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ABSTRAK 

Pandemi covid-19 memberikan dampak besar teruntuk masyarakat diberbagai 

bidang, baik dari sisi pendidikan maupun perekonomian. Penyebaran covid-19 

mengubah aktivitas sosial setiap individu yang dimana setiap aktivitas sosial harus 

menerapkan protokol kesehatan. Dengan hadirnya pandemi covid-19, kegiatan 

belajar mengajar dilaksanakan online dengan pemanfaatan e-learning. MAN 1 Kota 

Malang merupakan salah satu sekolah yang masih memanfaatkan e-learning hingga 

saat ini meskipun saat ini covid-19 telah mereda. Evaluasi e-learning penting 

dilakukan untuk mengidentifikasi kekurangan pada e-learning sehingga dapat 

mengembangkan sistem e-learning kedepannya. Dengan dilakukannya evaluasi e-

learning mampu meningkatnya efektivitas serta kualitas proses belajar mengajar, 

serta memberikan rekomendasi perbaikan. Evaluasi dari sisi siswa diperlukan agar 

dapat memenuhi kebutuhan siswa dalam proses belajar. Evaluasi yang mampu 

dilaksanakan ialah evaluasi user experience dan evaluasi usability mempergunakan 

metode TUXEL (Technique for User Experience Evaluation in e-learning) yang 

terbagi menjadi 3 aspek penilaian yakni general usability, pedagogical usability, 

serta UX evaluation. Hasil evaluasi dengan metode TUXEL menunjukkan 6 

masalah pada aspek general usability, 9 masalah pada aspek pedagogical usability, 

dan pada aspek UX evaluation menunjukkan 7 kategori mengarah ke persepsi 

positif sedangkan pada 5 kategori UX evaluation mengarah ke persepsi normal. 

Berdasarkan hasil evaluasi yang telah dilakukan, diketahui kekurangan pada e-

learning MAN 1 Kota Malang sehingga dirancang desain solusi berupa prototype 

menggunakan Figma. 

Kata Kunci : E-Learning, E-Learning MAN 1 Kota Malang, Usability, User 

Experience, TUXEL  
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ABSTRACT 

The Covid-19 pandemic has had a major impact on society in various fields, 

both in terms of education and the economy. The spread of Covid-19 changes the 

social activities of every individual, where every social activity must implement 

health protocols. With the presence of the Covid-19 pandemic, teaching and 

learning activities are carried out online using e-learning. MAN 1 Kota Malang is 

one of the schools that is still utilizing e-learning today even though Covid-19 has 

subsided. E-learning evaluation is important to identify deficiencies in e-learning 

so that it can develop an e-learning system in the future. By conducting an e-

learning evaluation, it is possible to increase the effectiveness and quality of the 

teaching and learning process, as well as provide recommendations for 

improvement. Evaluation from the student side is necessary in order to meet student 

needs in the learning process. Evaluations that can be carried out are user 

experience evaluation and usability evaluation using the TUXEL (Technique for 

User Experience Evaluation in e-learning) method which is divided into 3 

assessment aspects, namely general usability, pedagogical usability, and UX 

evaluation. The evaluation results using the TUXEL method show 6 problems in the 

general usability aspect, 9 problems in the pedagogical usability aspect, and in the 

UX evaluation aspect it shows 7 categories leading to positive perceptions while 5 

UX evaluation categories lead to normal perceptions. Based on the results of the 

evaluation that has been carried out, deficiencies in MAN 1 Kota Malang e-

learning are known so a solution design is designed in the form of a prototype using 

Figma. 

Keywords: E-Learning, E-Learning MAN 1 Kota Malang, Usability, User 

Experience, TUXEL 
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