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Abstract: This research aims to design the interface of a web-based 
reservation system at Infokus Photo Studio using a Design Thinking 
approach. Obstacles in the reservation process, such as schedule conflicts, 
unavailability of time slot display, and late confirmation, were identified 
through customer questionnaires. The Design Thinking method was 
applied in five stages: empathize, define, ideate, prototype, and test. The 
research was conducted by identifying user needs, designing ideas, creating 
prototypes, and conducting tests. Testing using the System Usability Scale 
(SUS) involved eight respondents and resulted in an average score of 87, 
which is classified as acceptable in the acceptability range, a B on the Value 
Scale, and very good on the Adjective Rating. These results show that this 
system design successfully simplifies the reservation process, reduces 
operational errors, and improves service quality and smooth studio 
operations. 
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Introduction  

 
The photography industry as part of the creative 

industry sector has an important role in fulfilling 
people's visual documentation needs for personal, 
business, and social media purposes (Gunawan et al., 
2024; Werthi et al., 2024). Photo studios not only offer 
quality services but also ensure easy service access and 
well-managed service delivery (Arifin, 2024; Fitriani et 
al., 2022; Muzakki et al., 2022). The utilization of digital 
platforms allows customers to place orders at any time 
by obtaining clear and detailed information. 

One of the businesses in the field of photography 
services is Infokus Photo Studio located in Purwokerto. 
This studio provides various photo packages with 
various themes and requires a reservation process in 
advance before the photo shoot is carried out. 
Currently, the reservation process is done directly at 
the location or via WhatsApp. However, this system 
often causes problems such as delays in schedule 
confirmation, scheduling conflicts, and customer 

difficulties in accessing information on studio schedule 
availability. This has the potential to reduce operational 
performance and customer satisfaction levels. 

To further identify these issues, a survey was 
conducted in April 2024 to 60 respondents who are 
Infokus Studio customers. The results showed that 
91.5% of respondents had experienced scheduling 
conflicts, 85% had difficulty in viewing available studio 
schedules, and 78.3% experienced delays in confirming 
reservations. Interestingly, 95% of respondents 
expressed the need for a web-based system that can be 
used to make reservations more easily. 

These problems indicate the importance of 
developing a reservation system that is supported by 
an easy-to-understand user interface (UI) and optimal 
user experience (UX). The design of the website display 
needs to be considered to attract the attention of users 
(Khalfani et al., 2024; Kumoro et al., 2023; Subarjah et 
al., 2022; Willi, 2021). 

On scheduling conflicts and difficulties in viewing 
schedule availability, it is necessary to emphasize the 
need for a UI that can display schedules in an up-to-
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date and easy-to-understand manner. In addition, a 
good UX will support a fast and error-free reservation 
process, thereby increasing customer satisfaction 
(Ardila et al., 2022). 

This research uses the Design Thinking approach, 
which is a method that emphasizes the human aspect 
aimed at creating creative solutions through five stages: 
empathize, define, ideate, prototype, and test 
(Fariyanto et al., 2021; Zamakhsyari et al., 2023). Design 
thinking involves a step-by-step process of creating 
creative designs, starting with identifying specific 
problems and user needs, then generating relevant 
solutions (Ardi et al., 2024). 

In this case, System Usability Scale (SUS) is one 
way that can be used well to measure how useful a 
website is. System Usability Scale (SUS) testing 
provides a measurement tool that is not only fast, but 
also reliable for measuring user satisfaction. thinking 
also involves testing to ensure that the resulting 
solution can be used easily by users (Budiarto et al., 
2023). The development of this photo studio 
reservation website interface design is expected to help 
improve user convenience and satisfaction, as well as 
support the improvement of service quality and 
strengthen sustainable competitiveness in the 
photography industry. 

 

Method 
 
Design thinking is a method used in the design 

process to produce an innovation that can solve 
problems faced by users (Cai et al., 2023; Hendarto et 
al., 2024). The focus of this approach is on the user, 

facilitating the understanding of their needs, and 
producing products that can solve the problems they 
face (Syaflita et al., 2024; Yusuf et al., 2023). According 
to Hasso Plattner at Stanford in the design thinking 
method, this process consists of five stages which 
include empathize, define, ideate, prototype, and test 
(Plattner, 2021). In its application, design thinking is 
applied with a flexible method, which can be 

implemented sequentially, in parallel, or iteratively. 
The advantage of the design thinking method lies in its 
ability to generate creative ideas that allow the creation 
of products that truly meet the expectations and needs 
of users (Puspitasari, 2024). 

 
Figure 1.  Stages design thinking 

Results and Discussion 
 
Design Thinking  
Empathize 

The empathize stage involved interviews with 
Infokus administrative staff as well as the distribution 
of questionnaires and interviews to customers. The 
results obtained were then analyzed and summarized 
in an empathy map (Figure 2) to understand user needs 
and experiences in depth. 

 

 
Figure 2. Empathy map 

 
Define 

In this stage, the Point of View (POV) approach is 
used to formulate the problem from the user's 
perspective. By transforming the problem into a user-
oriented statement, the solution search process becomes 
more focused. Table 1 displays the POV results that 
will be used as a guide in designing solutions that meet 
user needs. 

