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Abstract
Student  organizations,  often  called  ORMAWA  at  the 
University  of  PGRI Wiranegara  (UNIWARA),  struggle  to 
attract  new  members  due  to  limited  information  about 
ORMAWA profiles and activities. This study aims to design a 
prototype  UI/UX  for  the  ORMAWA  UNIWARA  profile 
website using the Design Thinking method, which includes 
Empathize, Define, Ideate, Prototype, and Testing stages. Six 
students  were  interviewed  to  identify  user  needs  in  the 
Empathize stage, while the Define stage pinpointed key issues 
in  accessing  ORMAWA  information.  Solutions  were 
brainstormed in the Ideate stage, and a prototype was created 
using  Figma.  Usability  was  assessed  with  the  System 
Usability  Scale  (SUS)  and  Single  Ease  Question  (SEQ), 
yielding an SUS score of 84 ("Excellent") and an SEQ average 
of 6.6, indicating high usability and ease of use. These results 
demonstrate  that  the  Design  Thinking  method  effectively 
meets student needs for ORMAWA information and enhances 
the  quality  of  information  provided  to  students  about 
UNIWARA's student organizations.

Keywords:  design  thinking;  single  ease  question  (SEQ); 
system usability scale (SUS); user experience ; user interface 

1. Introduction

Student  Organization  is  a  forum formed  and  operated  by 
students to provide space to explore and develop their talents, 
interests,  and  potential  to  the  maximum  [1].  Student 
Organizations,  often  known  as  ORMAWA,  are  common 
among students. As in the University of PGRI Wiranegara, it 
has many active organizations.

The  University  of  PGRI  Wiranegara  has  many  active 
organizations,  often  called  ORMAWA.  These  student 

organizations are the Student Executive Board (BEM), Study 
Program Student Association (HMPS), and Student Activity 
Unit (UKM). These organizations are essential in supporting 
students' lives outside of academics and helping them develop 
their potential and soft skills.

However, in recent years, there has been a decline in the 
number of members joining ORMAWA at the University of 
PGRI Wiranegara. One of the factors causing the decrease in 
the number of members joining is the lack of information 
obtained by students about ORMAWA at the University of 
PGRI Wiranegara.  Many students  do  not  know about  the 
types of ORMAWA available, the activities carried out, and 
the benefits of joining ORMAWA. Therefore, efforts must be 
made to increase the amount of information about ORMAWA 
for students.

This study addresses the problem of a decreasing number 
of  members  joining  ORMAWA  at  Universitas  PGRI 
Wiranegara.  The background of  this  problem is  rooted in 
students' ignorance about various types of ORMAWA,  the 
activities carried out, and the benefits that can be obtained by 
joining. In this study, the authors use the Design Thinking 
approach  to  design  the  User  Interface  (UI)  and  User 
Experience (UX) of the website containing the ORMAWA 
profile  to  make  information  about  ORMAWA  more 
accessible  to  students.  The motivation for  this  study is  to 
create  a  more  effective  solution  for  providing  targeted 
information  to  students  about  ORMAWA,  which  can 
ultimately increase the number of members who join.

In  this  effort,   this  study,  the  author  conducted  User 
Interface (UI) and User Experience (UX) Design for a website 
containing  the  profile  of  ORMAWA  University  of  PGRI 
Wiranegara using the Design Thinking method.
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2. Related Works

Designing a User Interface (UI) and User Experience (UX) is 
an essential initial step in creating a website or application. 
The User Interface (UI) is the visual aspect of a product that 
includes the shape, size, color, and layout of the elements in it, 
as well as a bridge between the user and the system, while 
User  Experience  (UX)  is  the  user's  experience  when 
interacting with the product, including usability, influence, 
and  problems  experienced  [2].  Both  are  interrelated  and 
equally important to ensure users interact with the product 
quickly and enjoyably. The method used in the design process 
is Design Thinking. 

Design  thinking  is  a  human-centered  design  approach. 
The design thinking method is a holistic thinking process that 
focuses on creating solutions, starting with the empathy stage 
for  specific  human-centered  needs  that  aim  to  achieve 
sustainable innovation following user needs  [3]. Therefore, 
the authors use the design thinking method in designing the 
UI/UX of the ORMAWA profile website to get a UI/UX that 
is under user needs.

