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Abstract
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& Purpgse: In the midst of these dynamics of change, rescarch, development and application of technology continues to
3 be the-main focus in efforts to achieve progress and efficiency in various sectors of life. Generation Z has been the
© primagZ architect of cultural and behavioral change on social media. One of the most prominent characteristics of
@ Geneggtjon Z is their desire to create "viral" content on social media. Content created using CapCut often uses
interesting video and audio effects, such as progress effects, dry effects, music effects, and so on. This application has
varioys features that make it easier for users to create video content, such as video effects, audio and animation. This
showssthat generation Z tends to use the CapCut application to create and edit video content that they share on social
medidDThis research was conducted based on a phenomenon that has recently occurred, where many generations Z
want %create content on social media using the CapCut application and also from several previous studies that have
been conducted which are still lacking in understanding CapCup user satisfaction as a medium for creating content for
Genefation Z. and from several interviews the author conducted with CapCut application users.
Meth®d: This research uses the user experience questionnaire (UEQ) method with six (6) variables, namely
attractiveness, efficiency, clarity, dependability, stimulation and novelty. Dr. Martin Schrepp developed a special tool
that can be used to analyze UEQ questionnaire results, namely the UEQ Data Analysis Tool. The UEQ Data Analysis
Tool is in the form of an Excel application which can be obtained by downloading it directly from the official
https://www ueq-online.org/ website This study employs a quantitative research strategy. This study does not know the
exact number of the population to be studied. So, the sample size was calculated using the Lemeshow formula, a survey
was conducted on 96 users of the Capcut application.
Result: Based on the results of the discussion regarding user experience, specifically Generation Z, in the CapCut
Application using the User Experience Questionnaire (UEQ) method, conclusions can be drawn from the 6 variables
in the UEQ used, the 6 variables obtained positive evaluation values, namely the Attractiveness (mean 1.177),
Perspicuity variables. (mean 1.109), Efficiency (mean 1.109), Dependability (mean 1.159), Stimulation (mean 1.151)
and Novelty (mean 0.763) with the highest evaluation value on the Attractiveness variable. 2. Based on the benchmark
results, the values obtained for the Attractiveness variable were 1.18, Perspicuity 1.11, Efficiency 1.11, Dependability
1.16, Stimulation 1.15, and Novelty 0.76. Each variable gets an Above Average value (above the average). However,
there is still potential for improvement to achieve standards of perfection desired. Users provided invaluable feedback
and suggestions, highlighting the need for improvement.
Novelif: This research provides 2 recommendations based on the results of evaluations using UEQ, which are expected
to helgm improving and improving the quality of the CapCut Application in the future.
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Techr?ology has become the main driver in social, economic and cultural transformation in the modemn era.
Rapid+developments in areas such as computing, telecommunications, and software engineering have
changed the way we interact, work, and even think [1]. Moreover, social media has become an inseparable
part é.,everyday life for many people around the world [2]. Generation Z, which is a group of individuals
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Oborn g‘gtween the mid-1990s and early 2010s, grew up and communicated in an environment filled with
= advanges in information technology and media globalization. Generation Z not only uses technology, but
gthey also understand and master it quickly using technology [3]. They tend to be advanced users in
§man ing digital devices, utilizing applications, and creating online content. The desire to go viral has
D.becoﬁ a common sight among Generation Z [4]. Generation Z not only consumes social media content,
a but also strives to create content that attracts attention and gets recognition on Social Media [5]. Where
Eeach g their values and habits form a culture [6].

3

& The eentent that Generation Z usually shares on social media usually uses the CapCut application. The

a CapC’tﬁ application is a video editing application used to create video content, such as vlogs, video tutorials,

Cprodiet reviews, unboxings, and more The CapCut application is very popular on social media, such as

o TikTok, and many users use it to create interesting video content [7]. Content created using CapCut often

éuses interesting video and audio effects, such as progress effects, dry effects, music effects, etc. This
appliQQion has various features that make it easier for users to create video content, such as video effects,
audigand animation. This shows that generation Z tends to use the CapCut application to create and edit
videoxgontent that they share on social media. CapCut was originally known as "Viamaker" when it was
first faunched by ByteDance. However, after significant updates and development, the app was later
renamgd to "CapCut". CapCut's main goal is to provide user-friendly video editing tools for content creators
on soetal media platforms like TikTok, Instagram, YouTube, and others This application is designed to
allov@lsers to easily create high-quality videos with various creative effects and features [8].

