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ABSTRAK

Penelitian ini dilakukan dengan tujuan untuk menjamin kualitas dari aplikasi VR Gamelan
Slenthem agar menghindari error serta menjamin berjalannya seluruh fungsi yang terdapat di dalamnya
dengan menggunakan standar ISO 25010 selama pengujiannya. Aplikasi ini diharapkan dapat menjadi
sarana pembelajaran alat musik gamelan, khususnya slenthem. Pengujian dilakukan pada 4 karakteristik
berdasarkan pada standar ISO 25010 yaitu functional suitability, performance efficiency, usability, serta
portability. Berdasarkan pengujian yang telah dilakukan, aplikasi VR Gamelan Slenthem ini dapat
disimpulkan memenuhi standar ISO 25010 dengan nilai karakteristik functional suitability 1 (baik),
karakteristik usability 93% (sangat layak), karakteristik performance efficiency 80% (layak), dan
karakteristik portability yang baik. Hasil penelitian ini diharapkan dapat menjadi rekomendasi dalam
pengembangan selanjutnya demi meningkatkan kualitas aplikasi VR Gamelan Slenthem.
Kata Kunci: evaluasi, kualitas, aplikasi, virtual reality, ISO 25010
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ABSTRACT
The aim of the research was to ensure the quality from VR Gamelan Slenthem application to

avoid error and ensure the operation of all the functions in the application by using ISO 25010 standard.
Hopefully this application can be a learning tools for gamelan musical instruments, especially slenthem.
Testing was conducted using 4 characteristics of the ISO 25010 that are functional suitability,
performance efficiency, usability, and portability. Based on testing, VR Gamelan Slenthem application
can be concluded that it meets ISO 25010 standard with functional suitability characteristic is 1 (good),
usability characteristic is 86.16% (very decent), performance efficiency characteristic is 80% (decent),
good portability characteristic. The result of this study can be used as recommendation for further
development to improve the quality of the VR Gamelan Slenthem application.
Keywords: evaluation, quality, application, virtual reality, ISO 25010
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