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ABSTRAK 

 

Seiring berkembangnya dunia penerbangan, permintaan akan add-ons untuk game 

simulasi penerbangan semakin meningkat. OneSim Store hadir sebagai sebuah 

website yang menyediakan berbagai macam add-ons untuk game simulasi 

penerbangan Microsoft Flight Simulator. Add-ons yang ditawarkan meliputi livery 

pesawat, scenery bandara, modifikasi pesawat, dan masih banyak lagi. Dalam 

beberapa waktu terakhir, OneSim Store mengalami penurunan jumlah pengunjung. 

Metode Five Planes digunakan sebagai kerangka pengembangan UI/UX OneSim 

Store. Penelitian ini melakukan evaluasi pengalaman pengguna (user experience) 

OneSim Store menggunakan metode User Experience Questionnaire (UEQ). Hasil 

evaluasi rancangan prototype yang dibuat menunjukkan peningkatan signifikan 

dalam beberapa aspek UI/UX OneSim Store. Daya tarik, kejelasan, efisiensi, 

ketepatan, dan kebaruan meningkat secara signifikan. Penilaian skala daya tarik, 

kejelasan, efisiensi, dan stimulasi yang sebelumnya berada dalam kategori “Di 

bawah rata-rata” sekarang berada dalam kategori “Bagus”. Artinya, OneSim Store 

memiliki kualitas yang lebih baik daripada 75% dari dataset benchmark. Pada skala 

ketepatan, OneSim Store masuk dalam kategori “Sangat Bagus”. Pada skala 

kebaruan, OneSim Store masuk dalam kategori  “Sangat Bagus”. 

Kata Kunci: Evaluasi, OneSimStore, Perancangan, The Five Planes, User  

  Experience Questionnaire. 
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ABSTRACT 

 

As the aviation industry continues to evolve, the demand for add-ons in flight 

simulation games is increasing. OneSim Store is a website that provides a wide 

range of add-ons for Microsoft Flight Simulator, including aircraft liveries, airport 

scenery, aircraft modifications, and more. However, OneSim Store has experienced 

a decline in the number of visitors recently. The Five Planes method is employed as 

the framework for developing the UI/UX of OneSim Store. This research aims to 

produce a detailed, balanced, and business-focused design by utilizing this method. 

Additionally, the user experience of OneSim Store is evaluated using the User 

Experience Questionnaire (UEQ) method. The evaluation seeks to measure the 

quality of the interface and usability of OneSim Store as a platform for selling add-

ons in Microsoft Flight Simulator. The evaluation of the prototype design shows a 

significant improvement in various aspects of the UI/UX of OneSim Store. 

Attractiveness, clarity, efficiency, precision, and novelty have all experienced 

substantial enhancements. Ratings for attractiveness, clarity, efficiency, and 

stimulation, which were previously categorized as "Below Average," have now 

shifted to the "Good" category. This indicates that OneSim Store surpasses 75% of 

the benchmark dataset in terms of quality. OneSim Store is categorized as 

"Excellent" in terms of precision and novelty. 

Keywords: Design, Evaluation, OneSimStore, The Five Planes, User   

  Experience Questionnaire. 
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