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ABSTRAK

Kemajuan teknologi digital telah mendorong munculnya berbagai aplikasi
marketplace. Namun, setiap aplikasi memiliki tingkat kemudahan penggunaan
(usability) dan pengalaman pengguna (user experience) yang berbeda, sehingga
diperlukan evaluasi untuk menilai kualitasnya. Penelitian ini bertujuan
membandingkan tingkat usability antara aplikasi TikTok Shop dan Shopee dengan
menggunakan metode System Usability Scale (SUS). Penelitian ini menggunakan
pendekatan kuantitatif melalui penyebaran kuesioner kepada 100 responden yang
ditentukan dengan teknik purposive sampling. Hasil penelitian menunjukkan bahwa
Shopee memperoleh skor SUS rata-rata sebesar 65,775, sedangkan TikTok Shop
memperoleh rata-rata 65,65. Kedua aplikasi masuk dalam kategori “Acceptable”
dengan grade C, yang berarti masih dapat diterima oleh pengguna. Meskipun
perbedaan nilai keduanya relatif kecil, Shopee lebih unggul dalam aspek navigasi dan
kestabilan fitur. Dengan demikian, dapat disimpulkan bahwa kedua aplikasi memiliki
tingkat usability yang hampir sama, namun Shopee memberikan pengalaman
pengguna yang sedikit lebih baik dibandingkan TikTok Shop. Penelitian ini diharapkan
dapat menjadi masukan bagi pengembang aplikasi marketplace serta referensi bagi
penelitian selanjutnya dalam bidang usability testing dan user experience.

Kata kunci: User Experience, Marketplace, TikTok Shop, Shopee, System Usability
Scale (SUS).

xil



ABSTRACT

The advancement of digital technology has driven the emergence of various
marketplace applications. However, each application offers different levels of usability
and user experience, making it necessary to evaluate their quality. This study aims to
compare the usability levels between TikTok Shop and Shopee using the System
Usability Scale (SUS) method. A quantitative approach was employed by distributing
questionnaires to 100 respondents selected through purposive sampling. The results
show that Shopee obtained an average SUS score of 65.775, while TikTok Shop scored
an average of 65.65. Both applications fall into the “Acceptable” category with a
grade of C, indicating that they are still considered acceptable by users. Although the
difference between the two scores is relatively small, Shopee performs slightly better
in terms of navigation and feature stability. Therefore, it can be concluded that both
applications have nearly the same level of usability, but Shopee provides a slightly
better user experience compared to TikTok Shop. This research is expected to serve as
input for marketplace application developers as well as a reference for future studies
in the field of usability testing and user experience.

Keywords: User Experience, Marketplace, TikTok Shop, Shopee, System Usability
Scale (SUS).

xiil