UI/UX design is  essential  because  it   ensures  that  the 
website  developed  has  a  user-friendly  interface,  is  easily 
accessible, and has an optimal user experience. The Design 
Thinking method was chosen because this approach focuses 
on a deep understanding of user needs (in this case, students) 
and  creating  real  data-based  solutions.  By  using  Design 
Thinking, we can design a website that is visually appealing, 
intuitive, and easy to use so that students can easily access 
information about ORMAWA.

3. Methods

This  research  used  the  design  thinking  method,  which 
includes  several  stages  in  designing  the  UI/UX  of  the 
ORMAWA  profile  website.  The  stages  in  the  Design 
Thinking method are shown in Figure 1.

Figure 1: Design Thinking Stage [4]

3.1 Empathize
The  first  stage  in  the  Design  Thinking  method  is  the 
empathize stage. The empathize stage is critical for capturing 
users'  thoughts,  statements,  feelings,  and  actions  so  that 
software design can genuinely meet their [5]. The Empathize 
stage can also be interpreted as an effort to understand and pay 
close attention to users as best as possible to gain insight into 
what they want [6].

At this stage, the authors identified user needs through 
interviews  with  six  students  (respondents).  The  research 
involved collecting interview data with students, conducting 
surveys, and observating on how students access information 

about ORMAWA at Universitas PGRI Wiranegara. From the 
interview,  the  insights  from  ORMAWA  administrators 
regarding  challenges  faced  in  conveying  information  to 
students was obtained. Then, the results of the interviews were 
processed using the Empathize tool, namely the empathy map. 
The empathy map includes data on what someone says, does, 
thinks,  and  feels  [7].  Interviews  and  the  preparation  of 
empathy  maps  were  conducted  to  understand  user  needs, 
including the information and preferences desired by users 
related to the design of the UI/UX of the ORMAWA profile 
website.

3.2 Define
The  Define  stage  is  where  the  problems  found  in  the 
Empathize stage are analyzed and processed  [8]. The data 
obtained through Empathize are then examined thoroughly to 
formulate a problem statement, which is the main focus of the 
research. The problem is formulated at this stage by compiling 
pain points and How-Might-We (HMW). 

3.2.1 Pain Point
A Pain  point  is  a  process  that  aims  to  identify  problems 
experienced by users. The results of this identification then 
become the basis for designing solutions to overcome these 
problems [5]. At this stage, the issues that have been identified 
were compiled.

3.2.2 How-Might-We (HMW)
How Might We (HMW) is a technique used to turn problems 
into questions, shift the way designers think, and help them 
realize that every problem has a solution [9].

3.3 Ideate
Ideate is the stage where the problems that have been analyzed 
are sought for various possible solutions to solve the issues 
identified in the previous stage  [9]. In this stage, there are 
some outputs produced:

• Solution ideas to address the identified problems. For 
example, creating a website containing ORMAWA in-
formation features like activity search, ORMAWA pro-
file, and online registration form.

• An initial sketch or wireframe of the website's appear-
ance illustrates the interface design concept.

In the ideation process, the main focus is to produce ideas 
that will be the basis for making a prototype design that will be 
developed [3]. At this stage, the authors analyze the problems 
in the Define stage and looks for ideas or solutions that can be 
used to solve the problem, then compiles an affinity diagram.

The preparation of affinity diagrams aims to group ideas or 
solutions obtained based on their respective categories [10]. In 
this  study,  the  author  provides  two  categories:  interface 
category and information category.  The interface category 
covers aspects of visual design and user interaction with the 
system, while the information category covers content and 
presentation of valid information  for users.

3.4 Prototype
The  prototype  is  the  fourth  stage  in  the  design  thinking 
method, which aims to realize ideas or solutions generated in 
the previous stage and display them visually [7]. Prototypes 
allow designers to simulate and test interactions within a web 
or application, thereby saving costs and time by identifying 
potential errors before the development stage [11].
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Prototypes  can  come  in  various  forms,  from  physical 
prototypes,  such  as  accurate  models  or  prints,  to  digital 
prototypes,  such  as  wireframes,  mockups,  or  working 
software  [6].  The  author  will  create  user  flows,  UI  style 
guides, wireframes, and mockups at this stage.

3.4.1 User Flow
User flow is a step or process that the user will carry out when 
designing  the  system to  be  created.  User  flow is  vital  in 
determining a project's functional path [12]. At this stage, the 
author will create a user flow based on the features on the 
ORMAWA UNIWARA website.

