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MOTTO

“Beauty and brains, pleasure and usability - they should go hand in hand.”

(Don Norman)
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INTISARI

Di dunia saat ini, pelaksanaan Ul / UX yang efektif telah membuat
perubahan drastis pada pengembangan aplikasi seluler. Dengan demikian, User
Interface (Ul) dan User Experience (UX) menghadirkan desain aplikasi seluler
yang tidak hanya berfungsi sempurna namun mudah digunakan. Aplikasi mobile
yang sukses dalam kacamata pengguna adalah tentang interaksi aplikasi yang
menyenangkan dan ramah. Secara visual aplikasi harus memikat, memastikan
keseimbangan antara User Experience dan User Interface.

Pada penelitianini, peneliti-mengembangkan aplikasi KOMA Presense
berdasarkan parameter usability teori Jacob Nielsen yang bertujuan untuk
meningkatkan - keefektifan penggunaan aplikasi tersebut. Untuk mendapat
kesimpulan seberapa baik pengembangan usability, diukur. dengan beberapa
aspek yaitu learnbility, efficiency, memorability, errors dan satisfication.

Uji validitas dilakukan peneliti oleh 5 orang pengguna aplikasi KOMA
Presense sebelumnya. Pada tahap wawancara peneliti mencoba mencari masalah
yang biasa ditemui oleh pengguna. Kemudian peneliti juga menggali kebiasaan
dan biodata pengguna yang terangkum dalam Persona. Pengujian dilakukan
dengan skenario yang telah peneliti buat dan setelah itu dibagikan kuisioner yang
didalamnya terdapat aspek usability. Berdasarkan hasil pengujian usability,
kelima aspek penilaian memiliki skor diatas 3,0 (nilai tengah). Dengan begitu
rancangan aplikasi KOMA Presense dapat dinyatakan sudah memiliki user
experience yang baik dan User Interface yang mudah dipahami.

Kata Kunci : Usability Testing, User Experience, User Interface, KOMA
Presense

XVi



ABSTRACT

In today's world, effective Ul / UX implementation has made drastic
changes to mobile app development. Thus, the User Interface (Ul) and User
Experience (UX) present a mobile application design that is not only perfectly
functional but easy to use. Successful mobile applications from the user's point of
view are all about fun and friendly application interactions. The application must
be visually appealing, ensuring a balance between User Experience and User
Interface.

In this study, researchers developed the  KOMA Presense application
based on Jacob Nielsen's theory of usability parameters which aims to increase
the effectiveness of using the application. To get a conclusion on how well the
development of usability is, it is measured by several aspects, namely
learnability, efficiency, memorability, errors and satisfaction.

The validity test was carried out by 5 previous users of the KOMA
Presense application. At the interview stage, the researcher tries.to find problems
commonly encountered by users. Then the researchers also explore the habits
and biodata of users which are summarized in Persona. The test is carried out
with a scenario that the researcher has created and after that questionnaires are
distributed in which there is a usability aspect. Based on the results of usability
testing, the five aspects of the assessment have a score above 3.0 (middle value).
That way the KOMA Presense application design can be stated as having a good
user experience and an easy to understand User Interface.

Keywords : Usability Testing, User Experience, User Interface, KOMA

Presense
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