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Abstract: Designing an application user interface design is an important part of
creating an attractive application. However, there are several problems such as lack
of attention to detail, failure to identify and solve customer problems, and poor
planning or organization. The design thinking method performs stages ranging from
empathize, - define, ideate, and prototype, to usability testing to reduce these
problems. At the empathize stage, data is obtained through interviews with MUAs
and online questionnaires that have been filled out by respondents. At the define
stage, a profile picture of each respondent along with their problems and goals was
created. At the idea stage, feature mapping, information architecture, low fidelity
wireframe, medium fidelity wireframe, and user flow are made so that it can facilitate
users in operating the tasks designed in the application. The prototype stage is to
create a flowchart design for each case so that users can find out how the application
can run properly. The results of usability and user satisfaction are measured using
the System Usability Scale (SUS). The SUS average value of 85.2 is obtained, which
means that the value of the Ul design results is included in category B with an
"Excellent" status.
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1. INTRODUCTION

Make-up Artist is a profession that has expertise in the field of art which in its work is focused on devoting
its art to the skin, especially the face, and using tools, namely makeup. However, the Make-up Artist profession
also has a different focus on each MUA, such as those who specialize in serving makeup services for weddings or
other formal events, some are focused on traditional and traditional makeup (Kusumawardani, Sukmasari,
Habsary, & Sarumpaet, 2022). Then some have experts in the field of face and body painting, namely making
works (painting) of the face and body as well as special effects according to customer wishes in certain events.
With the development of technology in this millennial era, all aspects of life that require the role of information
systems are increasing and leading to its efficiency which is key in business competition, making it easier for
customers to determine the right MUA services (novita & Tarigan, 2022). In addition, the appearance of the
application is also important in branding related to the business being carried out. However, there are several
problems faced such as lack of attention to detail, failure to identify and solve customer problems, and poor
planning or organization.

In designing a good User Interface and User Experience application several challenges need to be faced. Lack
of problem statement: A problem statement is a way to describe the problem the user needs the UX design to solve.
Forgetting things: Designers can forget important details or features that users need. Inconsistency: Inconsistent
design elements can confuse users and make it difficult for them to navigate the app. Poor error messages: Error
messages should be clear and concise, explaining what went wrong and how to fix it. No default values: Default
values can help users understand what information is required and make it easier for them to complete tasks.
Unlabeled icons: Icons should be clearly labeled so that users understand their meaning. Too many interface
elements: A cluttered UI with too many interface elements can confuse and overwhelm users (Bilousova, Gryzun,
& Zhytienova, 2021).
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The design thinking method is an effective method to apply at the stages of development because it is flexible
so that the running system is not constrained (Nasution & Nusa, 2021). The purpose of developing a design
thinking model that emphasizes customer needs and solutions provided. This approach is suitable for short-term
research development with the ability to accelerate adaptation and change. Design Thinking has five data
processing processes, starting from the Emphatize stage, define, ideate, then proceed to the prototype stage, then
testing (Brenner & Uebernickel, 2016). In testing the prototype using aspects of learnability and satisfaction with
the system usability scale approach.

The results of this research are in the form of a high-fidelity prototype for the Harvest Harvest application and
from the research that has been done it can be concluded that the user interface design made can be used by users.
This is obtained from the results of user testing using maze.design for the usability of the prototype.

2, LITERATURE REVIEW

In creating a UI/UX design, several things need to be considered so that the design can provide comfort and
convenience for users. Some things that need to be considered include usability, efficiency, and ease of use
(Saragih, et al., 2020) (Puteri, Aulia, & Sari, 2022). To achieve this, the User-Centered Design (UCD) or Design
Thinking method can be used (Safitri & Andrianingsih |, 2022) (Alao, Priscilla, Amanze, Kuyoro, & Adebayo,
2022) (Setiyani & Tjandra, 2022) (Saragih, et al., 2020). The UCD method involves users in every stage of design,
from information gathering, and analysis, to testing the final product. While the Design Thinking method involves
four stages, namely empathy, definition, ideation, and prototyping (Puteri, Aulia, & Sari, 2022).

