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ABSTRAK

Web merupakan layanan yang dipakai di internet yang berfungsi memberikan informasi
dengan dukungan multimedia berbentuk teks, video, gambar ataupun suara. Pemakaian
website sebagai media penyaluran informasi dipandang lebih mudah dalam
memperbaiki, efisien serta efektif dalam menyalurkan informasi. Konnco Studio
menggunakan website sebagai Company Profile untuk memperkenalkan Konnco Studio
dan layanan yang mereka berikan. Namun website milik Konnco Studio mempunyai
kekurangan dalam tampilan user interface, yaitu informasi yang kurang lengkap pada
bagian contact us dan detail produk serta beberapa ukuran gambar dan subjudul yang
masih terlalu besar yang mengganggu kenyamanan pengguna. Tujuan dari penelitian ini
untuk memperbaiki Ul Website Konnco Studio dengan proses redesign agar website ini
menjadi lebih baik dari segi tampilan Ul dan juga menambah kepuasan pengguna jika
dibandingkan dengan website sebelumnya. Metode yang digunakan adalah Prototype
dengan pendekatan pada manusia berdasarkan karakteristik, psikologis dan persepsi
manusia. Penelitian ini menghasilkan bahwa Ul yang sudah di redesign menghasilkan
skor evaluasi Single Ease Question lebih dari 6 dengan nilai tertinggi yaitu 6,6 yang
menyatakan jika pengguna merasa puas atas hasil redesign. Peneliti juga melakukan
evaluasi design dan menghasilkan beberapa perbaikan yaitu penambahan button pada
menu karir agar langsung menuju linkedin Konnco Studio, penambahan portofolio per
divisi pada menu about us dan memperbaiki ukuran font pada tampilan home.

Kata Kunci : User Interface, Website, Konnco Studio, Prototype, Single Ease Question



ABSTRACT

The web is a service used on the internet that provides information with multimedia
support in text, video, images, or sound. The use of a website as a medium for distributing
information is considered easier to improve, efficient, and effective in disseminating
information. Konnco Studio uses a website as a Company Profile to introduce Konnco
Studio and the services they provide. However, Konnco Studio's website has
shortcomings in the user interface display, namely incomplete information in the Contact
Us and product details sections and some image sizes and subtitles that are still too large
which interfere with user comfort. The purpose of this study is to improve the Konnco
Studio Website Ul with a redesign process so that this website becomes better in terms
of Ul appearance and also increases user satisfaction when compared to the previous
website. The method used is Prototype with an approach to humans based on human
characteristics, psychology, and perception. This study resulted in the redesigned Ul
producing a Single Ease Question evaluation score of more than 6 with the highest value
of 6.6 which states that users are satisfied with the results of the redesign. The researcher
also conducted a design evaluation and produced several improvements, namely the
addition of a button on the career menu to go directly to Konnco Studio's LinkedIn, the
addition of portfolios per division on the About Us menu, and improving the font size on
the home display.

Keywords: User Interface, Website, Konnco Studio, Prototype, Single Ease Question

Vi



DAFTAR ISI

DAFTAR IS ettt ettt ettt et e ettt esae e et e e sbeesabeesat e e beesaseenneesaneens 7
DAFTAR GAMBAR ... .ottt ettt sn e sr e e n e s e e nees 10
DAFTAR TABEL ...ttt ettt st ae e et sbe e st e e bt e st e e sbe e eneeeaeas 12
DAFTAR PERUBAHAN ...ttt sttt st nbe e s e b e saneenees 13
BAB PENDAHULUAN ....ooiiiieee ettt ne e s 1
i I 1 =T 11 121 LY - URRR 1
1.2. Perumusan Masalah .....c..oooiiiiiiiiiee e 3
1.3. Pertanyaan Penelitian .....c...ceoieiiieiiciiiee et 3
1.4. Batasan Penelitian ..o 3
1.5, TUJUAN PENEITIAN coiii it e e e e e seabrbereeeeeeesenanns 3
1.6. Manfaat Penelitian .........coouiiiiiiiiee e 3
1.7. Bagan Keterkaitan ......ccccuuuiiiieeie ettt e et e e e e e e e e r e e e e e e e e enanes 4
BAB 2.ttt e h et e nh et e h e e e h et e ne e nane e n e e s neeneenaneeas 5
TINJAUAN PUSTAKA DAN DASAR TEORI ...couuiiiiieiieeieeniee ettt ettt st 5
2.1, Studi SEDEIUMNYA oo 5
P D - 1Y | =T o PP 8
2.2. 0. USEI INEEITACE ....oeoeeeeee ettt ettt ettt e e st e e st e e s e sbaae e s snabneeesnnns 8
D A |V, =3 oo [T o o101 AV o PSR 9
2.2.3.5ingle EQSe QUESTION ..........uveeeeeeeeeeeeiiirieeeeeeeeeeeeccitreeeeeeeeeeseeassaeeeeeesesensrneeees 10
2.2.4. COMPANY PrOJile ..ottt e e raee e e e e s e e eraaees 10
2.2.5. Metode PeranCangain ..............eeieeeecccuueeeeeeeeeeeecciieneeeeeeeeessnsssneeesssssesnnsssenes 11
BAB 3 METODOLOGI PENELITIAN ..ottt 12
3.1, Waktu Penelitian ..coc.eeeiieeiieeeee e 12
3.2. LOKASi PENEIITIAN ..ot e 12
3.3. Metode Penelitian ......ooouiiiieeeeeeee e 12
R I | T oF- [ o T ad =T o 11 VL =1 o USSR 12
3.4.1. Pengumpulan Data.....cccoocccuiieeieeiiiieiiieeeee e eeercrrree e e e e eerrrre e e e e e s ennarraees 13
3.4.2. Analisis kebutuhan SiStemM.........cooiiiiiiiiiiiee e 14
R N U - N O [l DIF-T={ -1 o T 15
o T Yol ANV VA DI = - o I 15
3 R o o) o 1Y/ o 1TSS PUPPUPPRR 15
R N =T o 1= 4V [ = o (R 16
BAB 4 HASIL DAN PEMBAHASAN ..ottt s s 18

