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INTISARI 

 
 

Penelitian ini dilaksanakan untuk menganalisis tampilan User Interface (UI) 

website English Club Bantul menggunakan metode System Usability Scale (SUS). 

English Club Bantul sebagai penyelenggara kursus bahasa Inggris di Yogyakarta 

memanfaatkan media digital khususnya Instagram dan website englishclub.id 

sebagai sarana utama untuk berkomunikasi dan media promosi. Namun, sayangnya 

website English Club Bantul yang harusnya digunakan untuk membangun branding 

positif di dunia maya ternyata belum diwujudkan dengan maksimal. Survei 

kepuasan pengguna website English Club Bantul saat ini ternyata menunjukan hasil 

yang kurang memuaskan. Selain itu, ternyata belum pernah dilakukan penelitian 

terkait dengan user interface website englishclub.id. Oleh karena itu, penelitian ini 

akan menganalisis tampilan website menggunakan metode SUS. 

System Usability Scale merupakan metode yang dirancang untuk 

memberikan penilaian cepat dan mudah terhadap usability atau kegunaan suatu 

sistem. Usability berfungsi sebagai tolak ukur kepuasan pengguna terhadap sebuah 

produk. Evaluasi usability website dilakukan untuk mengukur sejauh mana tingkat 

kegunaannya bagi pengguna. Skor rata-rata usability scale website englishclub.id 

berdasarkan kuisioner yang diisi oleh 35 responden hanya mendapatkan nilai 54 

dengan grade C dan adjective rating “Marginal”. Hal ini membuktikan bahwa 

website englishclub.id membutuhkan perbaikan tampilan, sehingga dilakukan re- 

design dengan menggunakan framework design thinking. 

Usability testing prototype re-design ternyata mendapatkan hasil yang baik. 

Para user merasa hasil re-design menarik dan sangat informatif. Rata-rata skor 

usability scale pun mengalami peningkatan. Skor usability scale website 

englishclub.id awalnya hanya memperoleh nilai 54, namun setelah dilakukan re- 

design skor usability scale meningkatkan menjadi 74 dengan grade B dan adjective 

rating “Excellent”. 

 
Kata kunci: User Interface (UI), System Usability Scale (SUS), Usability, 

Kepuasan Pengguna, Design Thinking. 
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ABSTRACT 

 
This research was conducted to analyze the appearance of the User 

Interface (UI) of the English Club Bantul website using the System Usability Scale 

(SUS) method. English Club Bantul as an English language course organizer in 

Yogyakarta utilizes digital media, especially Instagram and the englishclub.id 

website as the main means of communication and promotional media. However, 

unfortunately the English Club Bantul website, which should be able to be used to 

build positive branding in cyberspace, has not been implemented optimally. The 

current user satisfaction survey of the English Club Bantul website apparently 

shows unsatisfactory results. Apart from that, it turns out that research has never 

been carried out regarding the user interface of the englishclub.id website. 

Therefore, this research will analyze the appearance of the website using the SUS 

method. 

The System Usability Scale is a method designed to provide a quick and 

easy assessment of the usefulness or usefulness of a system. Its use is as a 

benchmark for user satisfaction with a product. Website usability evaluation is 

carried out to measure the extent of its usefulness for users. The average usability 

scale score for the englishclub.id website based on a questionnaire filled out by 35 

respondents only received a score of 54 with a grade of C and the adjective rating 

"Marginal". This proves that the englishclub.id website needs cosmetic 

improvements, so it was redesigned using a design thinking framework. 

The redesign of the usability test prototype turned out to produce good 

results. Users found the results of the redesign interesting and very informative. 

The mean score of the usability scale also increased. The usability scale score of 

the englishclub.id website initially only got a score of 54, but after the redesign the 

usability scale score increased to 74 with a B grade and the adjective rating 

"Excellent". 

 
Keyword: User Interface (UI), System Usability Scale (SUS), Usability, User 

Satisfaction, Design Thinking. 
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