In addition, in creating UI/UX design, it is also necessary to pay attention to visual aspects such as colors, layout,
and fonts used (Saragih, et al., 2020) (Setiyani & Tjandra, 2022). The colors chosen should match the theme of
the application and be easily recognizable by users. A good layout can make it easier for users to navigate the
application. Meanwhile, the font used must be easy to read and follow the application theme. In testing UL/UX
design, the User Experience Questionnaire (UEQ) or user testing method can be used (Safitri & Andrianingsih |
2022) (Alao, Priscilla, Amanze, Kuyoro, & Adebayo,2022). UEQ can provide an overview of UI/UX quality from
the user's perspective. Meanwhile, user testing can provide direct feedback from users about the strengths and
weaknesses of the design. In creating a UL/UX design, it should also be noted that the design must be accessible
to all users, including users with disabilities. Therefore, it is necessary to pay attention to accessibility aspects in
UI/UX design (Puteri, Aulia, & Sari, 2022) [5]. This research uses the design thinking method by focusing on all
stages personally or one by one.

Several studies discuss application design such as (Sibuea & Windarto, 2023) improvement on user interface
and user experience using Lean UX to see user habits in using the application. besides that, there is also research
using the Task System Centered Design (TSCD) method where this method emphasizes grouping the
responsibilities of each user (Krisnanik & Rahayu, 2021) (Hardianto, 2019). Other studies use the user-centered
design (UCD) method which is more suitable for prototype development (Goel, Tanwar, & Sharma, 2022). The
above research has its advantages, but this research offers the use of design thinking methods that are more
personalized one by one instead of groups or tied to certain methods such as prototypes.
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Fig. 1 Desain Thinking Method
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3. METHOD
The methodology used is the "design thinking" method. This method is known as a comprehensive thinking
process that concentrates on creating solutions that begin with a process of empathy for a certain human-centered
need towards a sustainable innovation based on the needs of its users (Shahrasbi, Jin, & Zheng, 2021). The stages
carried out in this study are as follows in Figure 1.

Empathize
In this initial stage, what is done is to collect information by providing empathy to users to gain an
understanding of the problems that will be solved through research.

Define

After information related to customer needs and problems is collected, the next step is to process the results of
the information and then analyze and determine the core of the problems that have been identified, namely in the
form of user personas.

Ideate
Based on the information obtained from the stage above, this stage contains the process of generating ideas,

therefore it must initiate ideas spontaneously as a solution to the problems that have been determined or can be
called user personas. Problems that have been determined can be called brainstorming.

Prototype
This stage is a trial phase to choose the best solution to each problem, namely through specific features in the
product to determine the effectiveness of the ideas that have been generated, in this stage can use prototyping.

Test

At this stage the evaluator will test the prototype that has been made comprehensively, at this stage the design
thinking used is still iterative, namely, the team can improve the process at the previous stage so that future
development can be refined.

4. RESULT
This is the results of analysis and design using the design thinking method in the case study "HelloMUA". The
following are the results at each stage carried out.

Empathize

The empathize process consists of filling out questionnaires and extracting data through interviews with
sources aimed at making empathy maps. The data was obtained with the criteria of respondents who had ordered
vegetables, fruits, fish, and meat with an age range of 23 - 30 years, with more than 80 respondents.

nama custamer sinpa customar g wdah dealing?
price list ada price list kah?
tanggal acars ketorangan tanggsl ye udah dibooking?
review hasil makeup lihat reviewnya dimana?
hargs paket berapa harga pakst yg ditetapkan?
tanggal available tanggal borapa availablenya?
alamat MUA dimana alamat MUAnya ya? /"\
says o Thinks
says c:} Thinks s Empatty Map!
Dosa Yiani Does Vivi Dayy Foals
Does ks Fools
mancar tahu di soskal modia
e e T ——rh Ingin tabu
bortanyn ke MUA
bartanya ki MUA senang s hingung
bertanya ke teman e

