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RINGKASAN

Bonus demografi menjadi ancaman nyata Republik Indonesia apabila menelaah
pada data populasi 281.603,8 juta penduduk dengan laju pertumbuhan 1,11% per
2024. Pemerintah berupaya mencegah ancaman tersebut dengan memanfaatkan
jumlah populasi melalui program Prakerja. Prakerja merilis gelombang | pada 2020
hingga 2024 dengan menghasilkan capaian angka 19.867.589 penerima dari seluruh
wilayah Indonesia. Melalui data tersebut pemerintah Indonesia masih harus
berupaya keras untuk menekan angka selisih jumlah populasi dan jumlah penerima
program Prakerja. Sehingga pemerintah membutuhkan peran stakeholder swasta
untuk berkontribusi dan bekerjasama untuk mencegah ancaman bonus demografi
tersebut dengan mengelaborasikan visi Indonesia Emas 2045. PT Generasi Anak
Muda Berkarya (HiColleagues) merupakan platform Lembaga Pelatihan berbasis
Education Technology dan mitra akselerasi digital IT Service yang memiliki
komitmen dalam mendorong terwujudkan visi Indonesia Emas 2025 salah satunya
melalui program Prakerja. Manajemen Pelaksana Program Prakerja (PMO)
memiliki standarisasi Learning Management System (LMS) sebagai syarat wajib
Lembaga Pelatihan menjadi mitra resmi Prakerja. Penelitian ini bertujuan untuk
merancang prototype Learning Management System (LMS) sesuai mekanisme
Prakerja dengan User Experience yang baik dan berdampak pada succession rate
kelulusan peserta serta peningkatan brand positioning HiColleagues sebagai mitra
resmi Prakerja. Design Thinking digunakan sebagai metode dalam perancangan
prototype Learning Management System (LMS) dengan mengimplementasikan fase
Empathize, Define, ldeate, Prototype, dan Test. Pengujian kegunaan mencapai
succetion rate 100% meski terdapat penyelerasan minor terhadap User Interface.
Sehingga prototype Learning Management System (LMS) dapat dilanjutkan ke
tahap pengembangan yang konkret.

Kata kunci: Design Thinking, Learning Management System, Ul/UX Design, User
Experience, User Interface.
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ABSTRACT

The demographic bonus is a real threat to the Republic of Indonesia since the population
data shows a growth rate of 1.11% by 2024 with 281,603.8 million people. The
government is trying to prevent this threat by utilizing the population through the
Prakerja program. Prakerja released batch | from 2020 to 2024 resulting in a figure of
19,867,589 recipients from all over Indonesia. Through this data, the Indonesian
government still has effort to reduce the difference between the population and the
number of recipients of the Prakerja program. The government also needs the support
of private stakeholders to contribute and collaborate in preventing this threat by
elaborating the vision of Indonesia Emas 2045. PT Generasi Anak Muda Berkarya
(HiColleagues) is a Training Institution platform based on Education Technology and
an IT Service digital acceleration partner that is committed to encouraging the
realization of the vision of Indonesia Emas 2025 through the Prakerja program. The
Prakerja Program Implementation Management (PMO) has a Learning Management
System (LMS) standardization as a mandatory requirement for Training Institutions to
become official Prakerja partners. This study aims to design a prototype Learning
Management System (LMS) according to the Prakerja mechanism with a good User
Experience and has an impact on the succession rate of participant graduation and
increasing the brand positioning of HiColleagues as an official Prakerja partner. Design
Thinking is used as a method in designing the prototype Learning Management System
(LMS) by implementing the Empathize, Define, Ideate, Prototype, and Test phases.
Usability testing achieved a 100% success rate even though there were minor
adjustments to the User Interface. The prototype Learning Management System (LMS)
can be continued to the concrete development stage.

Keywords: Design Thinking, Learning Management System, UI/UX Design, User
Experience, User Interface.
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