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INTISARI

Website di Indonesia sudah cukup lazim dipergunakan dalam promosi suatu
bisnis, apalagi di era transformasi digital yang sudah merambah ke setiap lapisan
masyarakat. Hal ini terbukti dari munculnya company profile yang bertujuan
memudahkan calon pelanggan mendapatkan informasi. Namun company profile
yang menawarkan jasa terutama dibidang jasa mural masih terlalu jarang dijumpai,
oleh karena itu penelitian ini mencoba merancang platform untuk mendukung
proses bisnis yang sedang berjalan. Perancangan ini menggunakan metode Design
Thinking, yang mencakup dari Empathize, Define, Ideate, Prototype dan Testing.
Pada tahap pengujian pengalaman penggunaan menggunakan metode UEQ (User
Experience Questionnaire) dengan menghasilkan daya tarik 2,08(Excellent),
kejelasan 2,08(Excellent), efisiensi 2,08(Excellent), ketepatan 1,88(Excellent),
Stimulasi 1,89(Excellent) dan kebaruan 1,15(Good) . Maka dapat disimpulkan hasil
dari prototipe yang kemudian diterapkan pada website memiliki penilaian

pengguna yang sangat positif berdasarkan pengukuran UEQ.

Kata kunci: website, design thinking, profil perusahaan, ueq, jasa mural.
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ABSTRACT

Websites in Indonesia have been quite commonly used in the promotion of
a business, especially in the era of digital transformation that has penetrated into
every layer of society. This is evident from the emergence of company profiles that
aim to make it easier for potential customers to get information. However, company
profiles that offer services, especially in the field of mural services, are still too rare
to find, therefore this research tries to design a platform to support the ongoing
business process. This design uses the Design Thinking method, which includes
Empathize, Define, Ideate, Prototype and Testing. At the testing stage of the use
experience using the UEQ (User Experience Questionnaire) method by producing
attractiveness 2.08 (Excellent), clarity 2.08 (Excellent), efficiency 2.08 (Excellent),
accuracy 1.88 (Excellent), stimulation 1.89 (Excellent) and novelty 1.15 (Good).
So it can be concluded that the results of the prototype which are then applied to

the website have a very positive user assessment based on UEQ measurements.

Keyword: website, design thinking, company profile, ueg, mural services.
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