Vii



o S AU Lo [ ) = = L AU | PP 18

.2, WAWANCAMA ..eeiiiiiiiiiiiiiiete et e et e e e e e s s s s e e e e e e e s s sesensbrreeeeeeesssaanns 18
4.3. Pendefinisian Masalah........coocuiiiiiiiiii 18
L Y = 11 o 1] o] 1 =PRSS 20
YN 11T 0 -1 o DO PP PP PSP PP PP PPPPPPPPPPPPN 21
4.6. USE Case DIagram . 22
4.6.1. Use Case Diagram Tampilan HOME ......ccccuvveeieeieeiicireeeeece e 22
4.6.2. Use Case Diagram Tampilan Tentang Kami .....ccccoccveeiiviiieeiiniiieeeeneeee e 23
4.6.3. Use Case Diagram Tampilan Produk ..........ccceeeiiiirciiiiiieeie e 23
4.6.4. Use Case Diagram Tampilan Kontak ........ccceecuveeeiiiiiireiniiiie e 24
4.6.5. Use Case Diagram Tampilan Karir .......cccccoviiiieeiie e e 25
A.7. ACEIVItY DIaBram .o 25
4.7.1. Activity Diagram Tampilan HOME .......coocvvieeieei et 25
4.7.2. Activity Diagram Tampilan Tentang Kami.....ccccccooeeciiiiieeiee e 26
4.7.3. Activity Diagram Tampilan Produk........ccccvveeeeiiiiiiiiiiiereeeicc e 27
4.7.4. Activity Diagram Tampilan KOntaK........ccccoveuveeeiiiiiiieicrieee e 27
4.7.5. Activity Diagram Tampilan Karir.......ccoooocoiiieiee e 28
4.8, Ul STYIE GUIE ceeieeiieeireeeeee ettt e et e e e e e s b e e e e s e e e sesessbsseeeeeeeessenanes 28
4.9. Perancangan Wireframe. ... cuiiei ittt 29
4.9.1. Wireframe HOME.......cooiiiiiiiiiiiceceee e e e 29
4.9.2. Wireframe Tentang Kamli.....cccovveeeeiieeiiiiiiirieeeeee e ececireeeee e e e eesenrnreeeeeeeeseennns 30
4.9.3. Wireframe Produk.........c.cooiiiiiiiiiieeceee e 31
4.9.4. Wireframe KONtak ........coceeriiiiieniieee e 32
4.9.5. Wireframe Karil.......cooeeeioneeeneceeee e e 33
4.10. Perancangan Prototype ... 34
0 0t B o o) o} Y/ o LI = [0 1 1SR 34
4.10.2. Prototype ADOUL US.....cciieiiiiiieiiiiie e ciiece ettt e e sree et e s e e e e e e e 35
4.10.3. Prototype ProduUK........ece ettt e e e innrre e e e e e e 35
4.10.4. Prototype Contact UsS....ccuuiuiiiriiiiiiiiiiiiiin et eeecereiise e s e e e seeenae e 38
4.10.5. Prototype Careers ..cccceiiiiiiiiiiieeee e 40
4.10.6. ProtOtYPe ..ottt e e et e e e e e e e e e b e 42
4,171, EValuasi PEranCangaN ........cceoeeecivreerieeeeeieiiiireeeeeeeeeeesesarseeeeeeeessessssssseeseessessenanes 43
4.11.1. Hasil Pengujian Single Ease Question Desain Awal..........ccceccveeeeriinveeeennnee. 43
4.11.2. Hasil Pengujian Single Ease Question Desain AKRIr ............ccccciviieiieeieenenns 44
4.11.3. Perbandingan Hasil PENZUJIaN.........ccoovvvivieeiieiieiccccieeeeece e 45



