
i 
 

TUGAS AKHIR 

 

ANALISIS USER EXPERIENCE MENGGUNAKAN 

METODE USABILITY METRICS DAN SYSTEM 

USABILITY SCALE (SUS) PADA APLIKASI ANDROID 

IGRACIAS ITTP  

USER EXPERIENCE ANALYSIS USING USABILITY 

METRICS METHOD AND SYSTEM USABILITY SCALE 

(SUS) ON ANDROID APPLICATION IGRACIAS ITTP 

Disusun Sebagai Salah Satu Syarat untuk Memperoleh Gelar Sarjana Komputer 

 

 

 
 

 

 

ERLAN CANDRA HARYANTO 

18102263 

 

 

 

PROGRAM STUDI TEKNIK INFORMATIKA 

FAKULTAS INFORMATIKA 

INSTITUT TEKNOLOGI TELKOM PURWOKERTO 

2022 



https://digital-camscanner.onelink.me/P3GL/g26ffx3k


https://digital-camscanner.onelink.me/P3GL/g26ffx3k


https://digital-camscanner.onelink.me/P3GL/g26ffx3k


vii 
 

DAFTAR ISI 

 

TUGAS AKHIR ....................................................................................................... i 

TUGAS AKHIR ....................................................................................................... i 

HALAMAN PENGESAHAN PEMBIMBING ...................................................... ii 

HALAMAN PENETAPAN PENGUJI .................................................................. iii 

HALAMAN PERNYATAAN KEASLIAN TUGAS AKHIR .............................. iv 

KATA PENGANTAR ............................................................................................ v 

DAFTAR TABEL .................................................................................................. ix 

DAFTAR GAMBAR .............................................................................................. x 

ABSTRAK ............................................................................................................. xi 

ABSTRACT ............................................................................................................ xii 

BAB I PENDAHULUAN ....................................................................................... 1 

1.1 Latar Belakang ......................................................................................... 1 

1.2 Rumusan Masalah .................................................................................... 3 

1.3 Pertanyaan penelitian ............................................................................... 3 

1.4 Batasan masalah ....................................................................................... 3 

1.5 Tujuan ....................................................................................................... 3 

1.6 Manfaat ..................................................................................................... 4 

1.6.1 Bagi Penulis ...................................................................................... 4 

1.6.2 Bagi Pengembang ............................................................................. 4 

BAB II  TINJAUAN PUSTAKA ........................................................................... 5 

2.1 Penelitian Sebelumnya ............................................................................. 5 

2.2 Dasar Teori ............................................................................................. 10 

2.2.1 Aplikasi IGracias ITTP ................................................................... 10 

2.2.2 User Experience .............................................................................. 10 

2.2.3 User Interface ................................................................................. 11 

2.2.4 Usability .......................................................................................... 11 

2.2.5 Usability Testing ............................................................................. 12 

2.2.6 Usability Metrics ............................................................................. 12 

2.2.7 System Usability Scale (SUS) .......................................................... 13 

2.2.8 Uji Realibilitas ................................................................................ 15 



viii 
 

2.2.9 Uji Validitas .................................................................................... 16 

BAB III  METODE PENELITIAN ...................................................................... 17 

3.1 Subjek dan Objek Penelitian .................................................................. 17 

3.2 Alat dan Bahan ....................................................................................... 17 

3.3 Proses Penelitian .................................................................................... 18 

3.3.1 Studi Literatur ................................................................................. 19 

3.3.2 Skenario Pengujian ......................................................................... 19 

3.3.3 Responden ....................................................................................... 22 

3.3.4 Pengujian ......................................................................................... 23 

3.3.5 Data Pengujian ................................................................................ 23 

3.3.6 Hasil dan Kesimpulan ..................................................................... 24 

BAB IV  HASIL PENELITIAN ........................................................................... 25 

4.1 Uji Realibilitas ........................................................................................ 25 

4.2 Uji Validitas ........................................................................................... 26 

4.3 Analisis Hasil Kuesioner SUS dan Usability Metrics ............................ 28 

4.3.1. Kuesioner SUS ................................................................................ 28 

4.3.2. Usability Metrics ............................................................................. 31 

4.3.3. Analisis Hasil .................................................................................. 33 

4.3.4. Rekomendasi Desain ....................................................................... 34 

BAB V  KESIMPULAN DAN SARAN .............................................................. 38 

5.1 Kesimpulan ............................................................................................. 38 

5.2 Saran ....................................................................................................... 39 

DAFTAR PUSTAKA ........................................................................................... 40 

LAMPIRAN .......................................................................................................... 44 

 

  



ix 
 

DAFTAR TABEL 

 

Tabel 2.1 Penelitian Sebelumnya Yang Digunakan Sebagai Pedoman Studi  

 Literatur Dalam Melaksanakan Proses Penelitian.........................  8 

Tabel 2.2 Pembobotan skor Usability ...........................................................  11 

Tabel 2.3 Pernyataan System Usability Scale (SUS) John Brooke...............  12 

Tabel 2.3 Pembobotan Skor Kuesioner SUS ................................................  13 

Tabel 3.1 Task Usability Metrics ..................................................................  18 

Tabel 3.2 10 Pernyataan System Usability Scale (SUS) ...............................  20 

Tabel 3.3 Jadwal Penelitian ...........................................................................  25 

Tabel 4.1 Hasil Uji Validitas .........................................................................  26 

Tabel 4.2 Hasil Uji Realibilitas .....................................................................  27 

Tabel 4.3 Hasil Perhitungan SUS ..................................................................  30 

Tabel 4.4 Statistik Usability ..........................................................................  32 

Tabel 4.5 Hasil Skor Usability ......................................................................  33 

Tabel 4.6 Skor Akhir Usability .....................................................................  34 

 

 

 

  



x 
 

DAFTAR GAMBAR 

Gambar 2.1 Logo Aplikasi Igracias .................................................................  8 

Gambar 3.1 Flowchart Proses Penelitian .........................................................  17 

Gambar 4.1 Aplikasi Pengolah Angka Uji Realibilitas ...................................  26 

Gambar 4.2 Aplikasi Pengolah Angka Untuk Uji Validitas ............................  28 

Gambar 4.3 Hasil Interpretasi Skor SUS .........................................................  32 

Gambar 4.4 Laporan Hasil Skor Usability .......................................................  34 

Gambar 4.5A Halaman masuk/login ................................................................  35 

Gambar 4.5B Rekomendasi Halaman masuk/login .........................................  35 

Gambar 4.6A Halaman beranda/homepage .....................................................  36 

Gambar 4.6B Rekomendasi Halaman beranda/homepage ...............................  36  