eyd

From the results of interviews conducted with Generation Z, several problems were found in accessing the
CapCut application when creating social media content. First, there are limitations to the devices used,
some of the Z generation use devices that are less capable or not optimally supported by CapCut, which
can cause slow application performance or crashes (the program stops working). This condition can hamper
user creativity and productivity, especially for Generation Z who depend on CapCut to create video content.
Second, at the end of the video export, users complained that the quality of the video output produced by
CapCut was not good/clear in terms of resolution and visual quality, so that several times when uploading
content on social media there was a decrease in video quality. The video output quality issue produced by
CapCut can be a significant obstacle for Generation Z users. Third, the video export process is time
consuming, especially for long content, they feel frustrated with the time it takes to complete and share
their content.CapCut needs to focus on user satisfaction, especially Generation Z. By understanding the
problems faced by users in accessing the CapCut application for creating social media content, developers
can take steps to improve the user experience and fix existing problems. According to CapCut user
satisfaltion influences their desire to create content. User satisfaction can influence their desire to create
furth@r content. According to Using the CapCut application has a positive impact in making it easier for
studeffs to edit videos. According to CapCut has features that make it easier to use, such as available
templates, which help users create videos that are interesting and easy to understand. The basis of the main
modegin this research uses User Experience Questionnaire (UEQ) research.

The éer Experience Questionnaire (UEQ) is an assessment tool used to evaluate a user's experience with
a pro@uct or system [9], [10]. It is a standard instrument used in the field of user experience to collect data
on vdious aspects of user experience, including emotional impressions, perceptions, and satisfaction[11].
The EEQ method allows developers and researchers to gain a deep understanding of how users interact
with & particular product or system, as well as which areas require improvement or improvements. This
helps-in guiding the development of better products that better suit user needs and preferences [12]. UEQ
can béased to evaluate User Experience (UX) in using computer applications and systems. UEQ enables
rapid:é'ssessment of the user experience of interactive products. Research by stated that UEQ can be used
to megsure user success with an indirect role in the usage process [13]. According to The User Experience
Quesfidnnaire is very suitable to use because it focuses on measuring user experience, UEQ requirements
WhiC@?laVC six variables, data analysis tools, measuring User Experience impressions and measuring User
Expestence aspects [14].
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METHODS

Research methods
The é(iw carried out until the final stage of research is called research methodology. Starting with
introduction, planning, data collection, data processing and analysis, and documentation. The following
reseéEh stages can be seen in Figure 1 below.
QO
= Stages Activity
x
(=
=
. |+ Determine the research topic
(/) Introduction 2|+ Determine the research object
=
(2]
7 I
Q « ldentify the problem
Plani |+ Determine which data needed
m aning ?|+ Determining resr(mdems
« Questionnaire planing
) 4
(= « Observation
« Interview
Data Collection 3|+ Literature review
- Distribution of question
« Population and sample
l « Analyze current applications
. + Respondent description
Processing and o |+ Validity test and reliability test
Data Analvsis “|+ Results of analysis with UEQ
. . « Analysis results
l + Rekomendation
. |+ Create research reports
Documentation ?|. Present rescarch
9p]
- 3
o Figure 1. Methodology
o
(¢)
Introduction

The flist stage of this research is preliminary. At this stage the research topic is selected as the research
obje%j irst determine the research topic. To select this research topic, a preliminary study was carried out
by catlecting references in the form of national and international journals related to the title, references
were Belected from one hundred to fifty, from fifty to thirty, and from thirty to ten references that were
propésed were good. from online and offline sources, this final assignment carries the title of user
expe&mce analysis on the Generation Z CapCut application for Social Media content based on the stages
that Ifave been carried out. The CapCut application is the research for this final assignment. Second,
determine the research object. The research object in this final assignment that will be studied is the CapCut

applifation.
*

<

Planning

The dctivity begins with a problem identification process which will be continued with the formulation of
the rgsearch problem. Then determine the data needed including primary data and secondary data,
determine the techniques that will be used in the data collection process, and carry out research samples
and determine the respondents in this research. After that, a questionnaire was designed as a research
instruthent. First, Identifying Problems, at this stage, problems will be identified in the CapCut Application
related’ to the user experience of the CapCut Application which will later be used as a guideline in
formylating problems. To collect information, problems are identified using observations, interviews, and
literaare reviews. The problems identified have been explained in the background and then the problem is
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_form@ted, namely how to analyze the user experience on the CapCut Application using the User
Expegience Questionnaire (UEQ) method.

11a eydid yeH

ZFrorn?this problem formulation, the problem boundaries, objectives and benefits of this research can be
D.detel:Bjned. Second, determine which data needed, What information is needed in this Final Project
S reseat¢h is determined first before data collection begins. There will be two types of data used, namely
=-primagy data and secondary data. third, Determining Respondents, this research uses nonprobability
5 sampling, namely purposive sampling. This technique determines the sample with certain considerations
& or speeial criteria for the sample, where the researcher determines sampling by determining special
@ charateristics that are in accordance with the research objectives so that it is hoped that they can answer
Cthe résearch problem. fourth, Questionnaire Planning, the adaptation of the UEQ which was the result of
a.reseax?) by Laugwitz et.al became the basis for the questionnaire designed in this research. There are 26
é items representing the 6 variables that will be analyzed to measure user experience, namely Attractiveness
Efﬁcfcglt Clarity Accuracy Stimulation and Novelty [15].

