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INTISARI

KWU UGM (Kewirausahaan Universitas Gadjah Mada) merupakan
organisasi kemahasiswaan yang bergerak di bidang kewirausahaan. Fokus dalam
pengembangan minat mahasiswa, yang dikelola mahasiswa pascasarjana UGM.
KWU UGM ingin membuat website agar informasi seputar kegiatan organisasi
dapat tersampaikan kepada anggota dan masyarakat. Maka dari itu KWU UGM
membuat lomba desain landing page.

Bagian pengembangan produk yang dikerjakan yaitu bagian user
experience (UX).dan user interface (Ul) pada desain. landing page web KWU
UGM. Proses pengembangan ini terdiri dari proses observasi, define, ideate,
wireframe, mockup, prototype. Landing page website KWU UGM dirancang
sebagai wadah karya dan media publikasi dan pengelolaan informasi antara
pengurus organisasi, anggota organisasi dan pengunjung website.

Hasil dari proses pengerjaan desain landing page ini yaitu mockup halaman
landing page, mockup halaman store, mockup halaman recruitment dan juga
prototipe landing page web KWU UGM. Rancangan landing page website ini
memiliki beberapa fitur diantaranya yaitu divisi, berita, event, galeri, kepengurusan
serta memiliki dua halaman tambahan sebagai media rekrutmen anggota baru dan
sebagal media pemasaran produk. Perancangan landing page ini dibuat dengan
desain antarmuka yang minimalis supaya isi dapat tersampaikan dengan jelas dan
akurat dan dapat menberikan pengalaman pengguna yang baik.

Dari kegiatan ini dapat diperoleh kesimpulan yaitu telah berhasil dibuatnya
wireframe, mockup dan prototipe dari landing page web KWU UGM

Kata kunci: website, landing page, antarmuka, pengalaman pengguna, KWU
UGM
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ABSTRACT

KWU UGM (Gadjah Mada University Entrepreneurship) is a student
organization engaged in entrepreneurship. Focus on developing student interest,
which is managed by UGM postgraduate students. KWU UGM wants to create a
website so that information about the organization's activities can be conveyed to
members and the public. Therefore, KWU UGM made a landing page design
competition.

The product development section that is carried out is the user experience
(UX) and user interface (UI) sections on the landing page design of the UGM KWU
web page. This development process consists of a process of observation, define,
ideate, wireframe, mockup, prototype. The landing page of the UGM KWU website
is designed as a place to collect works and media for publication.and information
management between organizational management, organization members and
website visitors.

The results of the landing page design process are landing page mockups,
store page mockups, recruitment page mockups and also the KWU UGM landing
page prototype. The landing page design of this website has several features
including division, news, events, gallery, committee and two extra pages as
recruitment page and product marketing. The design of this landing page is made
with a minimalist interface design so that the content can be conveyed clearly and
accurately and can provide a good user experience.

From this activity, it can be concluded that the wireframe, mockup and
prototype of the landing page of the UGM KWU web page have been successfully
made

Keywords: website, landing page, interface, user experience, KWU UGM
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