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ABSTRAK

EVALUASI USER EXPERIENCE PADA MENU DATA TUGAS AKHIR
SISTEM INFORMASI AKADEMIK UIN SUNAN AMPEL SURABAYA
MENGGUNAKAN USER EXPERIENCE QUESTIONNAIRE DAN
HEURISTIC EVALUATION

Oleh :
Zulfah Saniyyah

Sstem Informasi Akademik UIN Sunan Ampel Surabaya (SINAU) yang
diluncurkan oleh PUSTIPD masih menerima keluhan pengguna terkait fungsi
sistem dan layanan pada website. Penelitian ini bertujuan untuk menganalisis
pengalaman pengguna menggunakan metode User Experience Questionnaire dan
Heuristic Evaluation. User Experience Questionnaire mengevaluasi berdasarkan
presepsi pengalaman pengguna dengan menggunakan kuesioner, sedangkan
Heuristic Evaluation mengidentifikasi masalah dan kelebihan berdasarkan prinsip-
prinsip desain.Pendekatan kuantitaif dilakukan dengan melakukan penyebaran 193
responden. Hasil evaluasi menggunakan UEQ diperoleh nilai evaluasi dibawah
rata-rata (below average) dengan skala Attractiveness 0,722, Efficiency 0,724,
Dependability 0,793, Stimulation 0,653, Novelty 0,464 dengan hasil netral dan
Perspicuity 0,824 positif. Hasil evaluasi desain solusi Data tugas akhir
menggunakan Heuristic Evaluation didapatkan pada aspek User Control and
Freedom, Consistency and Standard, Recognition Rather than Recall, Flexibility
and Efficiency of use, dan Aesthetic and Minimalistic menunjukkan tidak ada
permasalahan wusability. Sedangkan pada aspek Visibility System Status, Match
between System, dan Error prevention menunjukkan masalah tidak perlu diperbaiki.
Terdapat maalah 'dengan prioritas rendah pada aspek” Help User With Error dan
Help and Documentation. Hasil penelitian ini menunjukkan bahwa website SINAU
memerlukan perbaikan signifikan untuk meningkatkan kegunaan dan kepuasan
pengguna. Penelitian ini memberikan dasar untuk rekomendasi perbaikan guna
meningkatkan efisiensi dan efektifitas layanan SINAU.

Kata Kunci : Pengalaman pengguna, User Experience Questionnaire, Heuristic
Evaluation, Sistem Informasi Akademik UIN Sunan Ampel Surabaya

v



ABSTRACT

EVALUATION OF USER EXPERIENCE IN THE DATA MENU FINAL
PROJECT OF UIN SUNAN AMPEL SURABAYA ACADEMIC
INFORMATION SYSTEM USING USER EXPERIENCE
QUESTIONNAIRE AND HEURISTIC EVALUATION

Oleh :
Zulfah Saniyyah

The UIN Sunan Ampel Surabaya (SINAU) Academic Information System launched
by PUSTIPD is still receiving user complaints regarding the system functions and
services on the website. This research aims to analyze user experience using the
User Experience Questionnaire and Heuristic Evaluation methods. The User
Experience Questionnaire evaluates based on the user's perception of experience
using a questionnaire, while the Heuristic Evaluation identifies problems and
advantages based on design principles. A quantitative approach was carried out by
distributing 193 respondents. The evaluation results using UEQ obtained evaluation
values below average (below average) with an A#tractiveness scale of 0.722,
Efficiency 0.724, Dependability 0.793, Stimulation 0.653, Novelty 0.464 with
neutral results and positive Perspicuity 0.824. The results of the solution design
evaluation final project data using Heuristic Evaluation were obtained in the User
Control and Freedom, Consistency and Standard, Recognition Rather than Recall,
Flexibility and Efficiency of use, and Aesthetic and Minimalistic aspects showing
there were no usability problems. Meanwhile, the Visibility System Status, Match
between Systems, and Error prevention aspects show that the problem does not need
to be fixed. There.are low priority problems in the Help User With Error and Help
and Documentation aspects. The results of this research indicate that the SINAU
website requires significant improvemients to increase usability and user
satisfaction. This research provides a basis for recommendations for improvements
to increase the Efficiency and effectiveness of SINAU services.

Keywords: User experience, User Experience Questionnaire, Heuristic Evaluation,
Academic Information System at UIN Sunan Ampel Surabaya
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