
  

65 

 

DAFTAR PUSTAKA 
 

Abdul Kadir. 2002. Pengenalan Sistem Informasi. Andi. Yogyakarta. 

Ahsyar, T.K., Jakawendra, A. and Syaifullah, S., 2020. Analisa usability website berita 

online menggunakan metode user centered design. Jurnal Ilmiah Rekayasa Dan 

Manajemen Sistem Informasi, 6(2), pp.165-172. 

Ardyani, S.A., 2020, July. Analisis User Experience dan Redesain Website My Permata 

Wisata dengan Menggunakan Metode Cognitive Walkthrough. In Prosiding Seminar 

Nasional Mahasiswa Bidang Ilmu Komputer Dan Aplikasinya (Vol. 1, No. 1, pp. 

478-490). 

Arief, M.R., 2011. Pemrograman web dinamis menggunakan php dan mysql. Yogyakarta: 

Andi, pp.7-19. 

Bank, C. and Cao, J., 2014. Web UI design best practices. Mountain View: UXPin. 

Bentley, Lonnie D; & Whitten Jeffrey L., 2009, Systems Analysis and Design for 

bin Ladjamudin, A.B., 2013. Analisis dan Desain Sistem Informasi Graha Ilmu. 

Bligård, L.O. and Osvalder, A.L., 2013. Enhanced cognitive walkthrough: Development of 

the cognitive walkthrough method to better predict, identify, and present usability 

problems. Advances in Human-Computer Interaction, 2013, pp.9-9. 

Connolly, T., & Begg, C. (2010). Database Systems: A Practical Approach to Design, 

Implementation, and Management (5th ed.). United States: Pearson. 

Fadeyev, Dmitry. (n.d). User Interface Design in Modern Web Applications. Diakses 15 Juni 

2014, dari http://www.smashingmagazine.com/. 

Farrell, D. and Moffat, D.C., 2014. Adapting cognitive walkthrough to support gamebased 

learning design. International Journal of Game-Based Learning (IJGBL), 4(3), pp.23-

34. 

Fathansyah, I., 1999. Basis data. Informatika, Bandung. 

Garret,J. (2011). The Elements of User Experience: User - Centered Design the Web and 

Beyond, Second Edition. Berkeley: California: New Riders. 

Haag dan Keen, H., 1996. Information Technology: Tomorrow’s Advantage Today. 

Hammond: Mcgraw-Hill College. 

Haikal, R.I., Agustino, D.P. and Wijaya, I.M.P.P., 2021. Evaluasi User Experience pada 

Game Genshin Impact menggunakan Metode Cognitive Walkthrough dan Persona. 

Jurnal Sistem dan Informatika (JSI), 16(1), pp.17-25. 

Handiwidjojo, W. and Ernawati, L., 2016. Pengukuran tingkat ketergunaan (usability) sistem 

informasi keuangan studi kasus: duta wacana internal transaction (duwit). Jurnal 

Informatika dan Sistem Informasi, 2(1), pp.49-55. 

Hidayat, Wahyu, Anita B. Wandayana, and Recha Fadriansyah. "Perancangan Video Profile 

Sebagai Media Promosi Dan Informasi Di Smk Avicena Rajeg Tangerang." Jurnal 

Cerita 2, no. 1 (2016): 56-69. 

Hwang, W. and Salvendy, G., 2010. Number of people required for usability evaluation: the 

10±2 rule. Communications of the ACM, 53(5), pp.130-133. 



  

66 

 

Jaspers, M.W., 2009. A comparison of usability methods for testing interactive health 

technologies: methodological aspects and empirical evidence. International journal 

of medical informatics, 78(5), pp.340-353. 

Jeffries, R., Miller, J.R., Wharton, C. and Uyeda, K., 1991, March. User interface evaluation 

in the real world: a comparison of four techniques. In Proceedings of the SIGCHI 

conference on Human factors in computing systems (pp. 119-124). 

Lachner, F., Fincke, F. and Butz, A., 2017. UX metrics: Deriving country-specific usage 

patterns of a website plug-in from web analytics. In Human-Computer Interaction–

INTERACT 2017: 16th IFIP TC 13 International Conference, Mumbai, India, 

September 25–29, 2017, Proceedings, Part III 16 (pp. 142-159). Springer 

International Publishing. 

Ladjamudin, A.B.B., 2005. Analisis dan desain sistem informasi. Yogyakarta: Graha Ilmu, 

1, pp.1-6. 

