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ABSTRAK 

Perancangan Ulang atau Redesign merupakan tindakan membuat perubahanbaru berdasarkan 

tampilan desain lama diganti dengan desain baru untuk mencapai tujuan positif yang mengarah pada 

kemajuan. Seiring dengan berkembangnya teknologi informasi dan komunikasi, hampir seluruh 

masyarakatdi seluruh dunia kini tidak bisa terlepas dari penggunaan internet. Berbagai jenislayanan yang 

ada di internet, terdapat salah satu media yang sering digunakan oleh masyarakat, yang bernama website. 

Salah satunya yaitu Website SMAN 1 Gambiran yang berisi tentang tampilan informasi mengenai 

seputar SMAN 1 Gambiran. Melaui observasi terhadap website SMAN 1 Gambiran, ditemukan masalah 

pada aspek tampilan UI/UX pada website. Para responden yang sudah diuji melalui penyebaran 

kuesioner menggunakan metode System Usability Scale(SUS), diperoleh skor rata-rata 66,08 dengan 

rating scale F untuk Poor yang artinya nilai usability website SMAN 1 Gambiran masih dibawah rata- 

rata. Beberapa masalahnya yaitu, tampilan kurang menarik, terlalu monoton, kurang fresh dan juga 

terlalu polos untuk tampilan website. Maka dari itu tampilan website SMAN 1 Gambiran perlu dilakukan 

perancangan ulang tampilan denganmenggunakan metode Design Thinking. 

 

 

 

kata kunci : Perancangan Ulang UI/UX, Website, Metode Design Thinking, SystemUsability Scale 

(SUS). 
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ABSTRACT 

 

Redesign is the act of making new changes based on the appearance of the old design being 

replaced with a new design to achieve positive goals that lead to progress. Along with the development 

of information and communication technology, almost all people throughout the world cannot be 

separated from using the internet. There are various types of services on the internet, there is onemedia 

that is often used by the public, which is called a website. One of them is the SMAN 1 Gambiran website 

which contains information about SMAN 1 Gambiran. Through observations of the SMAN 1 Gambiran 

website, problems were found in the UI/UX display aspects of the website. The respondents who were 

tested by distributing questionnaires using the System Usability Scale (SUS)method obtained an average 

score of 66.08 with a scale rating of F for Poor, which means the usability value of the SMAN 1 

Gambiran website is still below average. Some of the problems are, the appearance is not attractive, too 

monotonous, not fresh and also too plain for the appearance of the website. Therefore, the appearance 

of the SMAN 1 Gambiran website needs to be redesigned using the Design Thinking method. 

 

Keywords: UI/UX Redesign, Website, Design Thinking Method, System Usability Scale (SUS). 
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