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ABSTRAK

Ayu Retno Andini (11190058), Perancangan Ul/UX Aplikasi Booking Self Photo
Studio Menggunakan Design Thinking Pada Sinar Mulya Studios

Dalam era teknologi informasi yang berkembang pesat, terutama dalam bisnis e-
commerce, Sinar Mulya Studios menghadapi kendala pemesanan manual dan
pengelolaan data yang lambat. Tujuan dari perancangan ini adalah merancang sebuah
aplikasi pemesanan online booking online self photo studio berbasis website serta
media promosi yang bertujuan meningkatkan kemudahan dan kualitas pelayanan bagi
pelanggan. Penelitian ini menerapkan metode design thinking untuk merancang solusi
pada website Self Photo Studio. Dengan populasi sebanyak 20 responden, sampel
diambil secara acak (simple random sampling) dengan jumlah minimum 17 orang.
Pendekatan gabungan data kualitatif dan kuantitatif melalui wawancara, observasi,
Kuesioner, dan studi pustaka. Proses pengolahan data mengikuti tahapan Empathize
hingga Testing, dengan pengujian kepada calon pengguna. Keseluruhan penelitian
bertujuan memastikan desain UI/UX yang optimal dan sesuai dengan kebutuhan
pengguna. Hasil dari penelitian ini, pendekatan design thinking berhasil menghasilkan
sistem booking online self photo studio yang mengatasi permasalahan pemesanan di
Sinar Mulya Studios. Dengan melibatkan pengguna dari tahap awal, seperti pembuatan
user persona dan empathy map, serta melalui proses iteratif dari tahap Ideate hingga
Testing, desain antarmuka yang responsif dan intuitif berhasil diciptakan. Pengujian
usability dengan System Usability Scale (SUS) menunjukkan skor rata-rata 80,
menandakan penerimaan yang baik dari pengguna. Diharapkan sistem ini memberikan
efisiensi dan kenyamanan lebih dalam pemesanan, serta meningkatkan pengalaman
pelanggan di Sinar Mulya Studios.

Kata Kunci : Perancangan Sistem Informasi, Design Thinking, UI/UX, System
Usability Scale (SUS)



ABSTRACT

Ayu Retno Andini (11190058), UI/UX Design of Self Photo Studio Booking
Application Using Design Thinking at Sinar Mulya Studios

In the era of rapidly growing information technology, especially in the e-commerce
business, Sinar Mulya Studios faces the obstacles of manual ordering and slow data
management. The purpose of this design is to design a website-based self photo studio
online booking application and promotional media that aims to improve convenience
and quality of service for customers. This research applies the design thinking method
to design solutions on the Self Photo Studio website. With a population of 20
respondents, the sample was taken randomly (simple random sampling) with a
minimum number of 17 people. A combined approach of qualitative and quantitative
data through interviews, observations, questionnaires, and literature studies. The data
processing process follows the Empathize to Testing stage, with testing to potential
users. The overall research aims to ensure an optimal UI/UX design that meets user
needs. As a result of this research, the design thinking approach succeeded in
producing a self photo studio online booking system that overcomes booking problems
at Sinar Mulya Studios. By involving users from the early stages, such as creating user
personas and empathy maps, and through an iterative process from Ideate to Testing,
a responsive and intuitive interface design was created. Usability testing with the
System Usability Scale (SUS) showed an average score of 80, indicating good
acceptance from users. It is expected that this system provides more efficiency and
convenience in booking, as well as improving customer experience at Sinar Mulya
Studios.

Keywords: Information System Design, Design Thinking, UI/UX, System
Usability Scale (SUS)
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