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ABSTRAK 

EVALUASI DESAIN UI/UX APLIKASI KEUANGAN DIGITAL BERBASIS 

DATA SENTIMEN PENGGUNA DI GOOGLE PLAY STORE DENGAN 

MENGGUNAKAN METODE RANDOM FOREST (Oleh: Muhamad Yasir; 

Pembimbing; Friska Abadi, S.Kom., M.Kom dan Setyo Wahyu Saputro, S.Kom., 

M.Kom; 2025; 67 halaman) 

Penelitian ini bertujuan untuk mengevaluasi desain UI/UX aplikasi keuangan 

digital berbasis data sentimen pengguna dari Google Play Store menggunakan 

algoritma Random Forest. Fokus penelitian diarahkan pada lima aplikasi dompet 

digital populer di Indonesia, yaitu OVO, DANA, LinkAja, ShopeePay, dan GoPay. 

Data ulasan dikumpulkan melalui scraping, kemudian difilter berdasarkan kata 

kunci yang merujuk pada enam skala User Experience Questionnaire (UEQ). Data 

diproses melalui tahapan preprocessing teks, pelabelan sentimen menggunakan 

metode VADER dan verifikasi manual, serta transformasi ke fitur numerik 

menggunakan TF-IDF. Model dilatih menggunakan Random Forest dengan 

pembagian data 80:20. Hasil evaluasi menunjukkan bahwa model memiliki akurasi 

klasifikasi sebagai berikut: LinkAja (94%), GoPay (89%), OVO (86%), DANA 

(84%), dan ShopeePay (79%). Berdasarkan hasil ini, algoritma Random Forest 

terbukti efektif dalam mengklasifikasikan sentimen ulasan pengguna terhadap 

aspek UI/UX aplikasi keuangan digital. Hasil penelitian ini dapat menjadi referensi 

penting bagi pengembang aplikasi untuk meningkatkan kualitas desain antarmuka 

berdasarkan persepsi pengguna. 

Kata Kunci:  Analisis Sentimen, UI/UX, Random Forest, Keuangan Digital.  
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ABSTRACT 

EVALUATION OF UI/UX DESIGN OF DIGITAL FINANCIAL 

APPLICATIONS BASED ON USER SENTIMENT DATA FROM GOOGLE 

PLAY STORE USING RANDOM FOREST METHOD (By: Muhamad Yasir; 

Supervisors: Friska Abadi, S.Kom., M.Kom and Setyo Wahyu Saputro, S.Kom., 

M.Kom; 2025; 67 pages) 

This study aims to evaluate the UI/UX design of digital financial applications based 

on user sentiment data from the Google Play Store using the Random Forest 

algorithm. The research focuses on five popular digital wallet applications in 

Indonesia: OVO, DANA, LinkAja, ShopeePay, and GoPay. User review data were 

collected through scraping and then filtered based on keywords referring to the six 

scales of the User Experience Questionnaire (UEQ). The data underwent several 

preprocessing steps, sentiment labeling using the VADER method along with 

manual verification, and transformation into numerical features using TF-IDF. The 

model was trained using Random Forest with an 80:20 train-test data split. The 

evaluation results show that the model achieved the following classification 

accuracy: LinkAja (94%), GoPay (89%), OVO (86%), DANA (84%), and 

ShopeePay (79%). Based on these results, the Random Forest algorithm proved 

effective in classifying user sentiment regarding the UI/UX aspects of digital 

financial applications. The findings of this study may serve as a valuable reference 

for application developers to improve interface design quality based on user 

perception. 

Keywords:  Sentiment Analysis, UI/UX, Random Forest, Digital Finance.  
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