Fig. 2 Empathy map dewi and vivi
From the results of distributing questionnaires and collecting data through interviews, 10 people were taken
for the process of making an empathy map which was then grouped into an empathy map with the categories of
says, feels, does, and thinks for problem mapping so that it can be seen what needs can be used as ideas for the
next stage. Empathy Map results can be seen in the following table 1
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Table 1. Summary Empathize map
Featured Description

Says Service Price
Direct Payment
Schedule Available
MUA Information
Makeup Price
Booking Schedule
Review
Think what's the makeup result?
Do you have a portfolio?
Available date information?
‘What makeup services are available?
‘What payment method?
Feel Wondering
Confused
Afraid
Hesitant
Interested
Happy
Does Featured Price, Chat, Booking date, search, payment
method, service product review, notification

Define

at the define stage, there are 2 processes such as user persona and problem statement.

At this stage, researchers understand what is needed and what problems are faced by users at the time after
carrying out the empathy stage. At this stage the researcher creates a user persona and explores a series of flows
that users want, the steps are based on data obtained from questionnaires that have been filled in by respondents
and then processed into an empathy map and then creates a user persona. So based on the results of the user
persona, researchers can understand what needs and problems experienced by users so that then researchers can
create features according to user desires, this aims to be the best solution to the problems previously faced by
users. One of the user personas used in this study is shown in Figure 3 below.

Dewi Yuniar Vivi Dayu

Pain Point Pain Point

sy 2 Goals. L 20
ETATUS

sTarus

PERERIAAM  Mshusivan FERERMAN  Mshaima

Fig. 3 User persona

After making pain points from the user persona above, the researcher makes a problem statement where there
are problems experienced by users, which will be explained in Figure 4 below.
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Fig. 4 Summary Problem Statement

4.3 Ideate

at the define stage, there are 5 processes such as solution idea, affinity diagram, user flow, crazy eight, and
wireframe.

After making a problem statement, at the solution idea stage, researchers provide several solutions related to
the problems faced by users. Will be displayed in Figure 5 below.

Fitur Harga darl Fitur Chat ke tiep Fitur Cok Tanggal

ap tiap Jase ‘tiap MUA borsasatkan
berdasarkan ackmal avaiatie
Produk Jasa

Fitur Pembayaran Fitur Informast Fitur Notifikas

Transler. jasa yang egatan
ditampiliian pengguna.

Fitur Pencarian

untuk mencar

produl @sa MUA

Fig. 5 Summary Solution Idea
After the solution idea is made, at this stage the researcher creates an affinity diagram. Inside there is a grouping
of features that will be made in the application. see in the following Figure 6.
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ampinan Pengguna.

Fig. 6 Summary Affinity diagram
After the solution idea is made, at this stage the researcher creates an affinity diagram. Inside there is a grouping
of features that will be made in the application. see in the following Figure 7.

2 n n
User masuk ke User Mendaftarian U:::ﬁ'm"mf: User mamasuii
aplik; Al ltampdan h -
anlas Alun SdeRerian ampdan homescreen
, User melihat rincian User memiin salah
User memilh tangga U:e;"::::_":; Veer '::LarJhlan = paket jasa yang tetah satu jasa MUA yang
Ly L ood dipiih telah deediskan
User Melakukan
Pembayaran berhasil USr mangucek pads
aman 8! pesann

TransaKsi
pembayaran melslu

uier melakukan

0gout apikas

bank yang telah
tersedia

e

Homasoredn

Fig. 7 User flow diagram
At this stage, the researcher draws a rough idea on paper that has been divided into 8 parts. Here are the crazy
eight that have been made. Look like Figure 8.

