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PENERAPAN METODE MOBILE GOAL QUESTION METRIC (MGQM) 

UNTUK PENGUJIAN USABILITY PADA APLIKASI MOBILE SAUNG 

AYAM MANAGEMENT SYSTEM GUNA MENINGKATKAN USER 

EXPERIENCE  

Muhammad Zulkifli B 

ABSTRAK 

Tugas akhir ini membahas tentang penerapan metode Mobile Goal Question 

Metric (MGQM) yang dilakukan pada aplikasi mobile Saung Ayam Management 

System (SAMS) untuk meningkatkan User Experience (UX), Saung Ayam 

Management System merupakan sebuah aplikasi yang dibuat khusus untuk 

membantu bisnis proses yang ada di Saung Ayam seperti memantau dan 

mengontrol kegiatan bisnis. Penerapan metode Mobile Goal Question Metrics 

(MGQM) bertujuan untuk menganalisis masalah dan mengusulkan beberapa saran 

yang berguna untuk meningkatkan User Experience yang dapat menghasilkan 

paduan yang baik antara kegunaan dan kemudahan penggunaan.  

 

Kata Kunci: User Experience, User Interface, Mobile Goal Question Metric, 

MGQM, Usability, Saung Ayam Management System 
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APPLICATION OF MOBILE GOAL QUESTION METRIC (MGQM) 

METHOD FOR USABILTY TESTING ON MOBILE APPLICATION 

SAUNG AYAM MANAGEMENT SYSTEM TO IMPROVE USER 

EXPERIENCE 

Muhammad Zulkifli B 

ABSTRACT 

This final project discusses about the application of Mobile Goal Question Metric 

(MGQM) method on Saung Ayam Management System (SAMS) to improve User 

Experience (UX). Saung Ayam Management System is an application which 

exclusively made to help the business process at Saung Ayam, for instance, 

monitoring and control the business activities. The implementation of Mobile 

Goal Question Metric (MGQM) method aims to analyze problem and give 

suggestions which may be used to improve User Experience and produce a good 

combination between the usability and ease of use.  

 

Keyword: User Experience, User Interface, Mobile Goal Question Metric, 

MGQM, Usability, Saung Ayam Management System  
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