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ABSTRAK 

 

Penelitian ini mengevaluasi usabilitas simulasi Virtual Reality (VR) sebagai 

media pelatihan kesiapsiagaan bencana gempa bumi di Dinas Lingkungan Hidup 

Provinsi Jawa Timur. Evaluasi dilakukan berdasarkan variabel learnability, 

efficiency, effectiveness, dan user satisfaction dengan melibatkan sembilan peserta 

magang. Hasil penelitian menunjukkan peningkatan signifikan pemahaman peserta 

(learnability), efisiensi waktu tinggi (0,01758 goals/detik), tingkat keberhasilan 

100% (effectiveness), serta skor kepuasan pengguna (SUS) sebesar 73,88 yang 

termasuk kategori acceptable dengan predikat good. Simpulan penelitian ini 

menyatakan bahwa simulasi VR memiliki tingkat usabilitas tinggi dan efektif 

digunakan untuk pelatihan kesiapsiagaan bencana gempa bumi. 

 

Kata kunci: Virtual Reality, Usabilitas, Kesiapsiagaan Bencana, Gempa Bumi, 

System Usability Scale, Pelatihan Simulasi. 
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ABSTRACT 

 

This study evaluates the usability of a Virtual Reality (VR) simulation as a 

training medium for earthquake disaster preparedness at the East Java Provincial 

Environmental Agency. The evaluation was conducted based on four usability 

variables: learnability, efficiency, effectiveness, and user satisfaction, involving 

nine internship participants. The results showed a significant improvement in 

participants’ understanding (learnability), high time efficiency (0.01758 

goals/second), a 100% task success rate (effectiveness), and a user satisfaction 

score (SUS) of 73.88, which falls into the acceptable category with a good rating. 

The study concludes that the VR simulation demonstrates high usability and is 

effective as a training medium to enhance earthquake disaster preparedness. 

 

Keywords: Virtual Reality, Usability, Disaster Preparedness, Earthquake, System 

Usability Scale, Simulation Training. 
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