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INTISARI 

 

Website MAN 4 Bantul berperan sebagai media informasi yang 

menyediakan berbagai layanan terkait aktivitas sekolah, sehingga memiliki posisi 

yang penting bagi institusi pendidikan. Pada umumnya, perancangan antarmuka 

website ditujukan untuk memudahkan pengguna dalam mengakses informasi sesuai 

kebutuhannya. Akan tetapi, banyak sekolah yang telah memiliki platform digital 

justru masih mengabaikan aspek visual, kenyamanan, serta pengalaman pengguna 

dalam setiap fitur yang tersedia. Berdasarkan hasil pengisian kuesioner oleh 30 

responden menggunakan User Experience Questionnaire (UEQ), website MAN 4 

Bantul memperoleh skor yang kurang memuaskan pada beberapa aspek, yaitu: 

Attractiveness (0.05), Perspicuity (−0.13), Efficiency (0.16), Dependability (0.37), 

Stimulation (−0.13), dan Novelty (−0.08). Oleh karena itu, diperlukan perancangan 

ulang website guna meningkatkan pengalaman pengguna dengan menggunakan 

metode Design Thinking. Hasil dari penelitian ini berupa rancangan prototype yang 

selanjutnya dikembangkan menjadi Front-End website. Setelah dilakukan 

pengujian ulang menggunakan User Experience Questionnaire (UEQ), website 

hasil perancangan ulang menunjukkan peningkatan dengan skor: Attractiveness 

(2.13), Perspicuity (2.18), Efficiency (2.36), Dependability (2.13), Stimulation 

(1.40), dan Novelty (1.33). Dengan demikian, perancangan ulang UI/UX serta 

Front-End website MAN 4 Bantul dapat diterima oleh pengguna dan terbukti 

mampu mengatasi permasalahan yang ada. 

 

Kata kunci: UI/UX, Design Thinking, Front End, Website, User Experience 

Questionnaire (UEQ). 
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ABSTRACT 

 

The MAN 4 Bantul website serves as an information platform that provides 

various services related to school activities, thus holding an important role for the 

educational institution. In general, website interfaces are designed to facilitate user 

access according to their needs. However, many schools that already provide 

digital platforms often neglect visual aspects, user comfort, and overall user 

experience in the features offered. Based on the results of a questionnaire 

completed by 30 respondents using the User Experience Questionnaire (UEQ), the 

MAN 4 Bantul website received unsatisfactory scores in several aspects: 

Attractiveness (0.05), Perspicuity (−0.13), Efficiency (0.16), Dependability (0.37), 

Stimulation (−0.13), and Novelty (−0.08). Therefore, it was concluded that the 

website needs to be redesigned in order to improve user experience by applying the 

Design Thinking method. The outcome of this research was a prototype that was 

subsequently developed into a front-end website. After being re-evaluated using the 

UEQ, the redesigned website achieved significantly improved scores: 

Attractiveness (2.13), Perspicuity (2.18), Efficiency (2.36), Dependability (2.13), 

Stimulation (1.40), and Novelty (1.33). Thus, the redesign of the UI/UX and front-

end of the MAN 4 Bantul website was well received by users and successfully 

addressed the existing issues. 
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