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ABSTRAK 

 

Startup CSW adalah perusahaan rintisan yang bergerak dibidang bimbingan belajar untuk 

seleksi masuk sekolah tinggi kedinasan. Startup CSW ingin membuat website bimbingan 

belajar online yang bagus dalam segi UX-nya. Maka dari itu, peneliti menggunakan metode 

Design thinking dan model UX Honeycomb dalam perancangan website tersebut untuk 

menjamin kualitas UX  yang baik. Design Thinking akan digunakan sebagai metode 

pengembangan UX website, sementara model UX Honeycomb digunakan sebagai salah satu 

alat untuk mengembangkan ide-ide penyelesaian masalah serta melakukan validasi UX 

bersama stakeholder. Untuk metode pengembangan perangkat lunaknya digunakan SDLC 

Prototype yang dijalankan secara paralel dengan metode Design Thinking. Setelah website 

selesai dibuat, UX website tersebut dinilai menggunakan user experience 

questionnaire(UEQ). Hasil UEQ penelitian ini menunjukkan user cenderung memiliki 

impresi positif terhadap website CSW, dengan aspek attractiveness (daya Tarik), 

persipicuity (kejelasan), efficiency (efisiensi), dependability (ketepatan), 

novelty(kebaruan), serta stimulation(stimulasi) yang mencapai tingkat excellent. 

Kata Kunci: Website Bimbingan Belajar Online, Design Thinking, UX Honeycomb, UXDL 

Honeycomb, UEQ. 

  



 

 

vii 
Farhan Dwian Saputra, 2024 
IMPLEMENTASI METODE DESIGN THINKING DAN MODEL UX HONEYCOMB PADA RANCANG 
BANGUN WEBSITE BIMBINGAN BELAJAR ONLINE UNTUK SELEKSI MASUK SEKOLAH TINGGI 
KEDINASAN: STUDI KASUS STARTUP CSW 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

IMPLEMENTATION OF THE DESIGN THINKING METHOD 

AND UX HONEYCOMB MODEL IN THE DEVELOPMENT OF 

AN ONLINE LEARNING GUIDANCE WEBSITE FOR 

ADMISSION TO HIGHER EDUCATION INSTITUTIONS: A 

CASE STUDY OF THE CSW STARTUP  

 

Arranged by 

Farhan Dwian Saputra — dwyanfarhan@gmail.com  

2002969 

ABSTRACT 

 

CSW is startup focused on providing tutoring services for entrance exams to government-

affiliated higher education institutions. CSW Startup aims to create an online tutoring 

website with excellent UX. Therefore, the researchers will employ the Design Thinking 

method and the UX Honeycomb model in the website design process to ensure high-quality 

UX. Design Thinking will be used as the UX development method for the website, while the 

UX Honeycomb model will be used as a tool to generate problem-solving ideas and validate 

UX with stakeholders. The software development method used is the SDLC Prototype, 

which will run in parallel with the Design Thinking method. After the website is completed, 

its UX will be evaluated using the User Experience Questionnaire (UEQ). The results of 

the UEQ indicate that users tend to have a positive impression of the CSW website, with 

aspects of attractiveness, perspicuity, efficiency, dependability, novelty, and stimulation 

reaching an excellent level. 

 

Keywords: Online Tutoring Website, Design Thinking, UX Honeycomb, UXDL 

Honeycomb, UEQ. 
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