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INTISARI

Kantor Pertanahan Kabupaten Klaten berupaya memberikan layanan yang
lebih baik kepada masyarakat dengan memanfaatkan teknologi informasi, salah
satunya melalui situs web. Namun, hasil survei menunjukkan bahwa pengalaman
pengguna (UX) dan antarmuka pengguna (Ul) website saat ini masih kurang
optimal.

Berdasarkan hasil kuesioner yang dikirimkan kepada 10 responden,
sebanyak 80% responden menyatakan perlu untuk membuat rancangan baru
prototipe website Kantor Pertanahan yang dikembangkan dengan metode Design
Thinking. Sementara itu, 20% responden menjawab mungkin, dan tidak ada yang
menyatakan tidak perlu.

Metode Design Thinking digunakan untuk menyelesaikan permasalahan ini
dengan lima tahapan: empathize, define, ideate, prototype, dan test. Melalui proses
ini, diharapkan rancangan baru dapat menghasilkan pengalaman pengguna yang
lebih baik, sehingga meningkatkan kemudahan dan kepuasan masyarakat dalam
mengakses layanan yang tersedia di situs web Kantor Pertanahan Kabupaten
Klaten.

Kata Kunci : Kantor Pertanahan, UI/UX, design thinking, website, layanan
masyarakat.
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ABSTRACT

The Klaten Regency Land Office seeks to provide better services to the
community by utilizing information technology, one of which is through the
website. However, the survey results show that the current website user experience
(UX) and user interface (Ul) are still less than optimal.

Based on the results of a questionnaire sent to 10 respondents, 80% of
respondents stated that it was necessary to create a new prototype design for the
Land Office website which was developed using the Design Thinking method.
Meanwhile, 20% of respondents answered maybe, and no one said it was not
necessary.

The Design Thinking method is used to solve this problem with five stages:
empathize, define, ideate, prototype, and test. Through this process, it is hoped that
the new design can produce a better user experience, thereby increasing the ease
and satisfaction of the public in accessing the services available on the Klaten
Regency Land Office website.

Keywords: Land Office, UI/UX, design thinking, website, community services.