3.4.2 Wireframe
A wireframe  is  a  basic  framework  that  provides  a  rough 
overview of the appearance of a website or mobile application 
design.  The wireframe only displays the basic  appearance 
without using color, usually black and white, and does not 
include  images  or  logos  [8] At  the  wireframe  stage,  the 
authors  will  conduct  an  initial  design  regarding  features, 
content,  interfaces,  and  other  essential  elements  before 
realizing it in a mockup design by adjusting the UI style guide.

3.4.3 UI Style Guide
A UI style guide is an important document containing rules 
and  guidelines  for  designing,  including  specific 
implementations,  visual  references,  and  design  principles, 
aiming to maintain consistency in each design element. The 
authors created a UI style guide to reference the components 
in the ORMAWA UNIWARA website mockup design. These 
components  include  typography,  color  palettes,  and  other 
custom elements.

3.4.4 Mockup
A mockup is an essential  stage in the design process that 
perfects  the  wireframe  by  providing  a  more  precise  and 
realistic product appearance. The study by [13] explains that 
the purpose of designing a mockup is to represent the design 
or  model  of  a  design  concept  that  will  be  applied  to  the 
product. The product will be more visible in this Mockup, 
including colors, images, icons, and others.

3.5 Testing
Testing is the final stage of the design thinking method that 
focuses on testing the product to users. The purpose of the 
testing  stage  is  to  collect  feedback  from respondents  and 
evaluate the user experience of the prototype design that has 
been created [2]. The testing process is carried out to collect 
relevant responses and feedback from the prototype results to 
ensure whether the resulting solution can solve the problems 
faced by respondents. At this stage, the author will conduct 
testing  using  the  usability  testing  method,  the  System 
Usability Scale (SUS), and Single Ease Question (SEQ).

3.5.1 System Usability Scale (SUS)
The System Usability Scale (SUS) method is a valuable tests 
for  assessing  how easy  a  website  is  to  use  based  on  the 
subjective views of users.  The study by  [14] stated that a 
system, service, or product that 20 to 30 respondents evaluate 
can provide relatively stable results. Therefore, the number of 
respondents  will  meet  the  requirements  for  the  desired 
product evaluation.

At  this  stage,  a  SUS  test  is  conducted  by  asking  10 
questions  to  30  respondents.  The  respondents  are  the 
University of PGRI Wiranegara students who participate in 
student organizations or do not. The questions are shown in 
Table 2. Of the 10 questions, an answer score with a Likert 
scale ranging from 1 to 5, starting from Strongly Disagree 
(STS) to Strongly Agree (SS), is shown in Table 1.

Table 1: SUS Scoring Rating Scale

Answer Score
Strongly Disagree (SD) 1
Disagree (D) 2
Neutral (N) 3
Agree (A) 4
Strongly Agree (SA) 5

The aspects of the level of acceptance of the average SUS 
score results are as follows:

1. Acceptable: the result value is above 71, which means 
users can accept the product

2. Marginal,  the  result  value is  between 70-51,  which 
means that improvements are needed in the system that 
has been developed

3. Unacceptable:  the  result  value  is  below  50,  which 
means users do not accept the product

Table 2: List of SUS Questions 

No. Questions
1 I think I will use this website often.
2 I find this website complicated to use.
3 In my opinion, this website is easy to use.
4 I need help from another person or technician to use this 

website.
5 In my opinion, the features of this website work well.
6 In  my opinion,  many things  are  inconsistent  on this 

website.
7 I think most users will be able to learn how to use this 

website quickly.
8 I find this website confusing.
9 In  my  opinion,  there  are  no  obstacles  to  using  this 

website.
10 In my opinion, I need to get used to it first before using 

this website.

The steps in calculating the SUS score are as follows [15]:

1. Calculate the score value of each question by consider-
ing odd and even numbered questions.

2. Odd-numbered questions have a positive tone and are 
assessed by the answer score minus 1 (score-1)

3. Even numbered questions have a negative tone and are 
assessed by 5 minus the answer score (5-score)

4. Add up the results and then multiply by 2.5

5. Calculate the average score using the Equation 1:

(1)

With:

= Average value

= SUS Total score results
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= number of respondents

After the average SUS value is obtained, the next stage 
determines the feasibility of the trial results by adjusting three 
aspects: the level of acceptance (acceptability), grade scale, 
and rating (adjective rating).  Table 3 shows the aspects of 
SUS Grade and Adjective Assessment.

