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INTISARI 

 

Website Pemerintahan Kabupaten Ende memiliki peran penting dalam 

menyediakan informasi dan layanan publik secara digital. Namun, analisis awal 

menggunakan SimilarWeb menunjukkan bahwa website ini mengalami bounce rate 

tinggi (64,83%), rata-rata durasi kunjungan singkat (34 detik), dan jumlah halaman 

yang dikunjungi per sesi hanya 1,41. Berdasarkan hasil observasi, wawancara, dan 

kuesioner UEQ, ditemukan beberapa faktor penyebab rendahnya keterlibatan 

pengguna, yaitu navigasi yang membingungkan, tampilan visual yang kurang 

menarik, kurangnya inovasi pada website, serta minimnya fitur interaktif yang 

mendukung kebutuhan pengguna.  

Untuk mengatasi permasalahan ini, penelitian menerapkan metode Design 

Thinking, yang terdiri dari lima tahap: Empathize, Define, Ideate, Prototype, dan 

Testing. Evaluasi dilakukan menggunakan User Experience Questionnaire (UEQ) 

yang mengukur enam aspek utama pengalaman pengguna: Attractiveness, 

Perspicuity, Efficiency, Dependability, Stimulation, dan Novelty. Data 

dikumpulkan melalui observasi, wawancara, dan kuesioner, dengan 30 responden 

yang berpartisipasi dalam evaluasi sebelum dan sesudah redesain. 

Hasil penelitian menunjukkan peningkatan signifikan pada UI/UX setelah 

redesain. Sebelum redesain, skor rata-rata UEQ berada dalam kategori Bad, dengan 

Attractiveness (0,44), Perspicuity (0,83), Efficiency (0,64), Dependability (0,39), 

Stimulation (0,34), dan Novelty (0,07). Setelah redesain, skor meningkat ke 

kategori Good dan Excellent, dengan Attractiveness (2,05), Perspicuity (1,93), 

Efficiency (2,04), Dependability (1,85), Stimulation (1,92), dan Novelty (1,62). 

Peningkatan terbesar terjadi pada Attractiveness (+1,61) dan Stimulation (+1,58), 

yang menunjukkan bahwa desain baru lebih menarik dan memberikan pengalaman 

pengguna yang lebih baik. Penelitian ini dapat menjadi referensi bagi Pemerintah 

Kabupaten Ende dalam mengembangkan website yang lebih modern, responsif, dan 

sesuai dengan kebutuhan pengguna. 

Kata kunci: UI/UX, Desain Thinking, UEQ, Kabupaten Ende, Redesain. 
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ABSTRACT 

 

The Ende District Government website plays an important role in providing 

digital public information and services. However, initial analysis using SimilarWeb 

shows that this website experiences a high bounce rate (64.83%), a short average 

visit duration (34 seconds), and the number of pages visited per session is only 1.41. 

Based on the results of observations, interviews, and UEQ questionnaires, several 

factors were found to cause low user engagement, namely confusing navigation, 

unattractive visual appearance, lack of innovation on the website, and lack of 

interactive features that support user needs.  

To solve this problem, the research applied the Design Thinking method, 

which consists of five stages: Empathize, Define, Ideate, Prototype, and Testing. 

Evaluation was conducted using the User Experience Questionnaire (UEQ) which 

measures six key aspects of user experience: Attractiveness, Perspicuity, Efficiency, 

Dependability, Stimulation, and Novelty. Data was collected through observation, 

interviews, and questionnaires, with 30 respondents participating in the evaluation 

before and after the redesign. 

The results showed a significant improvement in UI/UX after the redesign. 

Before the redesign, the average UEQ score was in the Bad category, with 

Attractiveness (0.44), Perspicuity (0.83), Efficiency (0.64), Dependability (0.39), 

Stimulation (0.34), and Novelty (0.07). After the redesign, the scores increased to 

the Good and Excellent categories, with Attractiveness (2.05), Perspicuity (1.93), 

Efficiency (2.04), Dependability (1.85), Stimulation (1.92), and Novelty (1.62). The 

biggest improvements occurred in Attractiveness (+1.61) and Stimulation (+1.58), 

indicating that the new design is more attractive and provides a better user 

experience. This research can be a reference for the Ende Regency Government ini 

developing a website that is more modern, responsive, and in accordance with user 

needs. 

Keywords: UI/UX, Desain Thinking, UEQ, Ende Regency, Redesign.  
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