n 16un

Datag;ollection

Aftedeciding what data is needed for research, the data collection stage is carried out. At this stage, the
data egjlected includes primary data and secondary data. The method for collecting data for this research is
by cenducting observations, interviews, literature studies, and distributing questionnaires. First,
obserVation, Observations were made by visiting the CapCut Application directly. This is done in order to
be able to clearly see and assess its appearance, information and problems encountered when using the
Application. The data obtained from these observations can support the further research process. second,
Interview Interviews were conducted offline by meeting directly with CapCut Application Users.
Interviews are carried out with the aim of obtaining detailed information about the object under study by
asking several prepared questions. In this research, interviews were conducted with CapCut application
users. This interview was conducted to obtain the data needed in this research. third, literature review, a
literature review is needed to find data and information that is relevant and related to the research being
conducted. Literature studies can be carried out through books, papers, journals or previous theses. The
purpose of conducting this literature study is to add a basis and references that can be used as supporting
references in determining solutions to research problems.

Fourth, distribution of questionnaires, in preparing the questionnaire, a Google form was used which
included questions about the respondent's identity as well as questions about the research conducted. This
questionnaire will then be distributed online. This questionnaire is prepared based on the UEQ method
which/tontains 26 question items and will be filled in by research respondents. Respondents' answers to
this questionnaire will then be processed as research data using the UEQ tools that have been determined
https Fwww.ueq-online.org/. Fifth, Population and Sample, Population is an area of generalization in
researeh. This area includes objects or subjects from which conclusions can be drawn. The population in
this résearch is all CapCut users in Indonesia who access educational content. In this study, the researchers
cann%;jetermine the exact size of the population to be studied because there is no relevant data[ 16]. Sample
A samfiple is simply defined as a part of the population that is the actual source of data in a study. In other
wordS? the sample is a portion of the population to represent the entire population. Because this research
does @6t know the exact number of the population to be studied. So, the sample size calculation uses the
Lem&;ow [17] formula as follows:

<
ﬁ z%pq
® n==—z (M
[Ty
—_
n = Nimber of samples required.
z= price is in the normal curve for a deviation of 5%, with a value of 1.96.
p = Twoe chance 50% = 0,5.
q= Q&mce of being wrong 50% = 0,5.
e= ple error rate (sampling error) 10% = 0.1
_ 2 05 _
n=(196)? x 0,5 x o = 96,04 2)
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Froné;ne results obtained above, namely 96.04 is a comma number, so in calculations that produce a comma
numbgr, on the contrary, round it to the nearest whole number. So, the number of samples in the research
was 9§ respondents.

D.Datz;s_rocessing and data analysis

S The analysis technique used in this research is descriptive statistics, namely a statistical technique used to
=-analyze data by describing the data that has been collected into a graphic display. Describing respondents,
5 evaluating validity and reliability tests, and processing questionnaire data are activities completed at this
& stage—first, Analysis of Current Applications, the analysis carried out on the CapCut Application is the first
@ step @ see a picture of the current state of the CapCut Application. So that the problem can be solved. The
Cauthdi=made observations on the CapCut Application and went through the analysis process. second,
g_Resp_ ent Description, at this stage, respondents who have participated in filling out the research
S questionnaire will be described and explained. Respondents were described by looking at gender, age and

Capc{é?Application users.

npuilig eydi YeH

Thircg’VValidity Test and Reliability Test, Validity testing is carried out to determine the validity of the
question items used [18]. By using Pearson product moment correlation, each statement item in this validity
test isygorrelated with the overall score of each statement category. An instrument is said to be valid if the
calcufated r value > r table. The purpose of the reliability test in this research is to find out whether the
quesrgnnaire can be relied on to be an accurate data collection tool. This is done by checking the results of
Cronbach Alpha (a) for each study variable, if the value is greater than r table, the results are considered
reliable or reliable. fourth, Data Analysis with UEQ, after carrying out validity and reliability tests on the
questionnaire data, the next step is the data processing and analysis process using the UEQ Data Analysis
Tool version 14. The data will be recapitulated and entered into the data tab in the UEQ Data Analysis
Tool. This data is used as input value to calculate the user experience value on the CapCut Application.
Next, a data transformation or conversion process will be carried out which aims to determine the negative
and positive values of each answer item. For the data processing stages, use the UEQ Data Analysis Tool.
The results of the questionnaire data processing will be described and analyzed to determine the value of
each variable and to obtain information on user experience on the CapCut Application.

Fifth, Analysis Results, at this stage, the transformed data will be calculated to obtain the main results
(results) in the form of the mean value for each variable item. This mean value is used to carry out analysis
in the research. With the mean value, the evaluation value obtained by each variable will also be determined.
There are 3 assessment scales, namely positive evaluation, neutral evaluation and negative evaluation. The
evalu@tion value of each variable or aspect of the UEQ method assessment that has been obtained from the
data processing process is then used as a reference for making recommendations for improvement. sixth,
Recopimendations The next stage after getting the analysis results is to make recommendations for
imprexement. Recommendations are made based on the results of the data analysis that has been carried
out. Fhis recommendation can be a reference for improving and improving the quality of the CapCut
Applgation in the future.

e
DocuThentation

At this: stage, activities include creating research reports and presenting research results. first, Create a
Reseach Report, In making a research report, research results are collected in the form of data that has
been éx;ocessed and information obtained in the previous stages. The results of the research are documented
in a fnal research report whose contents can be justified. second, Presenting Research, At this stage the
final fesearch report containing the results of the research that has been carried out will be presented to the
examﬁing lecturer for assessment.

