypes are evaluated by users to gather feedback 

and insights on usability and functionality [23]. User interactions during this stage provide 

valuable input for refining and enhancing the product. Through continuous feedback and 

iteration, the design evolves into a more effective and user-friendly solution that meets both 

user expectations and project goals. 

4. Results and Discussion 

The ExploreMaspati Web-Based E-Market for SMEs was developed using PHP and 

operates with a relational SQL database managed through MySQL. MySQL functions as the 

primary database management system that supports the core activities of the application [24]. 

The database, named “exploremaspati,” consists of multiple interconnected tables such as ac-

counts, promotional banners, advertisements, invoices, categories, carts, user locations, ac-

count numbers, notifications, ratings, and various configuration tables including email, footer, 

header, location, and payment settings. This database structure is purposefully designed to 

ensure seamless management of user data, transaction handling, and delivery notifications, 

thereby enabling efficient and well-integrated e-marketplace operations that cater to the needs 

of local SMEs. 

Empathize 

Understanding Users’ Needs and Context:The website is designed with features tailored 

to meet the interests of tourists, local SMEs, and community members. It includes profiles of 

historical sites, local SME product listings, booking options, and contact information—each 

serving as an entry point to address diverse user needs and interaction goals. 

Gathering Insights:Through the site’s main sections—Profil, UMKM, Galeri, and Book-

ing Now—designers were able to collect valuable insights into user behavior and preferences. 

These categories reveal what visitors seek most frequently, such as historical information, 

product catalogs, and tour booking services, helping guide further design improvements. 
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Figure 2. Explore Maspati Website Page. 
 

Empathy Mapping: The design process considers users’ motivations—such as learning 

about local heritage or purchasing local products—along with their challenges, including dif-

ficulty accessing local products online. It also observes user behaviors, such as browsing gal-

leries and engaging through social media, to create a more empathetic and user-centered ex-

perience. 

Define 

Problem Statements: Based on the website’s content, several key issues can be identified, 

including the limited visibility of local SMEs and their products in reaching broader markets. 

Additionally, visitors may face challenges in booking tours or obtaining accurate and up-to-

date information about Kampung Lawas Maspati, which reduces engagement and accessibil-

ity for potential tourists. 

User Personas and Needs: Potential user personas include: (1) a traveler seeking an easy 

way to explore local history and culture through convenient tour bookings; (2) an SME owner 

aiming to promote and sell products to a wider audience; and (3) a local community member 

wishing to support and preserve cultural heritage through active participation in digital pro-

motion efforts [25]. 

Defining Needs and Insights: Examples of user needs identified during the research in-

clude: “An SME owner requires an efficient platform to display products and manage online 

orders,” and “A tourist needs an intuitive system that allows them to book tours easily and 

preview available experiences.” These insights form the foundation for user-centered design 

and system improvement. 

Ideate 

Brainstorming Solutions: Possible design ideas include integrating key features such as 

e-commerce functionality, online tour booking systems, rich visual galleries, detailed vendor 

profiles, interactive maps, and social media integration to enhance user engagement and ac-

cessibility. 

Selecting the Best Ideas: The final implementation on the website features selected ele-

ments such as a dedicated UMKM section for local product showcases, a Booking Now but-

ton for quick tour reservations, Gallery and Profile pages to highlight cultural and historical 

assets, and Contact and Social Media links to facilitate direct interaction between users and 

the community. 
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Figure 3. SME’s section for local products. 

 
Sketching and Wireframing: The site’s navigation structure demonstrates clear organiza-

tion with menu items like Home, Profile, UMKM, and Gallery, supported by prominent call-

to-action buttons such as Booking Now. These design choices were made to ensure intuitive 

navigation, visual consistency, and an overall appealing user experience. 

Prototype 

Building a Minimal Working Version: The live website serves as the functional proto-

type, incorporating essential features such as informational pages, product listings, booking 

options, and contact sections. This initial version allows for real-time interaction while 

demonstrating the system’s fundamental capabilities. 

 

 
Figure 4. Booking flow. 

 
Simulating Key User Experiences: Users can engage directly with the platform by brows-

ing local UMKM products, exploring historical and cultural content, and initiating tour book-

ings. These interactive experiences reflect the primary user journeys envisioned during the 

design phase. 

Internal Testing: The development team conducted internal evaluations focusing on sev-

eral key aspects, including navigation flow (e.g., Home → UMKM → Product), the booking 

process through active links, responsiveness and usability across desktop and mobile devices, 

and verification of link functionality for social media and contact sections. This testing en-

sured that the prototype performed reliably and delivered a smooth user experience across 

various access points. 

