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INTISARI

Teknologi menjadi bagian tak terpisahkan dalam era modern. Salah satu
manfaat teknologi adalah mempermudah berbelanja melalui perangkat seperti
handphone, laptop, atau komputer. Di masa pandemi, banyak konsumen yang
beralih ke belanja online. Perusahaan-perusahaan mengembangkan aplikasi mereka
sendiri, contohnya IKEA Mobile Indonesia, untuk memberikan kenyamanan
kepada konsumen. Namun, beberapa pengguna mengalami ketidaknyamanan saat
menggunakan aplikasi tersebut. Oleh karena itu, penelitian ini menganalisis
pengalaman pengguna (User Experience) dari aplikasi IKEA Indonesia
menggunakan pengukuran usability. Hasil penilaian menunjukkan bahwa aplikasi
tersebut memiliki kualitas baik. Beberapa heuristic usability variabel, seperti
Visibility of System Status, Match Between System and the Real World, User
Control and Freedom, Consistency and Standards, Error Prevention, Recognition
Rather Than Recall, Flexibility and Efficiency of Use, Aesthetic and Minimalist
Design, Help Users Recognize, Diagnose and Recover From Errors, dan Help and
Documentation, secara bersama-sama berpengaruh terhadap usability aplikasi.
Hasil pengujian juga menunjukkan kevalidan aplikasi tersebut dalam kelima

kategori: learnability, efficiency, error, satisfaction, dan memorability.

Kata kunci: usability, user experience, IKEA mobile Indonesia, Jacob Nielsen
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ABSTRACT

Technology is an integral part of the modern era. One of the benefits of
technology is that it makes it easier to shop through devices such as mobile
phones, laptops or computers. During the pandemic, many consumers have
switched to online shopping. Companies develop their own applications, for
example, IKEA Mobile Indonesia, to provide convenience to consumers.
However, some users experience Ssome Inconvenience when using the
application. Therefore, this study analyzes the user experience (User
Experience) from the IKEA Indonesia application using usability
measurements. The results of the assessment show that the application has good
quality. Several Heuristic Usability variables, such as Visibility of System
Status, Match Between System and the Real World, User Control and
Freedom, Consistency and Standards, Error Prevention, Recognition Rather
Than Recall, Flexibility and Efficiency of Use, Aesthetic and Minimalist
Design, Help Users Recognize, Diagnose and Recover From Errors, and Help and
Documentation, together affect the usability of the application. The test results
also show the validity of the application in the five categories. learnability,

efficiency, error, satisfaction, and memorability.

Keyword: usability, user experience, IKEA mobile Indonesia, Jacob Nielsen
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