Q

RESULTS AND DISCUSSIONS

Jambgi’rovince consists of 11 regencies/municipalities, 144 subdistricts, and 1,562 villages. The March
The guestionnaire in this study consisted of 26 questions prepared based on the UEQ method and questions
related to the respondent's identity. This research uses nonprobability sampling, namely purposive
sam[;ﬁng. This technique determines the sample with certain considerations or special criteria for the
sampie, where the researcher determines sampling by determining special characteristics that are in
accorgance with the research objectives so that it is hoped that they can answer the research problem. The
next %p is to prepare questionnaire questions using Google Form and distribute them online.

wisey

Scientific Journal of Informatics, Vol. 11, No. 3, Aug 2024 | 725

b |

nerl



‘nery eysng NiN uizi eduey undede ynjuaq wejep Ul siN} eAIey yninjas neje ueibeqgas yeAueqiadwaw uep uejwnwnbuaw Buele(iq g

NV VISNS NIN
(0

‘nery eysng NiN Jefem 6uek uebunuadey ueyibniaw yepi uedinbusad q

‘yejesew njens uenelfur} neje ynuy uesinuad ‘uetode| ueunsnAuad ‘yeiw eAiey uesiinuad ‘ueniiuad ‘ueyipipuad uebunuaday ¥ynjun eAuey uedipnbuad e

’ ‘-
C>
n"n

%

h

:Jaquins ueyingaAusw uep ueywnjuesusw edue) Ul sin} BAIBY yninjas neje uelbeqas diynbusw Buele|q ‘|

ORespondent description

tribution of questionnaires in this study obtained 96 respondents. Based on the answers obtained,
o the characteristics of respondents can be grouped based on gender, age and what social media they use. The
=i following are the results of the respondents' descriptions.

3 ©
Q ~—
5 v Gender, From Figure 2, it can be seen that of the 96 respondents who filled out the questionnaire,
Q@ 2, .
= = the majority of respondents were women, namely 54 respondents, while there were 42 male
§ —. respondents.
a =
o =
= =~
Q@
= (= gender
g =
=
CJ 02}

=

(7]

x

Q

A

QO

=

Emale mfamale ®
Figure 2. diagram of respondents based on gender
2. Age, From Figure 3 it can be seen that of the 96 people, the majority of respondents were aged 20-

24 years, namely 87 people, respondents aged 14-19 years, namely 8 people and respondents aged
25-29 years, namely | person

age

m20-24 m25-29 w1419

Figure 3. Diagram of respondents based on gender

Use of Social Media, From Figure 4 it can be seen that of the 96 respondents who filled out the
questionnaire, the majority of respondents used CapCut to create content on social media on
WhatsApp, 23 people, 41 people on Tiktok, 25 people on Instagram, 2 people on Facebook. and
7 people use these 4 social media.
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what social media do you use?

B WhatsApp M Tiktok W Instagram Facebook mall

Figure 4. Diagram of respondents based on social media use
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Resutts

Analysis with user experience questionnaire (UEQ)

After carrying out validity and reliability tests, the next step is to process and analyze the questionnaire data
using a special tool for the UEQ method, namely the UEQ Data Analysis Tool version 12 which is
downloaded via the official UEQ website which has been determined https://mwww.ueq-online.org/ [19].
User Experience Questionnaire (UEQ) is a method that can be used to measure user experience (UX), where
UEQ is able to provide a reflection from the perspective of usability to user experience. The original version
of UEQ itself was designed in German, but has been translated into several languages, one of which is
Indonesian [20]. The composition of the UEQ scale used to measure user experience is the dimension of
pure acceptance or rejection, Attractiveness is the dimension of pure valence (emotional reaction).
Perspicuity, Efficiency, and Dependability are aspects of pragmatic quality, which define the quality of
interactions that are relevant to the obligations or goals that users want to achieve when using the product.
Meanwhile, Stimulation and Novelty are included in the hedonic quality aspect, which is not related to
tasks and goals, but describes aspects related to pleasure or satisfaction when using the product [21]. The
respondent's answer data in the table is then transformed or an answer conversion is carried out with the
aim ok finding out the negative and positive values of each answer item [22]. Not always point 7 is the
high& value. The scoring is done based on the location of the negative and positive terms. The converted
data @ill produce a mean value per person with each grouping based on variables Each item is scaled from
-3 to;d:;ﬁ with the following conditions.

