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INTISARI

Bangsa Indonesia dan warga seluruh dunia merasakan pelajaran berharga
tentang kehidupan dalam dua tahun terakhir terutama pada dunia pendidikan yang
mengalami perubahan secara drastis [1]. Model pendidikan yang awalnya tatap
muka menjadi daring merupakan salah satu perubahan yang terjadi. Model
pendidikan daring membuat mahasiswa mempunyai kegiatan selain belajar,
berdasarkan pengamatan yang dilakukan penulis 77 responden memiliki kegiatan
seperti organisasi, dan bekerja.

Tahapan penelitian yang_ dilakukan pada penilitian ini adalah melakukan
pengumpulan data menggunakan studi literatur, observasi, dan Kkuisioner.
Kemudian dilanjutkan dengan metode pengembangan design thinking dengan 5
tahap diantaranya empathize, define, ideate, prototype dan. test. Kemudian
dilanjutkan dengan usability testing dalam tahap test menggunakan 3 parameter
efektivitas, efisiensi dan kepuasan menggunakan system usability scale (SUS).

Dari hasil evaluasi menggunakan 3 parameter dapat dikatakan bahwa
aplikasi eManage dapat diterima dan digunakan sesuai kebutuhan pengguna
mahasiswa informatika. Hal tersebut dibuktikan dengan hasil rata-rata efektifitas
79,11, efisiensi 0,103889112 goals/sec dan kepuasan didapatkan rata-rata SUS skor
75,4.

Kata Kunci : Design Thinking, Manajemen Waktu, System Usability
Scale (SUS), Produktivitas Mahasiswa, Usability Testing.
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ABSTRACT

The Indonesian people and citizens all over the world have learned
valuable lessons about life in the last two years, especially in the world of education
which has undergone drastic changes [1]. The education model that was originally
face-to-face to online is one of the changes that have occurred. The online
education model makes students have activities other than studying, based on
observations made by the author, 77 respondents have activities such as
organization, and work.

The stages of research carried out in this research are collecting data
using literature studies, observations, and questionnaires. Then proceed with the
method of developing design thinking with 5 stages including empathy, define,
ideate, prototype and test. Then proceed with usability testing in the test phase using
3 parameters of effectiveness, efficiency and satisfaction using the usability scale
(SUS) system.

From the results of the evaluation using 3 parameters, it can be said that
the e-manage application can be accepted and used according to the needs of
informatics student users. This is evidenced by the results of the average
effectiveness of 79.11, efficiency of 0.103889112 goals/sec and satisfaction
obtained an average score of 75.4.

Keywords: Design Thinking, Time Management, System Usability Scale
(SUS), Student Productivity, Usability Testing
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