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ABSTRAK

Muhammad Fahreza Mufaris. 202110715079. Penerapan Metode Design
Thinking Dalam Perancangan UI/UX E-Learning Berbasis Website Pada SMA
Negeri 4 Tambun Selatan. Bekasi: Fakultas Ilmu Komputer. Universitas

Bhayangkara Jakarta Raya. 2025

Transformasi digital dalam dunia pendidikan mendorong adopsi sistem e-learning
sebagai alternatif pembelajaran konvensional. Namun, di SMA Negeri 4 Tambun
Selatan, proses belajar masih banyak bergantung pada pertemuan tatap muka.
Akibatnya, siswa mengalami kesulitan ketika ingin mengulang pelajaran di rumah,
karena tidak semua guru memanfaatkan media pembelajaran digital. Meski sekolah
telah menggunakan platform seperti Google Classroom dan WhatsApp, keduanya
memiliki keterbatasan mulai dari fitur pemantauan siswa yang kurang optimal
hingga absensi kehadiran menggunakan metode manual. Penelitian ini bertujuan
untuk merancang antarmuka dan pengalaman pengguna (UI/UX) dari platform e-
learning berbasis web yang lebih terintegrasi, efisien, dan responsif. Metode Design
Thinking digunakan karena pendekatannya yang berpusat pada kebutuhan nyata
pengguna. Melalui lima tahapan yaitu empathize, define, ideate, prototype, dan
testing data dikumpulkan dari guru dan siswa melalui kuesioner untuk menggali
kebutuhan, kendala, dan ekspektasi mereka. Hasilnya menjadi dasar perancangan
fitur utama seperti registrasi, login, ruang kelas, absensi, nilai, dan laporan bantuan,
dengan desain visual yang konsisten dan mudah digunakan. Prototype dirancang
menggunakan Figma, dan diuji melalui usability testing dengan platform Useberry
serta metode System Usability Scale (SUS). Hasil pengujian menunjukkan bahwa
mayoritas partisipan merasa prototype sangat mudah digunakan, dengan skor SEQ
antara 6 — 7 dan skor SUS untuk siswa mendapat skor 85 atau Excellent dan skor
SUS untuk guru mendapat skor 88,75 atau Excellent. Penelitian ini membuktikan
bahwa pendekatan melalui Design Thinking dapat menghasilkan platform e-
learning yang intuitif, solutif, dan relevan dengan kebutuhan sekolah masa kini,
sekaligus mendorong pembelajaran yang lebih adaptif dan manusiawi.

Kata Kunci : Design Thinking, Usability Testing, Figma, Ul/UX, SUS, SEQ
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ABSTRACT

Muhammad Fahreza Mufaris. 202110715079. Application of Design Thinking
Method in Designing Website-Based Ul/UX E-Learning at State Senior High School

4 of South Tambun. Bekasi: Faculty of Computer Science. Bhayangkara University

of Jakarta Raya. 2025

Digital transformation in education encourages the adoption of e-learning systems
as an alternative to conventional learning. However, at SMA Negeri 4 Tambun
Selatan, the learning process still relies heavily on face-to-face meetings. As a result,
students experience difficulties when they want to repeat lessons at home, as not all
teachers utilize digital learning media. Although the school has used platforms such
as Google Classroom and WhatsApp, both have limitations ranging from less than
optimal student monitoring features to attendance using manual methods. This
research aims to design the interface and user experience (Ul/UX) of a web-based
e-learning platform that is more integrated, efficient and responsive. The Design
Thinking method is used because its approach is centered on the real needs of users.
Through the five stages of empathize, define, ideate, prototype, and test data was
collected from teachers and students through questionnaires to explore their needs,
constraints, and expectations. The results became the basis for designing the main
features such as registration, login, classrooms, attendance, grades, and help
reports, with a consistent and easy-to-use visual design. The prototype was
designed using Figma, and tested through usability testing with Useberry platform
and System Usability Scale (SUS) method. Test results showed that the majority of
participants found the prototype very easy to use, with SEQ scores between 6 - 7
and SUS scores for students scored 85 or Excellent and SUS scores for teachers
scored 88.75 or Excellent. This research proves that an approach through Design
Thinking can produce an e-learning platform that is intuitive, solutive, and relevant
to the needs of today's schools, while encouraging more adaptive and humanized
learning.

Keywords : Design Thinking, Usability Testing, Figma, UI/UX, SUS, SEQ
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