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INTISARI

Kehadiran e-learning pada suatu universitas pada saat ini adalah hal
penting. Selain sistemnya yang efisien karena didukung oleh perkembangan
teknologi, e-learning juga dapat meningkatkan produktivitas dan kemandirian
mahasiswa dalam belajar. Peran yang digunakan dalam e-learning biasanya
menekankan konsep seperti pembelajaran pada umumnya, dimana dosen
berinteraksi dengan mahasiswa namun.-melalui sistem. Konsep tersebut dinilai
monoton dan cenderung mempunyai kekurangan dalam pengembangan potensi
mahasiswa untuk lebih kreatif. Pada penelitian ini peneliti membuat ide solusi
berupa perancangan user -interface dan user experience situs e-learning
“AyoSharing” yang ditujukan untuk mewadahi kreativitas mahasiswa dalam
berbagi.ilmu dan berdisuksi terhadap sesama mahasiswa. Pada perancangan user
interface dan user experience “AyoSharing” ini menggunakan metode double
diamond dimana metode ini meliputi tahapan-tahapan seperti discover, define,
develop, dan deliver. Hasil akhir berupa rancangan front-end situs yang diujikan
kepada 20 penguji dengan 3 parameter yaitu efektivitas, efisiensi, dan kepuasan
pengguna dapat dikatakan hasilnya dapat diterima dan digunakan sesuai dengan
kebutuhan pengguna. Hal tersebut terbukti dengan hasil rata-rata efektivitas 100%,
efisiensi 100%, dan kepuasan pengguna bernilai 89 yang berarti acceptable
berdasarkan interpretasi penilaian terpretasi penilaian system usability scale.

Kata kunci: User Interface, User Experience, Double Diamond, E-Learning.

XVii



ABSTRACT

The presence of e-learning at a university at this time is important. In addition to
its efficient system because it is supported by technological developments, e-
learning can also increase student productivity and independence in learning. The
roles used in e-learning are usually concept pressures such as learning in general,
where lecturers interact with students but through the system. The concept is
considered monotonous and tends to have deficiencies in developing students'
potential to be more creative. In this study, the researchers came up with a solution
idea in the form of designing a user interface and user experience for the
"AyoSharing" e-learning site which is intended to accommodate student creativity
in sharing knowledge and discussing fellow students. In designing the user interface
and user experience of “AyoSharing" this uses the double diamond method where
this. method includes stages such as finding, defining, developing, and sending. The
final result is in the form of a front-end site design that is tested on 20 testers with
3 parameters namely effectiveness, efficiency, and user satisfaction, it can be said
that the results can be accepted and used according to user needs. This is proven
by the results of an average effectiveness of 100%, efficiency of 100%, and user
satisfaction worth 89, which means that it can be accepted based on the
interpretation of the rating system usability scale.

Keywords: User Interface, User Experience, Double Diamond, E-Learning.
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