)
BB Score — 3 represent the most negative answer
75" A value of 0 represents a neutral answer
t A value of + 3 represents the most positive answer
: . . e
2‘ Table 1. UEQ scale transformation (negative to positive)
L) Inconvenient 1 2 3 4 5 6 7 Pleasant
a Value After
e Transformation -3 2 -1 0 1 2 3
<

The tEansformation of the item value scale starting from positive to negative terms can be seen in Table 2.

Table 2. UEQ scale transformation (positive to negative)
Creative Value After
Transformation 1 2 3 4 5 6 7 Monotonous

3 2 1 0 -1 2 3
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Aftelj;he transformation process, the data will be calculated to obtain the main results. From these
calcu%lions, the mean, variance and standard deviation values will be produced for the 26 UEQ question
itemrbThe mean is the result of calculating the average of all respondents' responses grouped into each
“aspect:-Meanwhile, variance shows variations in data distribution. The mean of each variable item is used
to catfy out analysis in this research. The meaning of the mean value for each UEQ aspect has a standard
valuedbased on Table 3.

1D ¥eH
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Table 3. Average research scale [23]

Mean Value Range Information

>0.8 Positive Evaluation
Between -0.8 and 0.8 Neutral Evaluation
<-0.8 Negative Evaluation

Buepun-6uepun 16un
S NINYITw

The @llowing are the results of the questionnaire for each research variable which were analyzed to find
out the-average of respondents' answers to each variable.

Q

o Table 4. Evaluation results of attractiveness variables

Q—). Code Item Mean Evaluation

c Assessment
ATTI Annoying Enjoyable 1.2 Positive
ATT2 Good Bad 1.3 Positive
ATT3 Unlikable Pleasing 13 Positive
ATT4 Unpleasant Pleasant 1.2 Positive
ATTS Attractive Unattractive 1.1 Positive
ATT6 Fricndly Unfﬁend]y 1.1 Positive
(Attractiveness) 1.177 Positive

The attractiveness variable is a user experience measurement variable that emphasizes the user's overall
impression of CapCut, namely whether the user likes or dislikes CapCut. Based on the evaluation results
in Table 6, the Attractiveness variable obtained a positive evaluation value with a mean value of 1.177. All
items get a Positive evaluation value. It can be seen from the items in the Attractiveness variable that users
feel that CapCut is fun, good, enjoyable, comfortable, attractive and user friendly when used.

wn Table 5. Results of evaluation of perspicuity variables

3' Evaluation
8. oade Item fican Assessment
- PERI Not understandable Understandable L1 Positive
2 PER2 Easy to learn Difficult to learn L1 Positive

= PER3 Complicated Easy 1.2 Positive

E. PER4 Clear Confusing 1.1 Positive

(2} (Perspicuity) 1.109 Positive
(=

The grspicuity variable emphasizes the possibility of how easy it is for users to understand how to use the
prodifét, namely whether users can learn and get used to using CapCut casily. The evaluation results in
tablea show that overall the Perspicuity variable received a positive evaluation value with a mean value of
1.10921t can be seen from the items in the Perspicuity variable that users feel CapCut is understandable,
easyd® learn, simple and clear when used.

Q

:: Table 6. Evaluation results of efficiency variables
Code= Item Mean Evaluation Assessment
EFF = Fast Slow 0.9 Positive
EFFE Inefficient Efficient 1.2 Positive
EFF33 unpractical Practical 1.4 Positive
EFF Organized Untidy 1.0 Positive
(Effigiency) 1.109 Positive
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OThe éﬂciency variable is a user experience measurement variable which emphasizes that the product is
-
-

help complete a task quickly and efficiently. The evaluation results in table 8 show that overall the
o Efficjency variable received a positive evaluation value with a mean value of 1.109. It can be seen from the
=litems+n the Efficiency variable that users feel CapCut is fast, efficient, practical and organized when used.

=]

a =

3 V) Table 7. Evaluation results of dependability variables

- = Code Item Mean Evaluation
g = Assessment
% — DEPI Unpredictable Predictable 1.2 Positive

‘g -~ DEP2 Obstructive Supportive 1.2 Positive

& (= DEP3 Secure Not secure 1.1 Positive

3_ — DEP4 Meets expectations Docs pot meet Positive

Y] Z expectations

‘g o (Dependability) 1.159 Positive

The %.ependability variable emphasizes the level of control and security that users feel when interacting
with BapCut.Based on the results of the analysis in Table 9, the Dependability variable gets a positive
evaluition value. Looking per item at the evaluation results of the Dependability variable, users feel that
CapCi is predictable, supportive, safe and meets expectations when used.

QO

c Table 8. Evaluation results of stimulation variables

Code Item Mean Evaluation
Assessment

STI Valuable Inferior 1.2 Positive

STI2 Boring Exciting 1.3 Positive

STI3 Not interesting Interesting 1.1 Positive

STI4 Motivating Demotivating 1.0 Positive

(Stimulation) 1.151 Positive

The Stimulation variable is a user experience variable that emphasizes the user's level of motivation and
enjoyment in using CapCut. The evaluation results in Table 10 show that overall the Stimulation variable
received a positive evaluation value. Judging from the items in the evaluation results of the Stimulation
variable, users felt that CapCut was useful, exciting, interesting and motivating when used.

