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INTISARI 

 

E-Learning merupakan salah satu sarana penyampaian materi pelajaran 

yang cukup efektif pada masa saat ini. Terlebih dunia sedang mengalami pandemi 

Novel Coronavirus yang menyebabkan rutinitas seperti belajar dan bekerja harus 

dilakukan dirumah. Dengan adanya E-learning dapat mempermudah interaksi 

antara pengajar dan peserta didik. Jogja Belajar Class merupakan salah satu 

bentuk dukungan untuk mewujudkan kota Yogyakarta sebagai Cyber Province 

pada bidang pendidikan. Agar terwujudnya visi Jogja Belajar sebagai pusat 

pendidikan berbasis teknologi dan komunikasi terkemuka di Indonesia tahun 

2025 maka dilakukan evaluasi usability untuk memaksimalkan kinerja E-learning 

Jogja Belajar Class. 

Dalam penelitian ini, penulis menjadikan E-Learning Jogja Belajar pada 

layanan Jogja Belajar Class sebagai objek penelitian untuk di evaluasi usability 

yang berfokus pada permasalahan user experience. Metode yang digunakan 

dalam penelitian ini yaitu dengan mengkombinasikan metode System Usability 

Scale dan Heuristic Evaluation. Sedangkan pendekatan Design Thinking 

digunakan untuk proses tahap perancangan desain solusi yang merupakan 

rekomendasi dari pengguna. Metode System Usability Scale digunakan untuk 

menemukan dan menilai permasalahan Usability berdasarkan prinsip usability 

dari sisi end-user dan berfokus kepada penilaian kinerja sistem. Sedangkan 

metode Heuristic Evaluation digunakan untuk menilai usability berdasarkan 

review expert dan berfokus kepada estetika produk dan fungsionalitas atribut. 

Pada penelitian ini didapatkan peningkatan skor usability sebesar 27.08% 

pada metode system usability scale dan 62.86% pada metode heuristic evaluation 

dari hasil perbandingan skor usability e-learning Jogja Belajar Class dengan skor 

usability desain solusi, yang dibuat berdasarkan kebutuhan pengguna melalui 

proses design thinking. 

 

Kata Kunci:    pengalaman pengguna, keberdayagunaan, design thinking 
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ABSTRACT 

 

E-Learning is one of the means of delivering subject matter that is quite 

effective at this time. Moreover, the world is experiencing a Novel Coronavirus 

pandemic that causes routines such as studying and working to be done at home. 

With the E-learning can facilitate interaction between teachers and learners. 

Jogja Belajar Class is one form of support to realize the city of Yogyakarta as a 

Cyber Province in the field of education. In order to realize the vision of Jogja 

Belajar as a leading technology and communication based education center in 

Indonesia in 2025, usability evaluation was carried out to maximize the 

performance of E-learning Jogja Belajar Class. 

In this study, the author made E-Learning Jogja Learning on Jogja 

Learning Class service as a research object for usability evaluation that focuses 

on user experience problems. The method used in this study is to combine the 

System Usability Scale and Heuristic Evaluation methods. While the Design 

Thinking approach is used for the process of designing solution design stages 

that are recommendations from users. The System Usability Scale method is used 

to find and assess Usability problems based on the principle of end-user usability 

and focuses on assessing system performance. The Heuristic Evaluation method 

is used to assess usability based on expert reviews and focuses on product 

aesthetics and attribute functionality. 

In this study, weability scores were obtained by 27.08% in the system 

usability scale method and 62.86% in the heuristic evaluation method from the 

results of comparison of usability e-learning score with usability score solution 

design, which is made based on user needs through the design thinking process. 

 

Keyword: user interface, user experience, usability, user centered design




