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ABSTRAK 

 
Nama : Ryan Aldi Pratama 

Program Studi : Informatika 

Judul : Analisis dan Perancangan UI/UX Aplikasi LMS 

Menggunakan Metode Design Thinking 

(Studi Kasus: SMP Jati Agung) 

Digitalisasi sistem pembelajaran semakin menjadi kebutuhan dalam menunjang 

efektivitas dan efisiensi kegiatan akademik di sekolah. Penelitian ini bertujuan untuk 

merancang antarmuka pengguna (UI) dan pengalaman pengguna (UX) dari aplikasi 

Learning Management System (LMS) yang disesuaikan dengan kebutuhan pengguna 

di SMP Jati Agung. Perancangan dilakukan menggunakan metode Design Thinking, 

yang mencakup lima tahap: Empathize, Define, Ideate, Prototype, dan Test. Pengguna 

utama dalam penelitian ini meliputi murid, guru, dan orang tua, dengan fokus pada 

kemudahan penggunaan, kejelasan informasi, serta keterpaduan fitur. Aplikasi ini 

dirancang memiliki fitur unggulan berupa pembayaran tagihan sekolah secara digital, 

pencatatan presensi siswa, akses nilai, jadwal pelajaran, serta pemberitahuan 

informasi sekolah. Prototipe dikembangkan menggunakan Figma dan diuji melalui 

platform Maze, sementara evaluasi usability dilakukan menggunakan metode System 

Usability Scale (SUS). Hasil pengujian menunjukkan bahwa skor SUS mencapai 83,5, 

yang tergolong dalam kategori sangat baik, menunjukkan bahwa desain UI/UX 

aplikasi ini diterima dengan baik oleh pengguna dari berbagai kalangan. Kesimpulan 

dari penelitian ini menunjukkan bahwa pendekatan Design Thinking efektif dalam 

menghasilkan rancangan UI/UX aplikasi LMS yang responsif terhadap kebutuhan 

pengguna dan dapat menunjang transformasi digital pendidikan di tingkat sekolah 

menengah. 

 

Kata Kunci : UI/UX, Learning Management System, Design Thinking, System 

Usability Scale. 
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ABSTRACT 

 
Nama : Ryan Aldi Pratama 

Program Studi : Informatika 

Judul : Analysis and Design of UI/UX LMS Application Using 

Design Thinking Method (Case Study: SMP Jati Agung) 

 
The digitalization of learning systems is increasingly becoming a necessity to support 

the effectiveness and efficiency of academic activities in schools. This study aims to 

design the User Interface (UI) and User Experience (UX) of a Learning Management 

System (LMS) application tailored to the needs of users at SMP Jati Agung. The design 

process was carried out using the Design Thinking method, which includes five 

stages: Empathize, Define, Ideate, Prototype, and Test. The primary users in this study 

include students, teachers, and parents, with a focus on ease of use, clarity of 

information, and feature integration. The application is designed with key features 

such as digital school fee payments, student attendance recording, grade access, class 

schedules, and school announcements. The prototype was developed using Figma and 

tested through the Maze platform, while usability evaluation was conducted using the 

System Usability Scale (SUS) method. The testing results showed that the SUS score 

reached 83.5, which falls into the excellent category, indicating that the UI/UX design 

of this application is well received by users across different groups. The conclusion of 

this study demonstrates that the Design Thinking approach is effective in producing a 

UI/UX design for LMS applications that is responsive to user needs and supports the 

digital transformation of education at the secondary school level. 

 
Keywords : UI/UX, Learning Management System, Design Thinking, System 

Usability Scale. 
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