4.12. Perbandingan Desain Awal dan Desain AKNIr ..........occcoiiiieeiii e 47

4.12.1. Hasil Iterasi DESIZN .....uceiiviiiieiiiiiee ettt e e e e e e s 51
BAB 5 KESIMPULAN DAN SARAN .....oiitiiiiieitteniteesiee ettt sttt sttt e sne e s 54
DL KESIMPUIGN ..ttt e e e e e e e e e e e s e bbb aeeeeeeeesesssaraaeeeeeeens 54
5.2, SN et e e e e s s e e e 54
DAFTAR PUSTAKA ...ttt sttt sttt st ettt e b e st e e b e saneeneesaneenees 55



DAFTAR GAMBAR

Gambar 1.1 Bagan Keterkaitan.....coocccceeeieiiee i 4
Gambar 2.2.2 Prototype MOdel........ccovuiieiiiiiiieiiieeccceeee e 9
Gambar 3.1 Tahapan Penelitian.......c.coeeeiiiiiiee e 21
Gambar 4.2 Activity Diagram Tampilan Home........ccccovvveeeeeiiiiiicccceeeeeee, 24
Gambar 4.3 Activity Diagram Tampilan Tentang Kami......cccoveveevevenreceeeeceeeeenenns 24
Gambar 4.4 Activity Diagram Tampilan Produk.........ccceecuviieeiniiiiiiiieeiiisiiieeee s 25
Gambar 4.5 Activity Diagram Tampilan Kontak........cccceeeeeeeiiiniccciccieeeeeeee e, 26
Gambar 4.6 Activity Diagram Tampilan Karir.......ccoeeevvverreereeieeieeee e, 26
Gambar 4.7 Ul Style GUIdE........uuiieieiieiie ettt e s ee s 28
Gambar 4.8 Wireframe HOme........coouiiiiiiiiiiieeeeeeeee e 28
Gambar 4.9 Wireframe Tentang Kami.......ccccoveeiiiiiiiiiee e 29
Gambar 4.10 Wireframe Produk..........cccceeereeeiiiiiieniee e 30
Gambar 4.11 Wireframe Detail Produk...........cccoeeriiiiiiiiiiiiiiiiiicieeceeeeee 30
Gambar 4.12 Wireframe Kontak.........ccceeriiiiiiiiiiiiiiiceeeeeeeee e 31
Gambar 4.13 Wireframe Pesan Berhasil Terkirim.........cccccveviiiiiiniiieeeee, 31
Gambar 4.14 Wireframe Karil........c.cooieeeioiieeeieeee et s 32
Gambar 4.15 Wireframe Detail Karir.......ccccooiiiiiiiiiiiiiiieeececeeee 32
Gambar 4.16 Prototype HOME.......uuiiiieeeiee ettt eee e s 33
Gambar 4.17 Prototype ADOUL US.......ueeeeeriieiieeeeeiieiccecreereeeee e e 34
Gambar 4.18 Prototype Produk.........cccuviiiiiiiiiiiieeiiisiieiee e 35
Gambar 4.19 Prototype Detail Produk Aplikasi Administrasi.........c.ccccvvvevveeeen..n. 36
Gambar 4.20 Prototype Detail Produk Platform Kreatif.......c...ccccovvevvecnrinnveennnn. 36
Gambar 4.21 Prototype Contact US......ccuueviieiiiiiiieiiiiiiieiee et 37
Gambar 4.22 Prototype Contact Us Halaman Kedua..........ccccccvvnviiiiviieeeenenennnn, 38
Gambar 4.23 Prototype Contact Us Halaman Ketiga..........oceoevvvrvivveiieeeeeeee e, 38
Gambar 4.24 Prototype Halaman Pesan Berhasil Terkirim.......cccccccccoevveeiicinnnnns 39
Gambar 4.25 Prototype Karif......ccc et ee e e e e e 39
Gambar 4.26 Prototype Detail Karir.......coccviiieieeeiee e 40
Gambar 4.27 Prototype Detail Karir......cccoccvvvevireiiiiieiiieeieeeeceeeeeceec e 40
Gambar 4.28 FIOW ProtOtype......ueeiiciieeie ettt 41



Gambar 4.29 Desain HOME AWal.......ioiuuniiiieeieeieeeeeee ettt e et s eetin e eeaan s eees 46

