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ABSTRAK 

Mahasiswa dan pengunjung kerap menghadapi kesulitan dalam menavigasi area kampus yang luas. 

Tantangan ini semakin besar bagi penyandang disabilitas yang membutuhkan aksesibilitas 

tambahan. Penelitian ini merancang website wayfinding kampus berbasis foto 360° yang 

diintegrasikan dengan prinsip Web Content Accessibility Guidelines (WCAG) untuk meningkatkan 

aksesibilitas dan pengalaman navigasi. Foto 360° dipilih karena mampu memberikan visualisasi 

imersif yang memudahkan orientasi pengguna dibandingkan dengan peta konvensional maupun 

video. Penelitian ini menerapkan pendekatan kualitatif dengan strategi triangulasi data dan sumber 

guna memperkuat validitas hasil temuan. Proses perancangan dan pengembangan website dilakukan 

melalui metode Multimedia Development Life Cycle (MDLC), yang mencakup enam tahapan: 

Concept, Design, Material collecting, Assembly, Testing dan distribution. Hasil akhir dari proses ini 

berupa sebuah website interaktif yang dibangun menggunakan platform Framer. Website tersebut 

telah diuji menggunakan metode black-box testing dan System Usability Scale (SUS), dengan hasil 

yang menunjukkan kinerja sistem yang baik dari aspek teknis maupun persepsi pengguna terhadap 

kegunaan dan kenyamanan sistem. 

Kata Kunci : Website, Wayfinding, UPI, Foto 360°, Aksesibilitas, Web Content Accessibility 

Guidelines (WCAG), Multimedia Development Life Cycle (MDLC), Framer.  

 

ABSTRACT 

Students and visitors often face difficulties navigating the vast campus area. This challenge is even 

greater for people with disabilities who require additional accessibility. This study designed a 360° 

photo-based campus wayfinding website integrated with the principles of Web Content Accessibility 

Guidelines (WCAG) to improve accessibility and navigation experience. 360° photos were chosen 

because they provide an immersive visualization that facilitates user orientation compared to 

conventional maps or videos. This study employs a qualitative approach with data and source 

triangulation strategies to strengthen the validity of the findings. The website design and 

development process was carried out using the Multimedia Development Life Cycle (MDLC) 

method, which includes six  main stages: Concept, Design, Material collecting, Assembly, Testing 

and distribution of this process is an interactive website built using the Framer platform. The website 

was tested using black-box testing and the System Usability Scale (SUS), with results indicating 

good system performance from both technical aspects and users' perceptions of the system's 

usability and comfort. 

Keywords: Website, Wayfinding, UPI, 360° Photos, Accessibility, Web Content Accessibility 

Guidelines (WCAG), Multimedia Development Life Cycle (MDLC), Framer.  
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