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ABSTRAK 

 

User Experience merupakan konstruksi desain penting yang digunakan untuk penerimaan 

teknologi saat ini baik itu website, aplikasi smartphone, software maupun produk digital 

lainnya yang mana UX sangat mempengaruhi terhadap kepuasan pengguna (Amalina and 

Helni Mutiarsih Jumhur 2018) (Tremblay et al. 2020). Penelitian ini membahas mengenai 

“Penilaian User Experience Aplikasi Jahit Batik Asyik (Jatik Asyik) pada Guru Sekolah 

Menengah Kejuruan”. difokuskan pada aspek usability dan user experience yang 

merupakan penelitian payung. Desain penelitian yang digunakan yaitu qualitative 

exploratory study dengan kegiatan utama interview, Focus Group Discussion dan 

kuesioner terkait data dimensi user experience. Hasil penelitian menyatakan media 

pembelajaran yang digunakan oleh guru masih bersifat konvensional Adapun media 

elektronik yang digunakan hanya terbatas pada penggunaan power point. Aplikasi Jatik 

Asyik dinilai mudah digunakan dan recommended untuk digunakan sebagai media 

pembelajaran. Adapun penilaian berdasarkan user experience berdasarkan rekap 

penilaian tertinggi responden pada strategy plane persentasenya 90% dengan kriteria 

setuju, scope plane 90% dengan kriteria setuju, struktur plane 80% dengan kriteria setuju, 

skeleton plane 50% dengan kriteria setuju, surface plane 50% dengan kriteria ragu-ragu. 

 

ABSTRACT 

User Experience is an important design construction used for current technology 

acceptance, be it websites, smartphone applications, software or other digital products 

where UX greatly affects user satisfaction (Amalina and Helni Mutiarsih Jumhur 2018) 

(Tremblay et al. 2020). This study discusses "User Experience Assessment of the Fun 

Batik Sewing Application (Jatik Asyik) for Vocational High School Teachers". focused 

on the aspects of usability and user experience which is an umbrella research. The 

research design used is a qualitative exploratory study with the main activities being 

interviews, focus group discussions and questionnaires related to user experience 

dimension data. The results of the study stated that the learning media used by the teacher 

were still conventional. The electronic media used was limited to the use of power points. 

The Jatik Asyik application is considered easy to use and recommended for use as a 

learning medium. The assessment is based on user experience based on the recap of 

respondents' highest assessment on the strategy plane, the percentage is 90% with agreed 

criteria, 90% scope plane with agreed criteria, 80% plane structure with agreed criteria, 

50% skeleton plane with agreed criteria, 50% surface plane with criteria doubtful. 
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