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ABSTRAK

Antoni Dwi Cahyo (11230198), Analisa Dan Evaluasi Efektivitas Design UI/UX

Website XBSTORE

Dalam era digital yang terus berkembang, permainan daring telah menjadi salah satu
bentuk hiburan utama bagi berbagai kalangan usia. Di Indonesia, popularitas game online
semakin meningkat dengan pesat, yang mengakibatkan kebutuhan untuk top-up game juga
semakin tinggi. Kebanyakan pemain game online sangat memperhatikan masalah harga,
desain, keamanan, proses transaksi, serta legalitas layanan top-up yang mereka gunakan.
XBSTORE menawarkan berbagai klaim menarik, ada beberapa aspek yang perlu
diselidiki lebih lanjut dengan mengidentifikasi kekurangan dan kelebihan desain UI/UX
website XBSTORE berdasarkan metode Heuristic Evaluation. Tujuan dilakukannya
analisis hasil evaluasi heuristik digunakan untuk mendapatkan hasil dari data evalusai
desain tampilan antarmuka dan pengalaman pengguna yang sudah terkumpul dan
tersusun.Konsistensi dalam elemen desain dan penamaan fitur membantu pengguna untuk
tidak kebingungan, sementara fitur pencegahan kesalahan memberikan peringatan dan
memastikan tindakan pengguna sebelum melanjutkan proses pembayaran yang tidak
dapat dibatalkan.

Kata Kunci : Game, Top-up, XBSTORE, Heuristic Evaluation, U/UX
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ABSTRACT

Antoni Dwi Cahyo (11230198), Analysis and Evaluation the Effectiveness of

XBSTORE Website UI/UX Design

In the ever-growing digital era, online games have become one of the main forms of
entertainment for various age groups. In Indonesia, the popularity of online games is
increasing rapidly, which has resulted in the need for game top-ups also increasing. Most
online game players are very concerned about price, design, security, transaction
processes, and the legality of the top-up services they use. XBSTORE offers various
interesting claims, there are several aspects that need to be investigated further by
identifying the advantages and disadvantages of the UI/UX design of the XBSTORE
website based on the Heuristic Evaluation method. The purpose of analyzing the results
of heuristic evaluation is to obtain results from data evaluating the interface design and
user experience that have been collected and structured. Consistency in design elements
and feature naming helps users not to be confused, while the error prevention feature
provides warnings and ensures user action before continuing. irrevocable payment
process.

Keywords: Game, Top-up, XBSTORE, Heuristic Evaluation, Ul/UX
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