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ABSTRAK

Sang Kurir merupakan aplikasi lokal yang dikembangkan di Desa
Pesanggaran Kabupaten Banyuwangi. Aplikasi ini menyediakan jasa pelayanan
seperti delivery makanan , layanan ojek dan jasa lainya yang memudahkan
masyarakat Pesanggaran. Satu satu keberhasilan aplikasi mampu memberikan
pengalaman yang baik dan respon positif dari para pengguna, sehingga untuk
mengetahui pengalaman pengguna pada Sang Kurir perlu adanya analisis User
Experience Questionnaire Experience dengan melakukan pengujian Usability
Testing Testing menggunakan metode Scenario Task dan pengukuran User
Experience Questionnaire Experience -Questionnaire (UEQ). Pada pengujian
Scenario Task terdapat 5 tugas yang harus dikerjakan oleh 10 responden sesuai
dengan 4 parameter Scenario Task (Number of Click During Task Completion, Task
Succes Rate, Error During Task Perfomance dan Time Per Completed Task). Pada
pengukuran UEQ  terdapat 6 skala (AttractivenessDaya Tarik, Efficiency,
Percpicuit, Dependability, Stimulation, dan Novelty) dengan 26 item pertanyaan
dan 85 responden . Dari hasil pengujian Scenario Task pada Number of Click
During Task Completion rata-rata 5.18, parameter Task Succes Rate mendapatkan
96% keberhasilan, hasil Error During Task Perfomance mendapatkan persentase
13.75%. Dan hasil rata-rata Time Per Completed Task 22.04. Kemudian untuk
pengukuran User Experience Questionnaire Experience Questionnaire berada pada
level Benchmark mendapatkan level Above (Diatas Rata-rata) untuk semua
skalanya. Sehingga pada hasil analisis aplikasi Sang Kurir mendapatkan respon

yang baik bagi para pengguna.

Kata Kunci: Pengalaman Pengguna, Sang Kurir, Scenario Task, Usabilty

Testing, User Experience Questionnaire.
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ABSTRACT

Sang Kurir is a local application developed in Pesanggaran Village,
Banyuwangi Regency. This application provides services such as food delivery,
motorbike taxi services and other services that make things easier for the people of
Pesanggaran. One success of the application is being able to provide a good
experience and positive response from users. So, to find out the user experience
with the Sang Kurir , it is necessary to analyze the User Experience Questionnaire
Experience by conducting Usability Testing Testing using the Scenario task method
and measuring the User Experience Questionnaire Experience Questionnaire
(UEQ). In the Scenario Task test, there are 5 tasks that must be carried out by 10
respondents according to the 4 Scenario Task parameters (Number of Clicks
During Task Completion, Task Success Rate, Error During Task Performance and
Time Per Completed Task). In the UEQ measurement there are 6 scales
(Attractiveness, Attractiveness, Efficiency, Perspicuit, Dependability, Stimulation,
and Novelty) with 26 question items and 85 respondents. From the Scenario Task
test results on the Number of Click During Task Completion an average of 5.18, the
Task Success Rate parameter got 96% success, the Error During Task Performance
results get a percentage of 13.75%. And the average Time Per Completed Task
result is 22.04. Then for measuring the User Experience Questionnaire Experience
Questionnaire, it is at the Benchmark level, getting an Above (Above Average)
Average level for all scales. So that the results of the analysis of the Sang Kurir

application get a good response from users.

Keywords: Sang Kurir, Scenario Task, Usability Testing Testing, User Experience
Questionnaire Experience, User Experience Questionnaire Experience

Questionnaire.
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