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ANALISA DAN PERANCANGAN SISTEM USER INTERFACE DAN 

USER EXPERIENCE PADA CONTENT MANAGEMENT SYSTEM (CMS) 

DIVISI BANK SOAL PT. EDUKASI REKANAN ANDA DENGAN 

METODE DOUBLE DIAMOND 

 

Sheila Riva Rezqian 
 
 

ABSTRAK 
 

Divisi Bank Soal PT. Edukasi Rekanan Anda (Eureka Edutech) memiliki tanggung 

jawab penuh terhadap pengembangan materi dan soal ujian ANBK dan SNBT 

melalui tool Content Management System (CMS) internal. Namun, dalam CMS 

tersebut masih banyak sekali fitur-fitur yang harus diperbaiki dan disesuaikan 

dengan kebutuhan anggota divisi Bank Soal Eureka Edutech. Penelitian ini 

bertujuan untuk menganalisa serta merancang Content Management System (CMS) 

versi 2.0 divisi Bank Soal PT. Edukasi Rekanan Anda (Eureka Edutech) dari segi 

user interface dan user experience. Metode Double Diamond digunakan sebagai 

Design Process dalam memahami, menganalisa, serta merancang solusi yang 

berfokus kepada pengguna. Perancangan High-fidelity (prototype) diujikan kepada 

pengguna dengan menggunakan teknik pengujian usability testing untuk menguji 

efektivitas, efisiensi, dan kepuasan pengguna sebagai aspek usabilitas. Hasil 

pengujian rancangan Content Management System (CMS) versi 2.0 Eureka Edutech 

menunjukkan tingkat efektivitas rancangan di angka 100% melalui teknik 

pengukuran completion rate, tingkat efisiensi dalam menggunakan rancangan di 

angka 0.0524 goal/sec dengan persentil 100% melalui teknik pengukuran time-

based efficiency dan overall relative efficiency. Hasil rancangan menunjukkan 

tingkat kepuasan pengguna dengan skor rata-rata 81 dengan grade A dan tingkat 

persentil berada pada angka 90%. 

 

Kata kunci: User Interface (UI), User Experience (UX), Content Management 

System, Double Diamond, Usability Testing.  
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ANALYSIS AND SYSTEM DESIGN OF USER INTERFACE AND USER 

EXPERIENCE SYSTEM IN CONTENT MANAGEMENT SYSTEM (CMS) 

BANK SOAL DIVISION OF PT. EDUKASI REKANAN ANDA USING THE 

DOUBLE DIAMOND METHOD 

 

Sheila Riva Rezqian 
 
 

ABSTRACT 
 

Question Bank Division PT. Your Education Partner (Eureka Edutech) has full 

responsibility for the development of ANBK and SNBT exam materials and 

questions through the internal Content Management System (CMS) tool. However, 

in this CMS there are still many features that need to be improved and adapted to 

the needs of members of the Eureka Edutech Question Bank division. This research 

aims to analyze and design a Content Management System (CMS) version 2.0 for 

the Question Bank division of PT. Educate your Partners (Eureka Edutech) in terms 

of user interface and user experience. The Double Diamond method is used as a 

Design Process in understanding, analyzing and designing user-focused solutions. 

High-fidelity design (prototype) is tested on users using usability testing techniques 

to test effectiveness, efficiency and user satisfaction as aspects of usability. The 

results of testing the Content Management System (CMS) version 2.0 Eureka 

Edutech design show that the level of effectiveness of the design is 100% through 

the completion rate measurement technique, the level of efficiency in using the 

design is 0.0524 goal/sec with a percentile of 100% through the time-based 

efficiency measurement technique and overall relative efficiency. The design results 

show a level of user satisfaction with an average score of 81 with grade A and a 

percentile level of 90%. 

 

Keywords: User Interface (UI), User Experience (UX), Content Management 

System, Double Diamond, Usability Testing.
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