Table 3: SUS Grade and Adjective Assessment Aspects

SUS Acore Grade Adjective
> 80,3 A Excellent

68 - 80,3 B Good
68 C Okay

51 - 68 D Poor
< 51 E Awful

3.5.2 Single Ease Question (SEQ)
Single  Ease  Question  (SEQ)  is  a  testing  method  used  to 
evaluate the ease of users in completing a given task. This 
technique uses questions with a rating scale from 1 to 7, from 
Very Difficult to Very Easy  [5]. The SEQ Rating Scale is 
shown in Table 4.

Table 4: SEQ Rating Scale

Answer Score
Very difficult 1
Difficult 2
Not easy 3
Enough 4
Not Difficult 5
Easy 6
Very Easy 7

At this stage, a task based on the features of the ORMAWA 
UNIWARA website was created. Then, it was given to respon
dents, and they will assess the ease or difficulty of the task us
ing a rating scale of 1 to 7. Research conducted by [16] ex-
plains that one question in the SEQ test only applies to one 
task.

Based on research by [13] and [10], the Single Ease Ques-
tion (SEQ) method test was carried out with 10 respondents. 
Therefore, in this SEQ test, the authors  in[17]volved 10 Uni-
versity of PGRI Wiranegara,  both those who participate in 
student organizations and those who do not . These respon-
dents were assigned to test the ORMAWA UNIWARA profile 
website.

According to [2], the SEQ assessment results are divided 
into two categories: values 1 to 4 are considered lacking or in-
sufficient, while values 5 to 7 are considered good or success-
ful. In addition, research by [17] stated that based on the SEQ 
assessment,  results  with a minimum score of  5 (relatively 
easy) are considered successful. The final results of the OR-
MAWA UNIWARA profile web testing using SEQ will be as-
sessed based on these two categories, where if the value ob-
tained is between 1-4, then it can be said to be lacking or insuf
ficient. However, if the value obtained is between 5-7, it can 
be said to be successful or good.

4. Results and Discussions

4.1 Empathize
At  this  stage,  this  research   involved  interviews  with  six 
respondents.  These  respondents  were  students  from 
University  of  PGRI  Wiranegara   who  participated  in 
ORMAWA  and  those  who  did  not  .  Interviews  were 
conducted to identify user needs, including information and 
preferences  desired  by  users  related  to  the  design  of  the 
UI/UX  of  the  ORMAWA  profile  web.  The  interview 
questions are presented  in Table 5.

Then,  after  the  interview with  the  six  respondents,  an 
empathy map was compiled, including data related to what 
someone  says,  does,  thinks,  and  feels.  The  results  of  the 
empathy map compilation can be seen in Figure 2.

We can see in Figure 2 that the Says section includes direct 
statements  expressed by respondents  during the interview, 
such as comments, opinions, or criticisms related to Student 
Organizations. Afterwards, the Does section refers to actions 
taken by respondents related to Student Organizations, such as 
joining  or  not  joining  Student  Organizations.  The  Think 
section  describes  what  respondents  think  related  to 
information  about  Student  Organizations,  such  as 
assumptions  or  expectations  that  respondents  believe.  The 
Feel  section includes emotions or  feelings experienced by 
respondents  related  to  information  about  Student 
Organizations.

Table 5: Interview Questions

No. Question

1. Have you heard about Student Organizations (ORMAWA) 
before?

2. Do you know what student organizations there are at 
UNIWARA?

3. Do you join one or more of these Student Organizations?
4. Where do you get information about registration or matters 

related to ORMAWA?
5. Are you having difficulty finding information about 

ORMAWA in UNIWARA? Explain what kind of 
difficulties you are experiencing!

6. Are you having difficulty finding information about 
ORMAWA in UNIWARA? Explain what kind of 
difficulties you are experiencing!

7. What kind of website contains the information you want so 
that you can easily find information about the ORMAWA 
you are looking for at UNIWARA?

Figure 2: Empathy Map
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4.2 Define
After conducting interviews in the previous stage, namely the 
empathize stage, the data obtained from the interviews will be 
analyzed  thoroughly  to  formulate  problem  statements 
experienced by users. The authors will compile pain points 
and How-Might-We (HMW) at this stage.

