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ABSTRAKSI 

 
Jojo Saide Pasaribu (11213330), Analisis UI/UX Pada Aplikasi MMBC Tour 

and Travel Menggunakan Metode Heuristic Evaluation 

 

MMBC Tour and Travel memiliki peran penting sebagai alat bantu bagi pengguna 

dalam merencanakan perjalanan wisata dan mengakses informasi terkait reservasi 

tiket pesawat, Kereta, Bus, Ferfy, pembayaran tagihan, pengisian saldo E-Money 

dan masih banyak lainnya. Permasalahn yang terjadi ialah desain antar muka yang 

lebih memfokuskan pada keindahan dari sebuah tampilan dalam hal ini masih ada 

kekurangan dalam bagian user interface seperti sering terjadi error ketika selesai 

melakukan transaksi ataupun tidak sesuai dengan yang diinginkan. Sedangkan 

kekurangan pada user experience ialah pengalaman penguna dalam menjalankan 

aplikasi dimana tampilan aplikasi pada aplikasi android tidak menyesuaikan 

dengan layar hp, harga tiket tidak update dan harus memita kode OTP setiap isi E-

money. Pada penelitian ini bertujuan untuk melaksakan evaluasi pada aplikasi 

MMBC Tour and Travel supaya memberikan pengalaman pengguna yang 

optimal, aspek User Interface (UI) dan User Experience (UX) perlu diperhatikan 

dengan cermat, agar pengguna aplikasi merasa nyaman dalam penggunaannya. 

Metode pengumpulan data yang digunakan yaitu dengan metode Heuristic 

Evaluation dari Jacob Nielsen dengan 10 kriteria usability yaitu variabel visibility 

of system status, match between system and the real world, user control and 

freedom, consistency and standards, recognition rather than recall, flexibility and 

efficiency of use, aesthetic and minimalist design, help users recognize, diagnose 

and recover from errors, help and documentation. Hasil dari penelitian ditemukan 

ada 5 permasalahan serta 5 rekomendasi perbaikan yang dilakukan dalam bentuk 

perbaikan user interface dan perbaikan pada konten aplikasi MMBC. 

 

Kata Kunci : User Interface, User Experience, Heuristic Evaluation, MMBC 

Tour and Travel 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

  



 

x 

ABSTRACT 

 
Jojo Saide Pasaribu (11213330), UI/UX Analysis on the Application of MMBC 

Tour and Travel Using the Heuristic Evaluation Method. 

 

 

MMBC Tour and Travel has an important role as a tool for users in planning 

tourist trips and accessing information related to reservations for plane tickets, 

trains, buses, Ferfy, bill payments, topping up E-Money balances and many 

others. The problem that occurs is the interface design which focuses more on the 

beauty of the display, in this case there are still shortcomings in the user 

interface, such as errors often occurring when completing transactions or not 

being as desired. Meanwhile, the shortcomings in user experience are the user's 

experience in running the application where the application display on the 

Android application does not adapt to the cellphone screen, ticket prices are not 

updated and they have to ask for an OTP code every time they fill in E-money. 

This research aims to carry out an evaluation of the MMBC Tour and Travel 

application so that it provides an optimal user experience. The User Interface 

(UI) and User Experience (UX) aspects need to be carefully considered, so that 

application users feel comfortable in using it. The data collection method used is 

the Heuristic Evaluation method from Jacob Nielsen with 10 usability criteria, 

namely the variables visibility of system status, match between system and the real 

world, user control and freedom, consistency and standards, recognition rather 

than recall, flexibility and efficiency of use, aesthetic and minimalist design, help 

users recognize, diagnose and recover from errors, help and documentation. The 

results of the research found that there were 5 problems and 5 recommendations 

for improvements to be made in the form of improvements to the user interface 

and improvements to the MMBC application content. 

 

 

Keywords: User Interface, User Experience, heuristic Evaluation, MMBC Tour 

and Travel 
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