Table 9. Evaluation results of variable novelty

E Code Item Mean Evaluation
V) Assessment
= NOV1 Creative Dull 0.6 Neutral
= NOV2 Inventive Conventional 0.5 Neutral
s NOV3 Usual Leading edge 0.8 Neutral
g NOV4 Conservative Innovative 1.1 Positive
z 2 (Novelty) 0.763 Positive

The Kovelty variable is a user experience variable that measures how innovative and creative CapCut is
and affracts interest from users. Based on the evaluation results in table 11, the overall evaluation table for
Novetty received a positive evaluation value with a mean value of 0.763. Items NOV 1 NOV 2 and NOV
3 recgved a Neutral value, while NOV4 received a positive evaluation value.

[Ty
Fromzhese results, it is known that if you look at each item in the Novelty variable, users feel that CapCut
is anginnovative product. For Creative or Motonon items, users give neutral values to Creative or
Conv@itional items as well as Ordinary or Advanced items. Users think that the current CapCut design is
quite Creative and users think that they are quite used to using CapCut in editing social media content.
Theretere, in terms of appearance, Capcut is quite friendly and in terms of information, it always uses clear
and sg.nple language so that it is easy for CapCut users to understand.

Scientific Journal of Informatics, Vol. 11, No. 3, Aug 2024 | 729
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g' 2, 5{)—1-
3
Q | 2 DD
g 1 5{)_, s Excellent
n- —_—
Ty 1 — —— . Good
‘g ; Above Average
.C 0. EBelow Average
a D,DE ' Bad
Y]
= | -050 (/|31
«Q w
100 T T T
() Attractiveness Perspicuity Efficiency Dependability Stimulation Novelty
Q Figure 5. UEQ CapCut benchmark diagram

QAftc%&:ning the mean value for each variable, the mean value is then compared to the benchmark data set.

%Comggrison of the values obtained with benchmark data was carried out to see the relative quality of

cCapQ.;t when compared to other products. Benchmark results can be seen in Figure 5.

Basea_oon Figure 5, it can be seen that when compared with other products, CapCut gets an Above Average
valuéfor each variable. This indicates that CapCut must maintain and improve every aspect so that the
valuéof use does not decrease.

CONCLUSION

Based on the results of the discussion regarding user experience, especially Generation Z, on the CapCut
Application using the User Experience Questionnaire (UEQ) method, the following conclusions can be
drawn: first, of the 6 UEQ variables used, the six variables obtained positive evaluation values, namely the
variables Attractiveness (mean 1.177), Perspicuity (mean 1.109), Efficiency (mean 1.109), Dependability
(mean 1.159), Stimulation (mean 1.151) and Novelty ( mean 0.763) with the highest evaluation value on
the Attractiveness variable. Second, based on the benchmark results, the values obtained for the
Attractiveness variable were 1.18, Perspicuity 1.11, Efficiency 1.11, Dependability 1.16, Stimulation 1.15,
and Novelty 0.76. Each variable gets a value Above Average (above the average). Third, this research
provides 2 recommendations based on the results of evaluations using UEQ which are expected to help
improve and improve the quality of the CapCut Application in the future.

Aftergprocessing the data and getting the analysis results, the next step is to provide recommendations for
impr@yement. Recommendations are given based on the results of the questionnaire data analysis that has
been ied out. These recommendations can be used as a reference for improving and increasing the
qualigy of the CapCut Application in the future. The majority of users feel that CapCut is a creative product,
mearnifhg they are quite used to using CapCut to create content for daily activities. Therefore, in terms of
appedpance, CapCut can be improved. The appearance of CapCut must be user friendly and in terms of
information it must always be updated using short, concise and clear language so that it is easily understood
by oﬂmary people. CapCut can develop a live chat feature in the CapCut application, because this feature
is vexy helpful for users who do not understand the features provided, so that users can find solutions to
their lﬂusunderstandmgs This research is aimed at evaluating the current user experience of the CapCut
appheﬁtlon based on 6 aspects using the UEQ method and to produce recommendations for the CapCut
apphﬁmon which can be used as a reference for developing the CapCut Application.
®
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LAMPIRAN A

©
g HASIL WAWANCARA
=
A.1 Narasumber 1
©
MNama : Alisva Cinta Agri
Usia 22 Tahun
Pekerjaan : Wiahasiswa

1.

Sudah berapa lama anda menggsunakan CaplCuat?
Jawab : 1 tahun atleast.

Berapa lama wakiu vang anda butuhlkan saat menggunakan CapCut?
Jawab - 5 - 30 menit mavbee 1'tn not sure.

Apa alasan anda menggunakan aplikasi CapCut untuk mengedit konten
zsosial anda”?

JTawab : karna banvak pilihan template estetik dan lucua, serta
pengounaaniyva mudah dipahamii so lowve.