Figure 3: Pain Point

4.2.1 Pain Point
Pain points are problem points that are being experienced or 
faced  by  users.  At  this  stage,  the  data  obtained  from 
Empathize will be analyzed to find problem points, and then 
pain points are compiled. The results of the pain points can be 
seen in Figure 3.

4.2.2 How-Might-We (HMW)
In the next stage, the author will conclude the problem points 
based on the compilation of pain points and change them into 
questions.  The  goal  is  to  get  ideas  and  solutions  to  the 
problems obtained. This stage is usually called How-Might-
We (HMW). The results of How-Might-We (HMW) can be 
seen in Figure 4.

Figure 4: How-Might-We (HMW)

4.3 Ideate
The Ideate stage meant looking for various ideas and solutions 
to solve the previously identified problems. Next, the authors 
compile an affinity diagram to group the ideas based on two 
categories, namely the Interface and Information categories. 
The following results of compiling the affinity diagram can be 
seen in Figure 5.

4.4 Prototype
A prototype is the initial stage in designing the interface of a 
digital product. At this stage, the author designs the interface 
according to the ideas and solutions obtained and then creates 
a user flow, Wireframe, Mockup, and prototype design.

4.4.1 User Flow
User flow is a flow or process that users will carry out to 
complete various tasks in the designed system. User flow is 
essential  in  determining  a  website's  functional  path.  The 
compilation of user flow is carried out based on ideas and 
solutions obtained at the ideate stage. In this study, the author 
compiled a user flow as a reference related to the user flow of 
the ORMAWA UNIWARA web features. There are several 
user flows on the ORMAWA UNIWARA website, as follows:

Figure 5: Affinity Diagram

User Flow ORMAWA Home 

This user flow describes the steps users take when searching 
for the meaning and benefits of joining ORMAWA on the 
ORMAWA UNIWARA website. The user flow can be seen in 
Figure 6.

Figure 6: User Flow ORMAWA Home

User flow Searching for Student Organization Information

This user flow describes the steps users take when searching 
for  information  on  the  UNIWARA  Student  Organization 
website regarding what Student Organizations are available at 
the  University  of  PGRI  Wiranegara  and  searching  for 
information about the desired Student Organization. The user 
flow is shown in Figure 7.

User Flow News and Event  

This  user  flow  describes  users'  steps  when  searching  for 
information on the ORMAWA UNIWARA website regarding 
registration  and  activities  organized  by  ORMAWA at  the 
University of PGRI Wiranegara. The user flow can be seen in 
Figure 8.
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Figure 7: User Flow Searching for Student Organization 
Information

Figure 8: User Flow News and Event

4.4.2 Wireframe
At the wireframe stage, the ideas obtained will be presented as 
a UI wireframe display. The UI wireframe display includes 
the layout or placement of components on the ORMAWA 
UNIWARA website. The wireframe was created using the 
Figma tool, which will be the authors' reference when making 
a mockup design. The wireframe includes the home page, 
organization  page,  organization  page,  and  announcement 
page.  The  following  are  the  results  of  the  ORMAWA 
UNIWARA website wireframe:

Wireframe Home Page 

This wireframe displays the home page, which contains in-
formation about the meaning and benefits of joining a Stu-
dent Organization. The following is the result of the home 
page wireframe, which can be seen in Figure 9.

Figure 9: Wireframe Home Page

Wireframe Organization Page 

This wireframe displays the organization page, which con-
tains information about the University of PGRI Wiranegara 

student organizations. The following is the result of the orga-
nization page wireframe, which can be seen in Figure 10.

Figure 10: Wireframe Organization Page

Figure 11: Wireframe Each Organization's Page

Wireframe Each Organization's Page

This wireframe displays each page, which contains infor-
mation about the description, vision and mission, organi-
zational structure, and activities of the Student Organiza-
tion. The following are the results of the wireframe of 
each page, which can be seen in Figure 11.

Wireframe Announcement Page 

This wireframe displays the announcement page, which 
contains information about registration and activities held 
by the Student Organization at the University of PGRI 
Wiranegara. The following is the result of the announce-
ment page wireframe, which can be seen in Figure 12.

