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ABSTRAK 

Surat Keterangan Pendamping Ijazah (SKPI) atau Diploma Supplement adalah 

dokumen resmi dari perguruan tinggi yang memuat pencapaian akademik lulusan. 

Sejak periode 4 tahun 2018, SKPI menjadi syarat yudisium dan wisuda di UMM, 

dengan minimal skor 350 poin. Poin SKPI diperoleh dari berbagai aktivitas, 

termasuk kegiatan wajib, organisasi, dan seminar, yang diinput mahasiswa melalui 

situs skpi.umm.ac.id. Namun, website ini memiliki navigasi yang kurang informatif 

dan minim panduan, sehingga menyulitkan mahasiswa dalam penginputan poin. 

Selain itu, website belum pernah diperbarui atau diukur kualitasnya, meskipun 

kualitas website penting untuk memastikan efektivitas dan kepuasan pengguna. 

Evaluasi menyeluruh dengan metode terstruktur diperlukan untuk meningkatkan 

kualitas website SKPI UMM. Pada penelitian ini menggunakan dua metode yaitu 

System Usability Scale dan Cognitive Walkthrough. Cognitive Walkthrough 

memberikan analisis kualitatif yang mendalam dengan menilai bagaimana 

pengguna menyelesaikan tugas-tugas spesifik di website, mengidentifikasi masalah 

usability diperkuat dengan penggunaan metode system usability scale dalam 

pengukuran kuantitatif terhadap persepsi keseluruhan pengguna dan validasi 

temuan yang dihasilkan dari cognitive walkthrough. Peneliti melibatkan 131 

responden untuk metode system usability scale dan 20 responden pada pengujian 

cognitive walkthrough. Hasil penelitian didapatkan nilai system usability scale dari 

website SKPI sebesar 40,45 sedangkan nilai cognitive walkthrough sebesar 93% 

pada aspek task completion, 0.171 goal/second pada aspek time completion dan 

13,75% pada aspek error rate. Dari hasil tersebut menyatakan bahwa website SKPI 

UMM membutuhkan perbaikan pada panduan di halaman utama, deskripsi 

penilaian SKPI dengan tautan ke panduan, halaman informasi SKPI di menu utama, 

ikon "Dashboard" di setiap halaman, hover effect, opsi penjelasan lengkap, dan 

tombol hapus di lokasi strategis akan meningkatkan efisiensi dan pengalaman 

pengguna. 

Kata Kunci : Usability, Pengalaman Pengguna, System Usability Scale, Cognitive 

Walkthrough, Website SKPI UMM  
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ABSTRACT 

Certificate of Diploma Companion (SKPI) or Diploma Supplement is an official 

document from universities that contains the academic achievements of graduates. 

Since period 4 in 2018, SKPI has become a requirement for graduation and 

graduation at UMM, with a minimum score of 350 points. SKPI points are obtained 

from various activities, including mandatory activities, organizations, and 

seminars, which students input through the skpi.umm.ac.id website. However, this 

website has uninformative navigation and minimal guidance, making it difficult for 

students to input points. In addition, the website has never been updated or 

measured for quality, even though website quality is important to ensure 

effectiveness and user satisfaction. A thorough evaluation with a structured method 

is needed to improve the quality of the UMM SKPI website. This research uses two 

methods, namely the System Usability Scale and Cognitive Walkthrough. Cognitive 

Walkthrough provides in-depth qualitative analysis by assessing how users 

complete specific tasks on the website, identifying usability issues is strengthened 

by the use of the system usability scale method in quantitative measurement of 

overall user perceptions and validation of findings generated from cognitive 

walkthrough. Researchers involved 131 respondents for the system usability scale 

method and 20 respondents on cognitive walkthrough testing. The results showed 

that the system usability scale value of the SKPI website was 40.45 while the 

cognitive walkthrough value was 93% in the aspect of task completion, 0.171 

goals/second in the aspect of time completion and 13.75% in the aspect of error 

rate. The results state that the UMM SKPI website needs improvements to the guide 

on the main page, SKPI assessment description with a link to the guide, SKPI 

information page on the main menu, “Dashboard” icon on each page, hover effect, 

full explanation option, and delete button in strategic locations will improve 

efficiency and user experience. 

Keywords : Usability, User Experience, System Usability Scale, Cognitive 

Walkthrough, Website SKPI UMM 
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