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INTISARI 

Laporan tugas akhir ini bertujuan untuk merancang desain antarmuka 

pengguna (UI) dan pengalaman pengguna (UX) pada website peminjaman ruang 

di Dinas Komunikasi dan Informatika Kabupaten Klaten dengan menggunakan 

metode Design Thinking. Tugas akhir ini dilakukan karena kebutuhan Modernisasi 

pada sistem peminjaman ruang untuk meningkatkan efisiensi dan aksebilitas 

layanan. Metode yang digunakan adalah Design Thinking. Hasil dari Tugas akhir 

ini berupa desain UI/UX website peminjaman ruang yang mencakup fitur login, 

Dashboard, Data ruangan, Data peminjaman, Data Pengguna, dan Halaman 

Penggunna, Desain UI/UX yang dihasilkan penulis diharapkan dapat 

meningkatkan aksebilitas pengguna dan efisiensi layanan peminjaman ruang di 

Dinas Komunikasi dan Informatika Kabupaten Klaten. 

Kata kunci : Design Thinking, Prototyping, UI/UX Design, Usability Testing 
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ABSTRACT 
 

This study aims to design a website interface that facilitates the process of 

borrowing space at the Communication and Information Service (Diskominfo) of 

Klaten Regency using the Design Thinking method. 

This Design Thinking method involves five main stages: Empathize, 

Define, Ideate, Prototype, and Test. In the "Empathize" stage, interviews and 

observations are conducted to understand the needs and problems faced by users. 

The "Define" stage focuses on identifying the main problems to be solved. 

Furthermore, in the "Ideate" stage, various potential design ideas are generated. 

These ideas are then realized in the form of prototypes at the "Prototype" stage, 

where the initial interface design is created and tested in the "Test" stage to obtain 

feedback from users. 

The results of this study indicate that the use of the Design Thinking method 

allows the development of a more intuitive and effective interface in facilitating the 

process of borrowing space. Feedback from users shows increased satisfaction and 

efficiency in using the website. The implementation of this design is expected to 

improve the quality of public services at the Klaten Regency Diskominfo. 

Keywords: Design Thinking, Prototyping, UI/UX Design, Usability Testing 

 