4.4.3 UI Style Guide
The UI style guide was created to maintain consistency in 
every visual element designed in making the Mockup. The 
primary color chosen is adjusted to the basic color of the 
University  of  PGRI  Wiranegara  logo,  which  is  blue.  The 
results of creating the UI style guide are as follows:

UI Style Guide Color Palette
This UI style guide is standard color elements for the OR-
MAWA UNIWARA website. The following are the results of 

Volume 1, issue 1 6



 https://journal.itk.ac.id/index.php/IIAIR

the UI style guide color palette, which can be seen in Figure
13.

Figure 12: Wireframe Announcement Page

Figure 13: UI Style Guide Color Palette

UI Style Guide Typography

The design uses this UI style guide to design the types of fonts 
on the ORMAWA UNIWARA website. The following are the 
results of the UI style guide typography, which can be seen in 
Figure 14.

Figure 14: UI Style Guide Typography

UI Style Guide Button

The design uses this UI style guide to design the buttons on the 
ORMAWA UNIWARA website. The following are the results 
of the UI style guide button, which can be seen in Figure 15.

Figure 15: UI Style Guide Button

Figure 16: UI Style Guide Icon

UI Style Guide Icon
The design uses this UI style guide to guide the design of icons 
on the ORMAWA UNIWARA website. The following results 
of the UI style guide icon can be seen in Figure 16.

4.4.4 Mockup
After  creating  a  wireframe,  the  next  stage  is  to  create  a 
mockup.  At  this  mockup  stage,  the  appearance  of  the 
ORMAWA UNIWARA website will look more explicit, such 
as colors, images, icons, etc. The mockup design was created 
using the Figma tool. The complete results of the ORMAWA 
UNIWARA web mockup design can be seen in the appendix 
chapter of this study. The following is a scenario of using the 
ORMAWA  UNIWARA  website  that  will  be  used  in  the 
testing phase for target users:

Home Page

This home page contains information about the meaning and 
benefits  of  joining a  Student  Organization.  To display the 
home page,  users  must  access  the  ORMAWA UNIWARA 
website, which will  appear on the main page. In addition, 
users can also display the home page on the Home menu avail
able on the ORMAWA UNIWARA website. The home page 
can be seen in Figure 17.
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Figure 17: Home Page

ORMAWA Page 

This ORMAWA page contains information about the names of 
ORMAWA at the University of PGRI Wiranegara. On this 
page, there is a feature on the left bar that contains Student Or
ganizations' names. This feature will direct users to display in
formation  about  ORMAWA  according  to  what  is  being 
searched. The results of the organization page can be seen in 
Figure 18.

Figure 18: ORMAWA Page

Each Organization Page

This page contains information about the profile of each OR-
MAWA. This information includes descriptions, vision and 
mission, organizational logos, social media and organizational 
structures, and organizational activities. Users can display this 
page on the Organization menu and select the desired Student 
Organization name. The results of each organization's page 
can be seen in Figure 19.

Figure 19: Each Organization Page

Figure 20: Announcement Page

Announcement Page

This announcement page contains information about registra-
tion and activities held by Student Organizations at the Uni-
versity of PGRI Wiranegara. Users can display this announce-
ment page on the Announcement menu on the ORMAWA 
UNIWARA website. The results of this announcement page 
can be seen in Figure 20.

4.5 Testing
The testing stage in design thinking is the final stage that 
focuses on testing the prototype design to respondents to get 
feedback  based  on  user  experience.  At  this  stage,  the 
ORMAWA UNIWARA website prototype was tested using 
the usability testing method using the System Usability Scale 
(SUS) and Single Ease Question (SEQ).

4.5.1 System Usability Scale (SUS)
Testing using the System Usability Scale (SUS) was carried 
out by distributing a questionnaire containing 10 questions to 
30 respondents. The questionnaire was distributed from July 
29, 2024 to August 3, 2024. The results of the SUS answers 
can be seen in Table 6.

The SUS answer results in Table 6 are the questionnaire 
results  that  have  not  been  calculated.  Furthermore,  the 
questionnaire data is converted into the SUS calculation. The 
questionnaire data is processed based on quantitative analysis 
because  it  is  in  the  form of  a  score.  The  following  SUS 
calculation results can be seen in Table 7.