Apa masalah/kendala vang anda rasakan saat mengounakan aplikasi
CapCut?
Tawab : nothing_ i feel comfort with this app.

Apa saran dan harapan anda untuk aplikasi CapCuat?
Jawrab - lebih diperbanyak lagi template-template cantik dan lucunyvaa
soundnyva jugaklc.

Pekanbarma, 25 MMaret 2024
Mengetabhiag,

o ®

Alisva Cinta Agri

A.2 Narasumber 2

9]

INamma

Ulsia

Pelkerjaan

Yy wises

ner

1.

2.

- Riflky Saputra
- 23 Tahnzm
- diahasissara

Sudah berapa lama anda mengsunakan CapCuat?
Jarwraltr - 3 tabazmn.

Berapa lama waktu vang anda butuhkan saat mengounakan Capdduat™
JTawwab © terganting seberapa lama konten vang sasra edit. kalaw konten nora
lama biasa maun hampdir 1 jasmn, tapi rata-rata sayvangs mengoonakan capout
hamnsya kisaran 30 mendt — 80 mendit saja.

Avpa alasan anda mengounakan aplikasi CapCut umnvbualk mengedit konten
sosial anda”

Tawwab @ karna lebibh rmuadah, simple dan cepat dari pada aplikasi lain saat
mengedit nova.

Avpa masalah kendala vang anda rasakan saat mengosunakan aplikasi
CapCut?

Tawwab @ ponsel sava tidalk terlaluy mendulkungs vl mengsalukuicary
pengeditan vidio vang berdurasi panjang. dan juzga terkadangs hasil
tamprilan dari vidio vang savyva edit tidak sesuvuail dengan resolusi vang sayva
inginkarn_

Apa saran dan harapan anda oniak aplikasi CapChat?

harapan sava kalawr bisa capcut adain fitnr chat langsungs bagi
pengsunanya, karma kadang-kKadang sarya tidak tau kegunaan dari beberapa
fitur vang ada di capocut.

Pelkanbarn, 25 hWiarer 2024
Mlengetatiiad

.|
=
Riflkyw Saputra
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@3 Narasumber 3

ZE

MNara Sumber 3

1.

2.

MNama : Hamdi Syvukron
Usia 22 Tabhnin
. Pekerjaan : MZiahasiswa

Sudah berapa lama anda menggunakan CaplCut?
Janwrab @ 2 Tahun

Berapa lama waktu vang anda butuhkan saat menggunakan CapCuat?
Jawrab © cuman butuh 1 mendit.

Apa alasan anda mengounakan aplikasi CapCut untuk mengedit konten
sosial anda?

Jawrab @ Capcut memberikan template vg membuat kita efisien dlam edit
wrideo.

Apa masalah/kendala vang anda rasakan saat menggunalkan aplilkcasi
CapCut?

Jawab : Kendala pada sulitnya membuat dalam jumilah video dengan
durasi ¥g panjang.

Apa saran dan harapan anda vntuk aplikasi CapCuot?
Jawrab @ Semoga kedepannya capout meninglkatkan kualitas aplikasi.

Pekanbaru, 25 MMaret 2024
™ etabhui.

A.4 Narasumber 4

MNama - Putri Susanti
Usia - 23 Tahumn
Pekerjaan : MMahasiswa

1.

2.

nery wisey| j

Sudah berapa lama anda menggunakan CapCut?
Jawrab : kira-kira 2 tahun

Berapa lama walktn vang anda butuhkan saat mengounakan CapCat?
Jawrab : kurang lebih setengah jam atau lebih

Apa alasan anda menggunakan aplikasi CapCut untuk mengedit konten
sosial anda?
Jawrab : karna cara penggunaan nyva yng mudah dan simpel

Apa masalahkendala vang anda rasalcan saat menggunakan aplikas:
CapCut?
Jaowrab © musik dan video terkadang tidak sinkron

Apa saran dan harapan anda uniuk aplikasi CapCuat?
Jawrab : sudah bagus dan lebih di tingkatkan lagi.

Pekanbaru, 25 MMaret 2024
Mengetahii,

%

Putri Susanti
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@5 Narasumber 5

A
MNama : Ahmad Ridwansayah
Usia : 253 Tahuen
Pekerjaan : dvahasiswa

neny wisey jrreAg uejng jo AJISIdATU) dDTWER[S] 3)e}S

1.

2.

Sudah berapa lama anda menggsunakan CapCut?
Jawrab - 7 bulan kurang lebih.

Berapa lama waktu vang anda butuhkan saat menggunakan CapCut?
Jarorab - 20 mendt kurang lebih.

Apa alasan anda mengounakan aplikasi CapCut untuk mengedit konten
sosial anda”
Jawrab - aplikasi ind sayvang simple di gunakan dari palikasi vang lain.

Apa masalahvkendala vang anda rasakan saat menggunakan aplikasi
CapCut?

Jawrab : terkadang dalam mengespor vidio membutuh kan wakta vang
cukup lama vk mengekspor nva.

