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INTISARI 

 

Website sekolah berfungsi sebagai media utama penyampaian informasi 

kepada orang tua, peserta didik, dan masyarakat. Namun, website TK Negeri 

Pembina masih memiliki permasalahan pada aspek tampilan antarmuka (User 

Interface/UI) dan pengalaman pengguna (User Experience/UX), seperti navigasi 

yang kurang jelas, tampilan visual yang kurang menarik, serta keterbatasan 

responsivitas, sehingga belum optimal dalam memenuhi kebutuhan pengguna. 

Penelitian ini bertujuan untuk mengembangkan UI/UX dan front end 

website TK Negeri Pembina menggunakan metode Design Thinking. Metode ini 

diterapkan melalui tahapan empathize, define, ideate, prototype, dan test untuk 

menghasilkan desain yang berorientasi pada pengguna. Implementasi front end 

dilakukan menggunakan HTML, CSS, dan JavaScript. Pengujian usability 

dilakukan menggunakan metode System Usability Scale (SUS) dengan melibatkan 

25 responden. 

Hasil penelitian menunjukkan bahwa pengembangan UI/UX menghasilkan 

tampilan website yang lebih sederhana, informatif, dan responsif. Pengujian SUS 

memperoleh skor rata-rata 56 yang berada pada kategori marginal. Meskipun 

demikian, penerapan Design Thinking terbukti memberikan kontribusi positif 

dalam meningkatkan kemudahan penggunaan website. 

 

Kata kunci: UI/UX, Desain thinking, pengembangan website, Taman kanak-kanak 

(TK), Front End, System Usability Scale.  
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ABSTRACT 

 

The school website serves as the primary medium for conveying information 

to parents, students, and the community. However, the Pembina State Kindergarten 

website still faces issues with its user interface (UI) and user experience (UX), such 

as unclear navigation, unattractive visuals, and limited responsiveness, making it 

less than optimal in meeting user needs. 

This study aims to develop the UI/UX and front-end of the Pembina State 

Kindergarten website using the Design Thinking method. This method is 

implemented through the stages of empathize, define, ideate, prototype, and test to 

produce a user-oriented design. The front-end implementation was carried out 

using HTML, CSS, and JavaScript. Usability testing was conducted using the 

System Usability Scale (SUS) method, involving 25 respondents. 

The results showed that the UI/UX development resulted in a simpler, more 

informative, and more responsive website. The SUS test obtained an average score 

of 56, which is in the marginal category. Nevertheless, the implementation of 

Design Thinking has been proven to positively contribute to improving the website's 

usability. 

Keyword: UI/UX, Design Thinking, Website development, Early Childhood 

Education, Front End, System Usability Scale.