Table 6: SUS Answer Results

Respondent
Question

P1 P2 P3 P4 P5 P6 P7 P8 P9 P10

R1 5 1 5 1 5 1 5 1 5 1
R2 4 2 5 2 4 3 5 2 4 3

R3 4 1 5 1 4 1 5 2 3 3

R4 3 2 4 2 5 1 4 1 5 1

R5 5 1 5 1 5 1 4 1 5 4

R6 3 3 4 1 4 1 4 1 5 2

R7 4 3 4 1 5 1 3 2 5 1

R8 4 1 5 2 4 1 4 1 5 1
R9 4 2 5 2 4 2 4 3 5 3
R10 3 1 5 3 5 3 4 1 5 2

R11 4 2 5 1 5 2 4 1 5 3

R12 3 2 4 2 4 3 5 1 5 2

R13 4 1 5 1 4 2 4 1 5 1

R14 3 1 4 1 4 1 4 1 4 3
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Respondent Question

P1 P2 P3 P4 P5 P6 P7 P8 P9 P10

R15 5 2 5 1 5 3 5 2 4 3

R16 4 2 5 1 4 2 5 1 5 2

R17 4 1 5 1 4 1 4 1 5 1

R18 3 2 5 2 5 2 5 1 5 1

R19 4 3 3 2 4 2 3 2 4 2

R20 4 2 4 2 4 2 4 2 4 1

R21 5 1 4 3 4 1 5 1 5 1

R22 5 2 5 1 5 1 3 1 5 1

R23 5 1 5 1 5 1 3 4 5 1

R24 4 2 4 2 5 1 4 2 4 2

R25 5 2 5 2 5 3 3 1 5 1

R26 4 1 5 1 5 3 5 1 4 2

R27 3 1 5 2 5 1 4 1 5 1

R28 1 2 4 2 4 1 4 1 5 1

R29 4 1 5 2 5 3 2 2 5 1

R30 4 2 4 1 4 3 3 1 4 1

The initial stage of SUS calculation was undertaken by 
calculating odd and even numbered questions, and then the 
score results were added up and multiplied by 2.5. Next,  the 
average score was determined by summing the previously 
multiplied scores and dividing  by the number of respondents. 
The results of the average SUS score can be seen in Table 7, 
which  is  84.  This  value  indicates  that  the  ORMAWA 
UNIWARA website prototype is included in the acceptable 
level of acceptance category or can be accepted by users with 
a grade scale or scale level A and an adjective rating in the 
range  of  values  more  than  80  or  Excellent.  These  results 
indicate that the system being tested has an excellent level of 
usability and is positively received by users.

4.5.2 Singel Ease Question (SEQ)
The  initial  stage  of  prototype  testing  using  Single  Ease 
Question (SEQ) was conducted by creating tasks based on the 
features  available  on the ORMAWA UNIWARA website. 
Then, create questions related to the ease of each task based on 
a rating scale of 1 to 7. The SEQ test task scenario can be seen 
in Table 8.