Apa saran dan harapan anda untuk aplikasi CapCuat?

Jawab © harapan savyva untuk capout kedepan niva capout bisa memberikan
taplate vang lebih hoboh lagi dan mendukung unduk di gunakan ke
perangkat-perangkat lama karna hp saya suda jadul.

Pekanbara, 25 Maret 2024
Mhengetabhi,

A7

Ahmad Ridwansayvah
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State Islamic University of Sultan Syarif Kasim Riau

1. Dilarang mengutip sebagian atau seluruh karya tulis ini tanpa mencantumkan dan menyebutkan sumber:
a. Pengutipan hanya untuk kepentingan pendidikan, penelitian, penulisan karya ilmiah, penyusunan laporan, penulisan kritik atau tinjauan suatu masalah.
b. Pengutipan tidak merugikan kepentingan yang wajar UIN Suska Riau.
2. Dilarang mengumumkan dan memperbanyak sebagian atau seluruh karya tulis ini dalam bentuk apapun tanpa izin UIN Suska Riau.
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Thank you for your submission to Scientific Journal of 8
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Dear damar wadan,

1 am pleased 10 nform you that an edior has revsewed your submission, Analysss Of User Expenence Of The
CapCut Appication in Generation Z For Social Meda Content Using The User Expenence Questionnare
Method, and has deaded 10 send it for peer review. An editor will identify qualfied revsewers who will provide
feadback On your SubmMisson

Thus joumal conducts double-anonymous peer réeview. The réviewers will not see any identifying information
about you or your co-authors. Similarly, you will not know who reviewed your submmission, and you wil not hear
from the reviewers directly. You will hear from us with feedback from the reviewers and indormation about the
next steps.

Please note that sending the submission 10 peer review does not guarantee that it will be published We will
cornsider the reviewers’ recommendatons before deadng 10 accept the submission for publication. You may be
asked to make revisons and respond 10 the reviewers' comments before a finad decsion is made

i you have any Quesbons, please conact me from your submissson dashboard

Dwika Ananda Agustina Pertim
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u__._,.l 1. Dilarang mengutip sebagian atau seluruh karya tulis ini tanpa mencantumkan dan menyebutkan sumber:
Mf .nm a. Pengutipan hanya untuk kepentingan pendidikan, penelitian, penulisan karya ilmiah, penyusunan laporan, penulisan kritik atau tinjauan suatu masalah.
I/_-_\.n_ b. Pengutipan tidak merugikan kepentingan yang wajar UIN Suska Riau.
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C.7 Letter of Acceptance

\{

Scientific Journal of
Informatics =i

Letter of Acceptance

Dear Authors: Damar Wulan, Syaifullah, Eki Saputra, Medyantiwi Rahmawita, Arif Marsal

We are pleased to inform you that our Editorial Board has ACCEPTED your manuscript entitied:
“Analysis of User Experience of the CopCut Appflication in Generation Z for Sociol Media Content Using
the User Experience Questionnaire Method™, for publication in Vol. 11 No. 3: August 2024 Edition.

For more information, please do not hesitate to contact us.

Thank you for your consideration.

Edi

tor in Chief of SJi,

Assoc Prof Much Aziz Muslim
' Date: 31 /08 /2024
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Damar Wulan lahir di Provinsi Riau, Kabupaten Siak, De-
sa Perawang Barat pada 26 Desember 2001.  Anak pertama
dari 5 bersaudara. Peneliti menyelesaikan pendidikan Seko-
lah Dasar di SDN 06 Perawang Barat, Kecamatan Tualang,
Kabupaten Siak, Privinsi Riau pada tahun 2014.  Menyele-
saikan pendidikan Sekolah Menengah Pertama di SMPS Plus
Muhammadiyah Perawang Barat, Kecamatan Tualang, Kabu-
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(&Dekolah Menenggah Kejuruan di SMKN 2 Bukittinggi, Kota Bukittinggi, Provin-
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tahun 2020. Pada tahun yang sama, melanjutkan pendidikan pada perguruan Ting-
f;:l Negeri (PTN) di Pekanbaru tepatnya di Universitas Islam Negeri Sultan Syarif
Kasim Riau (UIN Suska Riau), Program Studi Sistem Informasi, Fakultas Sains dan
Teknologi. Peneliti masuk UIN Suska Riau melalului jalur Seleksi Bersama Masuk
Perguruan Tinggi Negeri (SBMPTN). Pada masa pekuliahan peneliti bergabung ke
dalam organisasi Mahasiswa Pecinta Alam Sultan Syarif Kasim Riau dan organ-
isasi Dewan Eksekutif Mahasiswa Fakultas Sains dan Teknologi. Pada tahun 2022
peneliti melaksanakan Kerja Praktek (KP) di Sekolah Menengah Kejuruan di SMK
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Eugas Akhir (TA) dengan judul “Analysis of User Experience of the CapCut Ap-
|5i_ication in Generation Z for Social Media Content Using the User Experience
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