Gambar 4.30 Desain Home AKNIr.....c..cooiiiiiiiieieeeee e 46
Gambar 4.31 Desain About Us AWal........ccceeiriiiiiniiiiiniiiieeeeee e 47
Gambar 4.32 Desain About Us AKNIF........c.coiiiiiiiiiiiiiiici e 47
Gambar 4.33 Desain Product AWal.........cocueeiieriiieiiiee e 48
Gambar 4.34 Desain Product AKhir.......coccoiiiiiiiiiinieeeee e 48
Gambar 4.35 Desain Contact Us AWal........c.cooviiiiiiiiiiniiiiiiiiieceeeeeeeeee 48
Gambar 4.36 Desain Contact Us AKRir........coooiieiiiiiiineeeeeee e 48
Gambar 4.37 Desain Halaman Pesan Terkirim Awal..........cccvevviiriennennnnenns 49
Gambar 4.38 Desain Halaman Pesan Terkirim AKQir.......cccccooeveviinnincnenenee. 49
Gambar 4.39 Desain Karir AWal........cooouiiiiiiiiiiiiiiceccee e 49
Gambar 4.40 Desain Karir AKNIF.........cooviiieiiie e 49
Gambar 4.41 Desain Home AWal.......cooooiiiiiiiiiiiiiieeeeeee e 50
Gambar 4.42 Desain Home Setelah Redesign........ccoveeveevevecceceeceieeecee e, 50
Gambar 4.43 Desain Karir AWal.........coooiiiiiiiiiiniiieee e 51
Gambar 4.44 Desain Karir Setelah Redesign........ccccvuvvvvevveeeieeiieeieeeieiiieinnenns 51
Gambar 4.45 Desain About Us AWal........ccceeiiiiiiiiiiiiiiiiceeeeeeeeeee 52
Gambar 4.46 Desain About Us AKNIF........ccooveiiineiiinncee e 52

Xi



DAFTAR TABEL

Tabel 2.1 Penelitian Terdahulu..........cccoooiiiiiiii e 7
Tabel 4.2 Metode PeranCcangan.....ccccocccceeeeeciiieiieeiee e 11
Tabel 3.1 Daftar Pertanyaan Single Ease QUestion.......cccccceeeeeeeeeeeeeeieeniennnns 16
Tabel 3.2 Daftar Pertanyaan Wawancara Evaluasi.......ccccueeeeeveeveene ceeeecnnnnnns 16
Tabel 4.1 Pendefinisian Masalah.......cccccoeiiiiiiiiiiinieee 18
Tabel 4.2 Use Case Spesification Tampilan HOme.......ccccevveeeeiiieiieinieiiiinnnns 21
Tabel 4.3 Use Case Spesification Tampilan Tentang Kami........cccccoeeeveeennneee. 22
Tabel 4.4 Use Case Spesification Tampilan Produk.............ccccvevviveeeeienvvennnen. 22
Tabel 4.5 Use Case Spesification Tampilan KontakK...........ccceeeeeeeviiinveeerennnns 22
Tabel 4.5 Use Case Spesification Tampilan Karir.......cccoeeeevevivvereeeeeeieeeeeeeennnn. 23
Tabel 4.6 Hasil Single Ease Question Desain Awal..........ccccocvveevvieeeeiieeeenn e, 40
Tabel 4.7 Hasil Single Ease Question Desain Akhir........cccccvveeeiiiiiiniinicien e, 42
Tabel 4.8 Selisih Hasil Single Ease QUESLION........ccccvvvvvveveeeeieieeeeeeeeeeeee e, 43
Tabel 4.9 Perbandingan DesSain..........cccueieiiiriiiieiieieieee e esvee cvveee s 45
4.11.1. Hasil Iterasi DESIZN.......uueeiieeieeeie et e 49

Xii



DAFTAR PERUBAHAN

Revisi Deskripsi

1. Cover masih 1. Mengubah tulisan draf draf menjadi
bertuliskan roposal tugas akhir
draf proposal prop g "
tugas akhir. 2. Mengubah judul yang awalnya

2. Mengubah
judul menjadi Perancangan ulang User Interface Pada
perbaikan. Website Konnco Studio Menggunakan

3. Mengubah use
case diagram Metode Design Thinking menjadi Perbaikan
menjadi User Interface pada Website Konnco Studio
sitemap

4. Mengubah menggunakan metode prototype.
metode desigh | 3 pembuat sitemap untuk menggantikan use
thinking
menjadi case diagram.
metode 4. Membuat perancangan dengan metode
prototype.

prototype.

xiii




	85970680ab1dace1e48896f14990c8030ba2e7e3b62c001b883a00957d5a33a6.pdf
	3c761b8f370fea60bf1e7735d0e422aa5e6db379f74f0bf0bff6ceeeabbdd16b.pdf
	85970680ab1dace1e48896f14990c8030ba2e7e3b62c001b883a00957d5a33a6.pdf

