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REDESAIN DAN EVALUASI WEBSITE BISA DESIGN MENGGUNAKAN 

PENDEKATAN DESIGN THINKING 

 

SEPIA PUTRI KRISTIANI 

NIM : 1908947 

 

ABSTRAK 

Kemunculan berbagai perusahaan startup pada zaman ini merupakan salah satu dari 

dampak perkembangan teknologi yang sangat pesat dan salah satunya adalah pada 

bidang edutech. Perusahaan startup dengan berbasis edutech ini menyediakan 

berbagai course mulai dari yang gratis hingga berbayar untuk membantu orang-

orang, khusunya para mahasiswa supaya bisa meningkatkan soft skill, maupun hard 

skill mereka, khususnya di bidang desain. Salah satu perusahaan startup yang 

membuka kesempatan ini adalah PT Bisa Design Academy. Melalui situs website 

Bisa Design, mahasiswa bisa mengasah kemampuannya hanya dengan mempelajari 

course yang telah disediakan oleh Bisa Design. Akan tetapi, pada umumnya 

pengguna masih mengalami beberapa kendala seperti sulitnya menemukan 

informasi yang ingin didapat pada website Bisa Design. Oleh karena itu, dilakukan 

penelitian dengan melalukan redesain untuk meningkatan kenyamanan pengguna 

dalam mengakses website Bisa Design menggunakan pendekatan Design Thinking. 

Metode yang digunakan adalah metode research and development dengan 

pendekatan design thiking melalui tahapan, seperti Emphatize, Define, Ideate, 

Prototype, dan Testing. Hasil penelitian menunjukkan bahwa hasil rancangan 

desain yang telah dibuat berhasil menyelesaikan masalah yang ada, sehingga 

didapatkan solusi berupa fitur-fitur yang dapat memudahkan pengguna dalam 

mengakses website Bisa Design. 

 

Kata kunci : redesain, desain antarmuka, evaluasi website, design thinking, user 

experience.  
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REDESIGN AND EVALUATION WEBSITE OF BISA DESIGN USING 

DESIGN THINKING APPROACH 

 

SEPIA PUTRI KRISTIANI 

NIM : 1908947 

 

ABSTRACT 

The emergence of various startup companies in this era is one of the impacts of very 

rapid technological developments and one of them is in the field of edutech. This 

edutech-based startup company provides various courses ranging from free to paid 

to help people, especially students to improve their soft skills, as well as hard skills, 

especially in the field of design. One of the startup companies that opens this 

opportunity is PT Bisa Design Academy. Through the Bisa Design’s website, 

students can hone their skills only by learning the courses that have been provided 

by Bisa Design. However, in general, users still experience some obstacles such as 

the difficulty of finding the information they want to find on the Bisa Design website. 

There are other problems such as inconsistent design display, lack of prevention 

and handling if faced with problems, and user difficulties in finding information. 

Therefore, research was carried out by doing a redesign to increase user comfort 

in accessing the Bisa Design’s website using a Design Thinking approach. The 

method used is a research and development method with a design thinking 

approach through stages, such as Emphatize, Define, Ideate, Prototype, and 

Testing. The results showed that the results of the design design that had been made 

successfully solved the existing problems, so that solutions were obtained in the 

form of features that could make it easier for users to access the Bisa Design 

website. 

 

Keywords : redesign, user interface, website evaluation, design thinking, user 

experience. 
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