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INTISARI 

 

Website sekolah berperan penting sebagai sarana penyampaian informasi kepada 

siswa, orang tua, maupun masyarakat umum. SMP Muhammadiyah 1 Prambanan 

sebenarnya telah memiliki website, namun hasil observasi menunjukkan bahwa 

tampilan dan navigasinya masih kurang optimal sehingga pengguna merasa 

kesulitan dalam mengakses informasi. Kondisi tersebut mendorong dilakukannya 

perancangan ulang website dengan tujuan menghadirkan sistem yang lebih 

terstruktur, mudah dipahami, dan sesuai kebutuhan pengguna. 

Penelitian ini menggunakan metode Design Thinking yang meliputi lima tahapan, 

yaitu empathize, define, ideate, prototype, dan test. Pada tahap awal, peneliti 

mengidentifikasi kebutuhan dan permasalahan melalui kuesioner. Hasil temuan 

kemudian dirumuskan pada tahap define, dilanjutkan dengan penyusunan ide dan 

rancangan alur sistem di tahap ideate. Prototype website yang dihasilkan mencakup 

fitur utama, antara lain kalender akademik, jadwal pelajaran, profil guru, materi 

pembelajaran, sistem penerimaan siswa baru (SPMB), dan informasi alumni. 

Tahap pengujian dilakukan dengan metode Single Ease Question (SEQ) yang 

diberikan kepada 55 responden setelah mencoba prototype. Instrumen ini berisi 6 

pertanyaan dengan skala penilaian 1–7. Hasil pengolahan data menunjukkan nilai 

rata-rata 5,87, yang berada dalam kategori ”mudah” serta melampaui standar 

minimum SEQ sebesar 5,5. 

Dengan demikian, dapat disimpulkan bahwa perancangan ulang website 

menggunakan metode Design Thinking berhasil menghasilkan prototype yang lebih 

mudah digunakan, memiliki struktur informasi yang lebih jelas, dan layak untuk 

diimplementasikan sebagai media informasi sekolah. 

 

Kata kunci: Website sekolah, Design Thinking, Prototype, Single Ease Question, 

Usability. 
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ABSTRACT 

 

School websites play an important role as a medium for delivering information to 

students, parents, and the wider community. SMP Muhammadiyah 1 Prambanan 

already has a website, but observations show that its design and navigation are still 

not optimal, making it difficult for users to access information effectively. This 

condition encouraged the redesign of the website with the aim of creating a system 

that is more structured, easy to understand, and aligned with user needs. 

This research applies the Design Thinking method, which consists of five stages: 

empathize, define, ideate, prototype, and test. In the initial stage, user needs and 

problems were identified through questionnaires. The findings were then 

formulated in the define stage, followed by generating ideas and system flow 

designs in the ideate stage. The prototype produced includes several main features, 

such as an academic calendar, class schedule, teacher profiles, learning materials, a 

new student admission system (SPMB), and alumni information. 

The testing stage was carried out using the Single Ease Question (SEQ) method, 

involving 55 respondents after trying the prototype. This instrument consisted of 

six questions with a rating scale of 1–7. The data analysis resulted in an average 

score of 5.87, which falls into the “easy” category and exceeds the minimum SEQ 

standard of 5.5. 

In conclusion, the website redesign using the Design Thinking approach 

successfully produced a prototype that is easier to use, provides clearer information 

structures, and is feasible to be implemented as the school’s official information 

medium. 

Keywords: School website, Design Thinking, Prototype, Single Ease Question, 

Usability. 

 


	HALAMAN JUDUL
	HALAMAN PERSETUJUAN
	HALAMAN PENGESAHAN
	HALAMAN PERNYATAAN KEASLIAN SKRIPSI
	HALAMAN PERSEMBAHAN
	KATA PENGANTAR
	DAFTAR ISI
	DAFTAR TABEL
	DAFTAR GAMBAR
	DAFTAR LAMPIRAN
	DAFTAR LAMBANG DAN SINGKATAN
	DAFTAR ISTILAH
	INTISARI
	ABSTRACT