Munthe, R.D., Brata, K.C. and Fanani, L., 2018. Analisis User Experience Aplikasi Mobile 

Facebook (Studi Kasus pada Mahasiswa Universitas Brawijaya). Jurnal 

Pengembangan Teknologi Informasi Dan Ilmu Komputer, 2(7), pp.2679-2688. 

Munthe, R.D., Brata, K.C. and Fanani, L., 2018. Analisis User Experience Aplikasi Mobile 

Facebook (Studi Kasus pada Mahasiswa Universitas Brawijaya). Jurnal 

Pengembangan Teknologi Informasi Dan Ilmu Komputer, 2(7), pp.2679-2688. 

Muslim, D.K., Jonemaro, E.M.A. and Afirianto, T., 2022. Evaluasi User Experience pada 

Game Mobile Legend menggunakan Cognitive Walkthrough. Jurnal Pengembangan 

Teknologi Informasi Dan Ilmu Komputer, 6(6), pp.2567-2572. 

Nafisah, Syaifaun. 2016. Grafika Komputer. Graha Ilmu, Jakarta.  

Nielsen J. (2012); Usability 101: Introduction to usability. Alertbox. [Internet]; Tersedia 

pada http://www.nngroup.com/articles/usability-101-introduction-to-usability/. 

O'Brien, J.A. and Marakas, G.M., 2009. Enterprise Business Systems. Management 

Information Systems. McGraw-Hill/Irwin, 304. 

Pandusarani, G., Brata, A.H. and Jonemoro, E.M.A., 2018. Analisis User Experience Pada 

Game CS: GO dengan Menggunakan Metode Cognitive Walkthrough dan Metode 

Heuristic Evaluation. Jurnal Pengembangan Teknologi Informasi Dan Ilmu 

Komputer, 2(3), pp.940-950. 

Putra, T.A.M., Wijoyo, S.H. and Rokhmawati, R.I., 2019. Evaluasi User Experience Pada 

Social Application Mobile HAGO Menggunakan Metode Enhanced Cognitive 

Walkthrough. Jurnal Pengembangan Teknologi Informasi dan Ilmu Komputer, 3(7), 

pp.6721-6730. 

Rahadiasta, R.I., Wijoyo, S.H. and Az-Zahra, H.M., 2019. Evaluasi User Experience Pada 

Game FORTNITE MOBILE Menggunakan Metode Enhanced Cognitive 

Walkthrough. Jurnal Pengembangan Teknologi Informasi dan Ilmu Komputer, 3(9), 

pp.9114-9123. 



  

67 

 

Raharjo, P., Kusuma, W.A. and Sukoco, H., 2016. Uji usability dengan metode cognitive 

walkthrough pada situs web perpustakaan Universitas Mercu Buana Jakarta. Jurnal 

Pustakawan Indonesia, 15(1-2). 

Rahmawati, R., 2012. Analisis Penerapan Sistem Informasi Akademik (Siakad) Online Di 

Universitas Sultan Ageng Tirtayasa. Jurnal Administrasi Publik Volume 3, Nomor 

1, Juni 2012, 3(1). 

Riwinoto, R. and Mahatir, W., 2023, September. User experience analysis in mobile League 

of Legends wild rift game using cognitive walkthrough method. In AIP Conference 

Proceedings (Vol. 2665, No. 1). AIP Publishing. 

Suyanto, M., 2005. Pengantar teknologi informasi untuk bisnis. Penerbit Andi. 

Tedyyana, A. and Kurniati, R., 2016. Membuat Web Server Menggunakan Dinamic Domain 

Name System Pada IP Dinamis. Digital Zone: Jurnal Teknologi Informasi Dan 

Komunikasi, 7(1), pp.1-10. 

Ulinuha, H.R., Utami, E. and Sunyoto, A., 2020. Evaluasi User Experience Pada Game Pes 

2020 Menggunakan Metode Cognitive Walkthrough. Respati, 15(2), pp.45-52. 

Wharton, C., Rieman, J., Lewis, C. and Polson, P., 1994. The cognitive walkthrough method: 

A practitioner's guide. In Usability inspection methods (pp. 105-140). 

Whitten, J. and Bentley, D., 2013. L,(2007), System Analysis and Design Method. 

Zaini, N.A., Noor, S.F.M. and Wook, T.S.M.T., 2019. Evaluation of api interface design by 

applying cognitive walkthrough. International Journal of Advanced Computer 

Science and Applications, 10(2). 

 

  