Fig. 8. Crazy Eight
At this stage, designing a structured display that has previously been drawn on a low-fidelity wireframe. Here
1s a medium-fidelity wireframe that has been created. as in Figure 9.

4.4 Prototype

Prototyping is based on the results of wireframe validation that has been made previously. The purpose of
making this prototype is so that users can more quickly understand problems, ideas, and user experience when
interacting with the application. Making prototypes in this application uses the help of the Figma application. One
of the prototypes can be seen in Figure 10.
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Rp. 7-250.000,-
MakeUp Wedding
Sitvar

Fig. 9 Wireframe Fig. 10 Prototype

4.5 Test

The final stage of the development made has obtained test result data, for the test, namely using the maze.design
and usability scale system The test results from the Maze Design This test gets a reported value of 70 with 32
testers. The usability Report can be seen in Figure 11 below.

HALOMUA

32 10

Fig. 11. Crazy Eight

DISCUSSIONS

The System Usability Scale (SUS) is a widely used questionnaire to assess the perceived usability of a system.
It is a brief and psychometrically valid global measure of usability that consists of 10 items. The SUS uses a five-
item agreement-based Likert scale and alternating valence of positively worded odd items and negatively worded
even items. It is a brief and psychometrically valid global measure of usability that consists of 10 items. The SUS
uses a five-item agreement-based Likert scale and alternating valence of positively worded odd items and
negatively worded even items.

The SUS was originally developed in English, but adaptations in other languages have been developed, such
as the Indonesian adaptation. The SUS is used to evaluate the usability of various systems, including educational
technology systems, Knowledge Management Systems (KMS), and games. The SUS is considered to be valid and
reliable, as demonstrated by Cronbach's Alpha of the Indonesian adaptation of SUS at 0.841. SUS scores indicate
the level of usability, whereas higher scores indicate better usability. From the calculations carried out, an average
15 calculated based on the SUS score results obtained, namely a value of 85.2, which means that the value of the
interface design (UI) results is included as Feasible and in category B, which can be said to be "Excellence".
However, in the future, improvements are still needed on several things that are needed to be improved to get very
good results.

. nor acceramE i rocermase
ALY e o NI KT R R AR
ol E I 0 ool B o
g WhmdmE POOR oK 00D BCEUNT i
(PR DO U O AP | TR | AU BPUNN 1 PO T 8 PO
0 10 20 30 40 50 60 70 80 90 100
SUS Score
Fig. 12. Eligibility Scale Based on SUS Score
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5. CONCLUSION
Analysis of user interface (UI) design for e-commerce applications "HaloMUA" using design thinking methods
tailored to user needs, as for the stages ranging from empathize, define, ideate, prototype, to usability testing has
been carried out. Usability and user satisfaction of the "HaloMua" e-commerce application is measured using the
System Usability Scale (SUS). SUS is a tool to measure the level of user usability when testing applications that
are assessed based on the subjective point of view of the user. When viewed from the calculations carried out, the
average is calculated based on the SUS score which then successfully obtained a value of 85.2 which shows the
meaning that the value of the Ul design results is in category B, where it can be said that the results of the design
of the HALOMUA service mobile application are in the "Excellence” status which means it has entered the very
good category.
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Tingkat kesamaan diseluruh artikel (Similarity Index) adalah 21% dengan publikasi yang
telah diterbitkan oleh penulis pada Jurnal Ilmiah Ilmu Komputer (JIM), Volume Jurnal:
17; Nomor Jurnal: 2; Halaman: ; ISSN: 2597-4963; Penerbit: Mulawarman University.
Alamat Web Jurnal: https://ocs.unmul.ac.id/index.php/JIM/article/view/6123

Demikian Surat Keterangan ini dibuat untuk digunakan sebagaimana mestinya.

Probolinggo, 27 Juli 2023

IAD FAWAID, M.A., M.A.
NIDN. 2123098702
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