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INTISARI 

 

Teknologi informasi membuka akses terhadap perkembangan website 

editing, salah satunya aplikasi editing yang semakin kompleks. Terdapat dua 

aplikasi untuk membuat mockup dari website yang sering digunakan di Indonesia, 

yaitu Adobe XD dan Figma. Dalam persaingan produk digital, pengalaman 

pengguna (user experience) adalah salah satu aspek yang penting. Penelitian ini 

membandingkan perubahan pengalaman pengguna terhadap dua aplikasi: Adobe 

XD dan Figma. UX Curve merupakan metode penelitian yang digunakan untuk 

menangkap pengalaman pengguna dalam jangka panjang berdasarkan ingatan 

responden. Terdapat beberapa responden dengan rentang umur 17-39 tahun yang 

dilibatkan dalam penelitian. Masing-masing responden diminta menggambarkan 

lima kurva untuk masing-masing dimensi UX Curve: general UX, aesthetic, ease-

of-use, utility, dan reliable untuk masing-masing aplikasi. Hasil analisis 

perbandingan menunjukkan bahwa pengguna Adobe XD dan FIGMA sama-sama 

merasakan peningkatan pengalaman pengguna sejak pertama kali menggunakan 

aplikasi. Sehingga dari penulis belum mengetahui apakah 2 aplikasi ini bersaing di 

bidang yg sama atau berbeda karena menggunakan desktop sebagai media untuk 

editing yg biasa digunakan. 

Kata kunci: website, Adobe XD, Figma, UX Curve, editing. 
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ABSTRACT 

 

Information technology opens access to the development of website editing, 

one of which is an increasingly complex editing application. There are two 

applications for creating mockups from websites that are often used in Indonesia, 

namely Adobe XD and Figma. In the competition for digital products, user 

experience is an important aspect. This study compares changes in user experience 

with two applications: Adobe XD and Figma. UX Curve is a research method used 

to capture long-term user experience based on respondents' memories. There were 

several respondents with an age range of 17-39 years who were involved in the 

study. Each respondent was asked to describe five curves for each dimension of the 

UX Curve: general UX, aesthetic, ease-of-use, utility, and reliable for each 

application. The results of the comparative analysis showed that Adobe XD and 

FIGMA users both felt an increase in user experience since they first used the 

application. So the author does not yet know whether these 2 applications compete 

in the same or different fields because they use the desktop as a medium for editing 

that is commonly used. 

 

Keyword: website, Adobe XD, Figma, UX Curve, editing
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