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Sunaryana  (11220367),  Analisa dan  Perancangan  UI/UX  Aplikasi  E-learning 
Berbasis Website Pada MTsS Irsyadul Athfal Menggunakan Metode Design 
Thinking 
 
MTsS Irsyadul Athfal merupakan sekolah lanjutan dari setelah lulus sekolah dasar, 
sekolah yang menerapkan kurikulum agamis dalam pembelajarnya, akan tetapi 
penulis menemukan permasalah sekolah yang sudah memiliki Website tetapi kurang 
dimanfaatkan dalam menunjang proses pembelajaran, websitenya hanya sebagai 
media promosi saja. Penelitian ini bertujuan untuk memberikan rekomendasi sebagai 
bahan referensi berupa perancangan UI/UX  aplikasi E-learning berupa prototype 
website agar dapat dikembangkan di masa yang akan datang. Pada penelitian ini 
penulis menggunakan pendekatan metode Design Thinking untuk dapat menghasilkan 
perancangan UI/UX aplikasi E-learning yang sesuai dengan kebutuhan pengguna. 
Terdapat beberapa proses dalam metode penelitian yaitu empathize, define, ideate, 
prototype, dan testing. Tahapan Analisa dan perancangan UI/UX apliaksi E-learning 
melalui beberapa tahap yaitu memahami suatu masalah kebutuhan pengguna, Analisa 
kebutuhan, Analisa solusi, pembuatan prototype kemudian dilakukan pengujian 
terhadap beberapa pengguna. Hasil Prototype yang telah dirancang diujikankepada 9 
Responden menggunakan metode pengujian System Usability Scale (SUS). 
Berdasarkan pengujian yang telah dilakukan diperoleh hasil uji dengan total nilai 
skore SUS yaitu 83.33 atau (Grade Scale B). 
 

Kata kunci: Aplikasi E-Learning, UI/UX, Metode Degin Thinking 
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Sunaryana (11220367), Analysis and Design of UI/UX for Website-Based E-
learning Applications at MTsS Irsyadul Athfal Using the Design Thinking Method 
 
MTsS Irsyadul Athfal is a secondary school after graduating from elementary school, 
a school that applies a religious curriculum to its students, but the author found the 
problem of schools that already have a website but it is not used enough to support the 
learning process, the website is only a promotional medium. This research aims to 
provide recommendations as reference material in the form of UI/UX design for E-
learning applications in the form of website prototypes so that they can be developed 
in the future. In this research, the author uses the Design Thinking method approach 
to produce UI/UX designs for E-learning applications that suit user needs. There are 
several processes in the research method, namely empathize, define, ideate, prototype, 
and testing. Stages of analyzing and designing the UI/UX of E-learning applications 
through several stages, namely understanding a user needs problem, needs analysis, 
solution analysis, making a prototype and then testing it on several users. The results 
of the prototype that had been designed were tested on 9 respondents using the System 
Usability Scale (SUS) testing method. Based on the tests that have been carried out, 
test results were obtained with a total SUS score value of 83.33 or (Grade Scale B). 
 
Keywords: E-Learning Application, UI/UX, Degin Thinking Method 
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