 
Table 1. Point of View 

User Need Insight 

Customers 
aged 17 - 45 
years 

Requires a platform with 
easy navigation, 

structured time selection, 
complete photo category 

information, and easy 
reservation with schedule 

matching features 
according to preferences. 

Patients aged 17-45 
tend to have busy 
schedules, so they 

appreciate the ease, 
speed, and clarity of 

booking studio 
photography. 

 
Ideate 

At the Ideate stage, a userflow is created to 

describe the steps that users go through, starting from 
login until the order is complete. This diagram helps 
facilitate a more structured system design userflow can 
be seen in Figure 3.  
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Figure 3. Userflow 

 
Prototype 

The process begins with the creation of 
wireframes, which are preliminary designs of the user 
interface that depict the flow of interaction in a simple 
manner. Next, this wireframe is developed into a high-

fidelity design using Figma software. The appearance 
of the customer reservation website in wireframe form 
can be seen in Figure 4.

 

Figure 4. Wireframe 
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The next step high-fidelity design features a 
colorful interface and realistic details as a preview 
before development begins. See Figure 6-7 for an 
example of such a design. This design helps visualize 
the user experience in a more tangible way and serves 
as a reference in the system implementation process. 
 

 
Figure 5. High fidelity design 

Test 
 

The test stage is carried out by testing the website 
prototype that has been developed to obtain the 
usability value of the system. This test is carried out 
based on the task scenario that has been prepared, as 
shown in Table 3. 

 
Table 2. Task Scenario User 

Scenario ID Task Make Customer Reservation 

T1 Customers can view the home page. 
T2 Customers register and log in. 
T3 Customers determine the category according to 

their needs. 
T4 Customers choose a package in one of the 

categories. 
T5 Customers determine available dates and times. 
T6 Customers choose a payment method. 
T7 Customer makes a reservation. 
T8 Customers view payment details. 
T9 Customers upload and send proof of payment. 
T10 Customers view payment status history. 
T11 Customers view payment status details. 

 
The next step is testing the prototype using the 

System Usability Scale (SUS) to measure the usability of 
the system. Based on Jakob Nielsen's opinion, involving 
five to fifteen respondents is sufficient for testing, 
because five people can find 85% of usability problems, 
and eight people can find up to 95%.

 

Table 3. SUS Score 
Respondent P1 P2 P3 P4 P5 P6 P7 P8 P9 P10 Score 

R1 4 4 4 2 4 4 4 4 4 2 90 
R2 4 4 4 4 4 4 4 4 4 4 100 
R3 3 4 4 4 4 4 4 4 4 4 98 
R4 3 3 3 3 3 3 3 3 3 4 78 
R5 3 4 3 3 3 3 3 4 4 3 83 
R6 3 4 3 3 3 3 3 4 4 3 83 
R7 3 3 3 3 3 4 3 3 4 3 80 
R8 3 4 3 2 3 4 4 3 3 3 80 
Total - - - - - - - - - - 86.5 

            

 
Figure 6. System usability criteria 

 
Table 3 shows the usability score using the System 

Usability Scale  (Nazar et al., 2022; Setiawan et al., 

2025); the average score obtained is 86.5, rounded to 87, 

which indicates that the prototype design has met the 
desired expectations. The SUS assessment is grouped 
into three level categories as shown in Figure 6: the 
user acceptability level ranges in the acceptable 
category, the user grade scale level is in the B category, 
and the user adjective rating level is in the excellent 
category. With a score of 87, which falls into the 
acceptable category, users are satisfied and accept the 
design that has been made. This shows that the 
prototype has a good level of acceptance and can be 
used in real conditions without constraints. A score of B 
on the grade scale indicates that the prototype is at a 
good level of usability. Although it has not yet reached 
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category A, this value indicates that users are satisfied 
with the experience provided, although there are some 
aspects that can be improved. In the excellent category 
based on adjective rating, the system is rated as 
excellent by users, which means that the design is easy 
to use and able to meet user needs well. These 
evaluation results reinforce that the interface design has 
followed the principles of optimal usability and is 
feasible to use. 

 

Conclusion  
 

This research successfully designed a reservation 
website for Infokus Photo Studio using the Design 
Thinking method. This approach helps in 
understanding user needs deeply and generating the 
right design solution through the five stages of Design 
Thinking: Empathize, Define, Ideate, Prototype, and 
Test. This method has been proven to be able to 
produce designs that are in accordance with the 
problems faced by users. The developed website aims 
to overcome problems in the reservation process, such 
as schedule conflicts, late confirmations, and difficulties 
in viewing time availability. Therefore, the design 
focuses on ease of navigation, clarity of information, 
and comfortable user experience. Test results using the 
System Usability Scale (SUS) showed an average score 
of 87, indicating a good level of usability. Based on the 
evaluation, this website falls into the acceptable 
category on the acceptability ranges, grade B on the 
Grade Scale, and excellent on the Adjective Rating. This 
shows that users are satisfied, comfortable, and accept 
the design. Thus, website design is considered capable 
of meeting user needs. This website is expected to 
improve the smoothness of the reservation process, 
reduce operational errors, and provide better service 
quality in the long run. 
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