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ABSTRAK 

DESAIN  USER INTERFACE DAN USER EXPERIENCE PADA WEBSITE 

SMK INDUSTRI NGORO DENGAN MENGGUNAKAN  METODE LEAN 

UX 

Oleh: 

Afiqo Ilman Dinan Tandra 

 

Kemajuan teknologi informasi khususnya internet telah mengubah cara 

penyampaian informasi di berbagai bidang, termasuk pendidikan. SMK Industri 

Ngoro belum memiliki website resmi yang berdampak pada terbatasnya akses 

informasi, promosi, dan pendaftaran siswa baru. Penelitian ini bertujuan untuk 

merancang desain User Interface (UI) dan User Experience (UX) pada website 

SMK Industri Ngoro menggunakan metode Lean UX yang berfokus pada proses 

desain berbasis pengguna secara efisien. Penelitian dilakukan melalui dua iterasi. 

Iterasi pertama melibatkan usability testing dengan wawancara semi terstruktur 

kepada kepala sekolah dan operator sekolah. Hasilnya menjadi dasar 

penyempurnaan prototipe. Iterasi kedua menggunakan kuesioner User Experience 

Questionnaire (UEQ) yang disebarkan kepada seluruh stakeholder, meliputi siswa, 

guru, dan masyarakat umum, untuk mengukur enam dimensi UX: attractiveness, 

perspicuity, efficiency, dependability, stimulation, dan novelty. Hasil akhir 

pengujian menunjukkan nilai rata-rata pada enam dimensi UEQ berada pada 

kategori baik hingga sangat baik, dengan skor tertinggi pada dimensi stimulasi 

(1,50) dan ketepatan (1,59). Hal ini membuktikan bahwa desain UI/UX yang 

dikembangkan telah memberikan pengalaman penggunaan yang positif dan sesuai 

dengan kebutuhan pengguna sekolah. 

 

Kata Kunci: Desain Website, User Interface, User Experience, Lean UX, User 

Experience Qestionnaire, Usability Testing 
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ABSTRACT 

USER INTERFACE AND USER EXPERIENCE DESIGN ON SMK 

INDUSTRI NGORO WEBSITE USING LEAN UX METHOD 

By: 

Afiqo Ilman Dinan Tandra 

The advancement of information technology, especially the internet, has changed 

the way information is delivered in various fields, including education. SMK 

Industri Ngoro does not yet have an official website, which has an impact on limited 

access to information, promotion, and new student registration. This study aims to 

design the User Interface (UI) and User Experience (UX) design on the SMK 

Industri Ngoro website using the Lean UX method which focuses on the efficient 

user-based design process. The study was conducted through two iterations. The 

first iteration involved usability testing with semi-structured interviews with the 

principal and school operators. The results became the basis for refining the 

prototype. The second iteration used the User Experience Questionnaire (UEQ) 

questionnaire which was distributed to all stakeholders, including students, 

teachers, and the general public, to measure six dimensions of UX: attractiveness, 

perspicuity, efficiency, dependability, stimulation, and novelty. The final test results 

showed that the average value of the six UEQ dimensions was in the good to very 

good category, with the highest scores in the stimulation dimensions (1.50) and 

accuracy (1.59). This proves that the developed UI/UX design has provided a 

positive user experience and is in accordance with the needs of school users.  

Keywords: Design Website, User Interface, User Experience, Lean UX, User 

Experience Qestionnaire, Usability testing 
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