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INTISARI

Penelitian ini bertujuan untuk merancang ulang antarmuka pengguna
(U/UX) dan mengembangkan Front-End Website SMAN 1 Kedungreja dengan
pendekatan Design Thinking. Website sebelumnya dinilai kurang optimal dari segi
tampilan, navigasi, dan struktur informasi. Evaluasi awal menggunakan User
Experience Questionnaire (UEQ) terhadap 30 responden menunjukkan hasil yang
rendah pada semua aspek, yaitu Attractiveness (-0.77), Perspicuity (-0.57),
Efficiency (-0.68), Dependability (-0.86), Stimulation (-0.67), dan Novelty (-0.61).

Proses desain ulang mengikuti lima tahap utama Design Thinking:
Empathize, Define, Ideate, Prototype, dan Test. Masukan pengguna diperoleh
melalui observasi dan wawancara, yang kemudian digunakan sebagai dasar
pengembangan prototipe dengan Figma. Pengujian dilakukan menggunakan Maze
dengan pendekatan task-based usability testing, dan hasilnya menunjukkan tingkat
keberhasilan pengguna mencapai 95%. Evaluasi ulang dengan UEQ menunjukkan
peningkatan signifikan di semua aspek, termasuk Attractiveness (2.12), Efficiency
(2.36), dan Novelty (1.68).

Peningkatan terbesar terjadi pada Attractiveness dengan selisih +2.89 poin.
Hasil ini membuktikan bahwa metode Design Thinking mampu menghasilkan
Website yang lebih menarik, mudah digunakan, dan sesuai dengan kebutuhan
pengguna sekolah.

Kata kunci: UI/UX, Front-End, Design Thinking, Website Sekolah, UEQ
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ABSTRACT

This study aims to redesign the user interface (Ul/UX) and develop the Front-
End of the SMAN 1 Kedungreja Website using the Design Thinking approach. The
previous Website was considered less than optimal in terms of appearance,
navigation, and information structure. Initial evaluation using the User Experience
Questionnaire (UEQ) on 30 respondents showed low results in all aspects, namely
Attractiveness (-0.77), Perspicuity (-0.57), Efficiency (-0.68), Dependability (-
0.86), Stimulation (-0.67), and Novelty (-0.61).

The redesign process follows the five main stages of Design Thinking:
Empathize, Define, Ideate, Prototype, and Test. User input was obtained through
observation and interviews, which were then used as the basis for developing a
prototype with Figma. Testing was carried out using Maze with a task-based
usability testing approach, and the results showed a user success rate of 95%. Re-
evaluation with UEQ showed significant improvements in all aspects, including
Attractiveness (2.12), Efficiency (2.36), and Novelty (1.68).

The largest increase occurred in Attractiveness with a difference of +2.89
points. These results prove that the Design Thinking method is able to produce a
Website that is more attractive, easy to use, and in accordance with the needs of
school users.

Keyword: UI/UX, Front-End, Design Thinking, School Website , UEQ
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