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INTISARI 

 

Hana O Bento, sebuah tempat penjualan makanan berkonsep Jepang seperti 

sushi, bento, ramen, dan lainnya, terletak di Jl. Brigjen Katamso No.153B, Rw. 05, 

Pangenrejo, Kec. Purworejo, Kabupaten Purworejo, Jawa Tengah. Dalam 

mengelola bisnisnya, Toko Hana O Bento menghadapi sejumlah tantangan, 

termasuk keterbatasan media penjualan dan konten iklan, serta kendala pelanggan 

dalam mengakses website yang sudah ada sebelumnya. Website sebelumnya 

dianggap kurang informatif, menyebabkan pelanggan enggan mengaksesnya dan 

berujung pada kelangkaan aktivitas di website tersebut. Solusi yang diusulkan 

adalah membangun platform sistem informasi berbasis website dengan tampilan 

mobile yang menarik dan mudah dipahami. Metode yang diterapkan dalam 

penelitian ini adalah Design Thinking, yang terkenal karena kemampuannya dalam 

mengatasi masalah kompleks dan merancang solusi inovatif sesuai kebutuhan Toko 

Hana O Bento. Pembangunan website dilakukan dengan menggunakan Bahasa 

pemrograman HTML, CSS, dan Javascript. Hasil pengujian menggunakan metode 

System Usability Scale (SUS) menunjukkan skor akhir sebesar 86.25, yang masuk 

dalam kategori A "Excellent" menurut interpretasi skor SUS. Skor tersebut 

mencerminkan penerimaan yang baik terhadap website baru, memvalidasi 

kesuksesan implementasi solusi berdasarkan metode Design Thinking. 

 

Kata kunci: Antarmuka Pengguna, Pengalaman Pengguna, Pemikiran Desain, 

Skala Kegunaan Sistem, Situs Web 
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ABSTRACT 

 

Hana O Bento, a place selling Japanese-themed food such as sushi, bento, ramen, 

and more, is located at Jl. Brigjen Katamso No.153B, Rw. 05, Pangenrejo, Kec. 

Purworejo, Kabupaten Purworejo, Central Java. In managing its business, Hana O 

Bento faces several challenges, including limitations in sales media and advertising 

content, as well as customer difficulties in accessing the existing website. The 

previous website was considered less informative, causing customers to be reluctant 

to access it and resulting in a lack of activity on the website. The proposed solution 

is to build an information system platform based on a website with an attractive and 

user-friendly mobile interface. The method applied in this research is Design 

Thinking, known for its ability to address complex problems and design innovative 

solutions according to the needs of Hana O Bento. The website development is 

carried out using HTML, CSS, and Javascript programming languages. The testing 

results using the System Usability Scale (SUS) method show a final score of 86.25, 

categorized as "Excellent" in the A grade according to SUS score interpretation. 

This score reflects a positive acceptance of the new website, validating the success 

of the implementation of solutions based on the Design Thinking method. 

 

Keyword: User Interface, User Experience, Design Thinking, System Usability 

Scale, Website