Table 7: SUS Calculation Results

Respondent
Question Total 

Score
Score 
ValueP1 P2 P3 P4 P5 P6 P7 P8 P9 P10

R1 4 4 4 4 4 4 4 4 4 4 40 100

R2 3 3 4 3 3 2 4 3 3 2 30 75

R3 3 4 4 4 3 4 4 3 2 2 33 83

R4 2 3 3 3 4 4 3 4 4 4 34 85

R5 4 4 4 4 4 4 3 4 4 1 36 90

R6 2 2 3 4 3 4 3 4 4 3 32 80

R7 3 2 3 4 4 4 2 3 4 4 33 83

R8 3 4 4 3 3 4 3 4 4 4 36 90

R9 3 3 4 3 3 3 3 2 4 2 30 75

R10 2 4 4 2 4 2 3 4 4 3 32 80

R11 3 3 4 4 4 3 3 4 4 2 34 85

R12 2 3 3 3 3 2 4 4 4 3 31 78

R13 3 4 4 4 3 3 3 4 4 4 36 90

R14 2 4 3 4 3 4 3 4 3 2 32 80

Respondent Question Total 
Score

Score 
ValueP1 P2 P3 P4 P5 P6 P7 P8 P9 P10

R15 4 3 4 4 4 2 4 3 3 2 33 83

R16 3 3 4 4 3 3 4 4 4 3 35 88

R17 3 4 4 4 3 4 3 4 4 4 37 93

R18 2 3 4 3 4 3 4 4 4 4 35 88

R19 3 2 2 3 3 3 2 3 3 3 27 68

R20 3 3 3 3 3 3 3 3 3 4 31 78

R21 4 4 3 2 3 4 4 4 4 4 36 90

R22 4 3 4 4 4 4 2 4 4 4 37 93

R23 4 4 4 4 4 4 2 1 4 4 35 88

R24 3 3 3 3 4 4 3 3 3 3 32 80

R25 4 3 4 3 4 2 2 4 4 4 34 85

R26 3 4 4 4 4 2 4 4 3 3 35 88

R27 2 4 4 3 4 4 3 4 4 4 36 90

R28 0 3 3 3 3 4 3 4 4 4 31 78

R29 3 4 4 3 4 2 1 3 4 4 32 80

R30 3 3 3 4 3 2 2 4 3 4 31 78

SUS Total score 2515

SUS Average score 84

Table 8: SEQ Testing Task Scenario

Task Question
1. Users enter the main 

page/homepage to find 
information about the meaning 
and benefits of joining 
ORMAWA.

How easy is it to get to the 
Home page?

2. The user enters the Organization 
page by selecting the 
Organization menu.

How easy is it to get to the 
Organization page?

3. The user selects the name of the 
student organization they are 
searching for in the left bar on the 
Organization page and displays 
information about the student 
organization.

How easy is it to find the 
desired Ormawa name?

4. The user clicks on the social 
media name under the 
organization logo.

How easy is it to find 
Ormawa's social media?

5. The user enters the 
Announcement page by clicking 
the Announcement menu.

How easy is it to enter the 
Announcements page?

Table 9: SEQ Assessment Results

Responden
t

Task
T1 T2 T3 T4 T5

R1 7 7 6 6 7
R2 7 7 6 6 7
R3 7 6 6 6 7
R4 7 6 7 6 7
R5 7 7 5 6 7
R6 7 7 7 7 7
R7 7 7 6 7 7
R8 6 6 5 6 6
R9 7 7 7 6 7
R10 7 7 7 7 7

6.9 6.7 6.2 6.3 6.9
Average 6.6

After determining the task scenario, the next SEQ test was 
carried out by distributing questionnaires to 10 respondents. 
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Then, the SEQ assessment was carried out by calculating the 
average value of the entire task. The results of the SEQ can be 
seen in Table 9.

Table 9 shows the calculation results of the average SEQ 
value obtained, 6.6. Based on the results of these calculations, 
it  can  be  concluded  that  the  prototype  design  of  the 
ORMAWA UNIWARA website has met user needs with a 
value range of 5-7, which means it is good or successful.

5. Conclusions

This study successfully developed a prototype website profile 
of  ORMAWA (Student  Organization)  University  of  PGRI 
Wiranegara (UNIWARA) using the Design Thinking method 
approach. The development process began with the empathize 
stage, where six UNIWARA students were interviewed as 
respondents  to  identify  user  needs  and  preferences.  This 
interview  resulted  in  a  deep  understanding  of  students' 
information needs and difficulties finding information about 
Student Organizations.

The usability testing results using the System Usability 
Scale (SUS) and Single Ease Question (SEQ) showed that the 
website prototype had an excellent level of usability. The SUS 
test obtained a score of 84 out of 1-100, which is included in 
the "Excellent" category with Grade A and is accepted by 
users. In addition, the average SEQ score of 6.6 indicates that 
the website design is easy to use and meets user needs well.

Based on the results of this test, it can be concluded that the 
design  of  the  ORMAWA  UNIWARA  website  prototype 
successfully meets user needs by providing clear and easily 
accessible  information.  The  result  shows  that  the  Design 
Thinking approach effectively identifies and meets user needs 
and produces designs that target users well-received.

For  this  product  to  be  utilized  by  more  users,  it  is 
recommended to disseminate information about the existence 
and function of this website through various communication 
channels  used  by  students,  such  as  social  media,  campus 
email, and campus events such as seminars and open houses.

It is necessary to conduct a continuous evaluation of this 
website through user feedback to identify deficiencies or areas 
that still  need improvement, as well as to consider adding 
other  features  that  can  increase  user  interactivity  and 
convenience, such as discussion forums, more sophisticated 
search  features,  and  integration  with  e-learning  platforms 
available at the University.
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