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ABSTRAK

EVALUASI USER EXPERIENCE APLIKASI SIGNAL MENGGUNAKAN
USER EXPERIENCE QUESTIONNAIRE DAN HONEYCOMB

Oleh:
Athalia Diah Rizqullah

Pemerintah Indonesia telah meluncurkan aplikasi Samsat Digital Nasional
(SIGNAL) yang diawasi oleh POLRI untuk memudahkan pengesahan STNK
Tahunan, pembayaran Pajak Kendaraan Bermotor (PKB), dan Sumbangan Wajib
Dana Lalu Lintas Angkutan Jalan (SWDKLLJ). Meskipun SIGNAL telah diunduh
secara signifikan, terdapat keluhan pengguna di Google Play Store. Penelitian ini
bertujuan mengevaluasi pengalaman pengguna aplikasi SIGNAL menggunakan
dua metode: UEQ (User Experience Questionnaire) dan Honeycomb, untuk
mengidentifikasi faktor-faktor yang mempengaruhi pengalaman pengguna. Data
dikumpulkan melalui kuesioner yang disebarkan dan memperoleh 88 responden.
Hasil evaluasi dengan metode UEQ menunjukkan bahwa variabel Attractiveness
(mean 0.66), Efficiency (mean 0.49), dan Dependability (mean 0.68) mendapat
kategori "Bad", sedangkan Perspicuity (mean 0.72), Stimulation (mean 0.65), dan
Novelty (mean 0.53) mendapat kategori "Below Average". Metode Honeycomb
menunjukkan skala Use (mean 3.26) mendapat kategori "Cukup Baik", sementara
Feel (mean 3.54) dan Think (mean 3.61) mendapat kategori "Baik". UEQ
mengungkap kelemahan teknis, meski hasil keseluruhannya masih positif dan
netral. Honeycomb menunjukkan bahwa penggunaan dan perasaan pengguna cukup

baik, namun aspek penggunaan masih perlu perbaikan.

Kata Kunci: pengalaman pengguna, aplikasi Signal, User Experience

Questionnaire, Honeycomb
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ABSTRACT

USER EXPERIENCE EVALUATION OF SIGNAL APPLICATION SIGNAL
USER EXPERIENCE QUESTIONNAIRE AND HONEYCOMB

By:
Athalia Diah Rizqullah

The Indonesian government has launched the National Digital Samsat (SIGNAL)
application overseen by the Indonesian National Police (POLRI) to facilitate the
annual STNK validation, payment of Motor Vehicle Tax (PKB), and Mandatory
Contribution of Road Traffic Transport Funds (SWDKLLJ). Although SIGNAL has
been downloaded significantly, there are user complaints on the Google Play Store.
This study aims to evaluate the user experience of the SIGNAL application using
two methods: UEQ (User Experience Questionnaire) and Honeycomb, to identify
factors that influence user experience. Data was collected through a distributed
questionnaire and obtained 88 respondents. The evaluation results using the UEQ
method showed that the variables Attractiveness (mean 0.66), Efficiency (mean
0.49), and Dependability (mean 0.68) were categorized as "Bad", while Perspicuity
(mean 0.72), Stimulation (mean 0.65), and Novelty (mean 0.53) were categorized
as "Below Average". The Honeycomb method showed that the Use (mean 3.26)
scale was categorized as "Fair", while Feel (mean 3.54) and Think (mean 3.61)
were categorized as "Good". UEQ revealed technical weaknesses, although the
overall results were still positive and neutral. Honeycomb showed that the usage

and user feeling were quite good, but the usage aspect still needs improvement.

Keywords: user experience, Signal app, User Experience Questionnaire,

Honeycomb
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