LAMPIRAN

Lampiran 1. Surat izin penelitian

UNUGHA CILACAP

FAKULTAS MATEMATIKA DAN ILMU KOMPUTER ( FMIKOM)
Keputusan Kemendikbud RI Nomor : 264/E/0/2014 Tanggal 23 Juli 2014

Nomor : B.32/Ybk.041.10/TA2024
Lampiran H
Hal : Permohonan ljin Observasi Skripsi
chadaYth
/Pengasuh Pondok Pesantren API Darul ‘Ulum
Tcmpat

Assalamu’alaikumWr. Wb.

Salam silak hmi dan sejah kami ikan kita
mendapatkan ridlo dan penolongan dari Allah SWT dalam menjalankan aktivitas
sehari-hari. Amin

Sehub d tuntutan kebutut hasi untuk dapatk
pengalaman nym di lapangan, maka Fakultas M; ika dan Ilmu Komp
Universitas Nahdlatul Ulama Al- Ghazali (UNUGHA) Cilacap menugaskan kepada
mahasiswa kami :

Nama : Annisaauzzahro

NIM : 212231009

Prodi : Sistem Informasi

Untuk mengadakan obervasi terkait dengnn slmpﬂ yang sedang di
kerjakanya dengan judul “Elektronik Ci R (E-
CRM) untuk Peni ,' Mutu | n Akademik pada Asramn Pendldnkan
Islam Darul ‘Ulum "
Berkenan dengan hal tersebut, maka kami jukan permoh X d

Bapak/ Ibu untuk mengizinkan mahasiswa kami melaksanaknn kegiatan tersebut
di lingkungan Pondok Pesantren yang Bapak /Ibu pimpin.
Adapun mengenai hari, tanggal dan waktu pelaksanaanya dengan

kesepakatan antara Pondok P dan Mah

Demikian surat ini kami paik atas bimbingan dan kerj y
disampaikan terimakasih.
Wassalamu’alaikumWr.Wb.

Cilacap, 24 Oktober 2024
Dekan

e /

H. Edy Sulistivanto,M.Kom.
NIK.412300714009

UNIVERSITAS NAHDLATUL ‘ULAMA AL GHAZALI CILACAP
Jin. Kemerdekaan Barat No.17 Kesugihan Cllacap Jawa Tengah K.Pos 53274, hitp:// unugha ac.id,
Email : fmikom@unugha.ac.id Telp. : (0282) 695415, 695407, Fax : (0282) 69

Lampiran 2

Link mock up aplikasi



https://www.figma.com/design/EnaOHQIhH3EzfYsX3PGKR/DESSS?node-id=36-
2676&p=t&t=Rg03RLPChdDoX2MS-0
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Link desain aplikasi di figma

https://www.figma.com/design/EnaOHQIjhH3EzfYsX3PGKR/DESSS?node-id=362-
9734&t=e5acEa7D8VXEQi165-0
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Link Prototype



https://www.figma.com/proto/EnaOHQIihH3EzfYsX3PGKR/DESSS?node-id=1-

2&t=e5acEa7D8VXEQi65-0&scaling=scale-down&content-scaling=fixed&page-

1d=0%3A 1 &starting-point-node-id=1%3 A2 &show-proto-sidebar=1
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Link hasil heuristic evaluation tahap 1

https://docs.google.com/spreadsheets/d/1RIgZQHbR61b49K1 vHggK COgSIHICItbx

o -3

Design | Prototype | 2% v

Flow starting point -

Interactions +
Touchd.. =  None
Touchup —>  Onboardin...

Tap = Mixed

Show prototype settings

Removing a connection X

T Todelete a connection, click and
drag on either end.

Running your prototype x

Use the play button in the toolbar
to play your prototype. If there
are no connections, the play
button can be used to play a
presentation of your frames.

MDbOCEZfWUO0/edit?gid=1225313243#gid=1225313243

Heuristic Evaluation Tahap1 # m & [ORNE] O~ @ Bagikan ~
File Edit Tampilan Sisipkan Format Data Alat Ekstensi Bantuan
QA 6 &G 0%~ $ % O 9 123 Defaul. - |-[10]+|B I & A & @ E-i-p-A
H32 -
A 8 c o 3 F G

* Heuristics Process

21 The most optimal approach I've found is to identify and document the top 10 tasks of an app or website and evaluate them through the

22 lens of Jakob Nielsen's 10 Usability Heuristics. Although it's entirely possible to do this on your own, it's great to invite 3-5 participants
when conducting these evaluations as it opens up multiple data points. Anytime we as a group identify relevant heuristics, we will

23 document them in the corresponding tab. When an issue is identified that requires further User Research to validate, we'll use the UXR
check box to signify those. Bear in mind and that some heuristics may not apply to every system being evaluated.

» Heuristics Outcome

After identifying and documenting the issues, we'll gauge their severity, identify items requiring User Research (UXR), prioritize them onto
27 a public backlog, and synthesize and share the results with leadership, teammates and stakeholders.
Severity Scale view graphic in Figma

Since we're using Jakob Nielsen's 10 Usability Heuristics to measure against, it also made sense to use his Severity Scale when
evaluating findings.

. NO PROBLEM
| don't agre

36 @ COSMETIC
Need not be fix

@ MINOR

Fixing this should be giver

2 MAJOR

> B Intro ~  #1Visibility of System Status ~  #2 Match Between System & Real ~  #3 User Control & Freedom ~  #4 Consis!

Upgrade * ‘
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Link hasil heuristic evaluation tahap 2

https://docs.google.com/spreadsheets/d/1NSK9LewbVWiaMFtZYYYaN8Be61GsOa
1 VXNMIOPc8v7c/edit?¢id=2073158478#21d=2073158478

Heuristic Evaluation tahap2 % m & D B - & Bagikan ~ Upgrade + ‘
File Edit Tampilan Sisipkan Format Data Alat Ekstensi Bantuan
QA 6o & 0%~ $ % O 09 |aial - -(16]+ B I S5 A% @St b A o B
B7:C = | fic =SUM( COUNTIF( y JAT), COUNTIF('#2 Match Between System & Real'!D:D,AT),COUNTIF('#3 User Control &
A B c D E F G H I J K
1 Result Total Percentage -
2 Passes 48 96%
3 Fails 0 0% :
4 N/A 2 4%
; 9
s Severity Total Percentage
7 0 (no problem) 44 90%
s 1 (cosmetic) 4 8% =
9 2 (minor) 0 0%
+
10 0 0%
" 0 0%
12
& UXR Total Percentage
“ v 0 0%
15
= Total Findings 50
17
18
+ = | #8 Aesthetic & Minimalist Des.. ¥  #9 Help Users Recognize, Dia... ¥  #10 Help & Documentation v < Jumlah: 48.97959184 ~ ’

Link Dokumentasi dan pengujan

https://drive.google.com/drive/folders/1moxevOVskJLZzbL5ZcLHD33rucZrSEVS?u
sp=drive link