Test 

Collect User Insights: Tourists, SME owners, and local residents test the website and 

share their opinions on usability, clarity, loading speed, reliability, and overall satisfaction. 
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Refine and Enhance: Based on the gathered insights, potential updates may include im-

proved product visuals, clearer booking guidelines, better filtering options for UMKM list-

ings, stronger call-to-action elements, or more engaging and dynamic content. 

Deploy and Evaluate: After refinements, the website is launched (now active), with con-

tinuous monitoring of analytics such as visitor traffic, bounce rates, and conversion rates for 

bookings or purchases to guide future improvements. 

Table 1. User satisfaction level 

Question ASE (%) 
1. The information on the exploremaspati.com website aligns well with the 

needs of tourism promotion. 
2. The catalog of cultural products and services is neatly organized and easy 

to understand. 
3. The website’s visual design (colors and layout) appears attractive and 

user-friendly. 
4. The transaction flow on the website is easy for the general public to fol-

low. 
5. The search feature for tourism information and products/services func-

tions effectively. 
6. The security of transactions and user data on the website is well guaran-

teed. 
7. Purchase notifications or confirmations through the website assist users. 
8. The cultural products displayed on the website appear appealing to tour-

ists 
9. Promotional materials (banners/photos/videos) on the website help en-

hance the attractiveness of the tourism village 
10. Using the e-market website makes promotion easier compared to relying 

solely on social media or WhatsApp 

90.67% 
 

90.67% 
 

93.33% 
 

89.33% 
 

90.67% 
 

89.33% 
 

90.67% 
 

94.67% 
 

94.67% 
 

94.67% 

Average 91.87% 

 
Based on Table 1, the average user satisfaction index reached 91.87%, which falls into 

the “appropriate” or “satisfactory” category. This indicates that most respondents were 

pleased with their experience using the exploremaspati.com website, particularly in terms of 

the attractiveness of the visual design, the clarity of cultural product information, and the ease 

of promotion through the e-market platform. The visual design aspect received a notably high 

satisfaction level, showing that the website’s color scheme and layout successfully created a 

pleasant and user-friendly interface. Similarly, the promotional content (banners, photos, vid-

eos) and display of cultural products were among the most appreciated elements, suggesting 

that the website effectively captured visitors’ attention and enhanced tourism appeal. 

However, there remains room for improvement in some areas, particularly in transaction 

flow and data security, which received relatively lower scores. Strengthening these features 

such as improving transaction clarity, implementing more visible security indicators, or 

providing real-time notifications—could further enhance user trust and satisfaction. Overall, 

even though the satisfaction index is already high, ongoing improvements in website respon-

siveness, navigation flow, and interactive elements could elevate the user experience from 

“satisfied” to “highly satisfied.” These findings are consistent with previous studies, empha-

sizing that security assurance and transparency play vital roles in building user trust in digital 

tourism platforms. 

5. Conclusion 

This study successfully developed an e-commerce website, ExploreMaspati.com, aimed 

at empowering SMEs in Kampung Lawas Maspati through digital transformation. By adopt-

ing the Design Thinking methodology, the research emphasized user-centered innovation 

through iterative stages of empathizing, defining, ideating, prototyping, and testing. This 
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approach ensured that the resulting system aligned with the real needs of users—tourists, 

local entrepreneurs, and community members—while preserving the cultural identity of the 

Kampung Lawas Maspati area.The final website provides a responsive, accessible, and intui-

tive platform that integrates key features such as product listings, booking systems, galleries, 

and promotional tools. The evaluation results indicate a high user satisfaction level of 91.87%, 

reflecting positive responses to the website’s design aesthetics, ease of navigation, and func-

tionality. These findings demonstrate that a human-centered design process can effectively 

improve user engagement, market accessibility, and trust in digital transactions among local 

SMEs. 

However, the study also identifies areas for improvement, particularly in enhancing 

transaction flow, data security, and real-time user feedback features. Addressing these aspects 

can further strengthen the platform’s reliability and elevate user satisfaction from “satisfied” 

to “highly satisfied.” Future work should focus on developing advanced analytical tools for 

user behavior tracking, expanding mobile compatibility, and implementing AI-based person-

alization to enhance the overall digital experience. In conclusion, this research contributes to 

the growing body of knowledge on user-centered digital innovation for SMEs, providing both 

a theoretical framework and a practical model for sustainable community-based digital trans-

formation. 
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