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ABSTRACT

This research discusses designing the UI/UX appearance of an online ticket-purchasing
application called Discovery Event to solve problems such as the absence of a group chat
feature, late withdrawals of funds, and location points in the application. In implementing
UI/UX Design Thinking in online ticket purchasing applications, several stages must be carried
out: Empathize, Define, Ideate, Prototype, and Test. The Design Thinking method is used to
create solutions to solve problems felt by users. The research results show that Discovery Event
can solve problems by improving the group chat feature, efficient fund withdrawals, and adding
location point features. Tests involved 20 respondents, which showed user satisfaction with the
application interface design. Discovery Event offers an attractive and user-friendly interface
and provides a foundation for better application development in the future.
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INTRODUCTION

The event ticket purchasing application makes it easier for users to purchase tickets online(MS
etal., 2021). However, users still need help with this application, such as the absence of a group
chat feature, late withdrawals, and no location points. Therefore, researchers will design a
UI/UX display for an online ticket-purchasing application called DiscoveryEvent.
DiscoveryEvent was created to solve these problems(Nurmaharani & Heriyanto, 2023). In
developing an event ticket purchasing application display, it is essential to understand user
needs and find innovative solutions to problems faced by users. Some of the problems that
users often need help with are the application's lack of a group chat feature, late withdrawals,
and the absence of a location point. Therefore, designing a good UIl/UX is necessary to improve
the application's user experience and user interface (Hananto & Rahman, 2018),(Ridwan
Sulistyono et al., 2023).
In implementing Design Thinking UI/UX in online ticket purchasing applications, several
stages must be carried out: Empathize, Define, ldeate, Prototype, and Test(Setiyani and
Tjandra, nd) (Hartina et al., 2022). The Empathize stage is carried out by conducting
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observations, interviews, and direct interaction with users to understand the needs and
problems faced by users(B. Huda et al., 2023). The Define stage is carried out by formulating
the problem clearly and precisely (Ghazali et al., 2018). The ideation stage involves generating
many ideas by brainstorming and developing these ideas. The prototype stage is carried out by
creating a prototype based on the ideas that have been generated(Dumalang et al., 2023). The
Test stage tests the prototype created by collecting user feedback and evaluating the resulting
solution(Ardiansyah & Rosyani, 2023).

By taking a Design Thinking UI/UX approach to the online ticket purchasing application, it is
hoped that it can improve the user experience and user interface of the application. Several
features that can be improved through UI/UX design in event ticket purchasing applications
are a group chat feature to make it easier for users to communicate with other participants and
event organizers, faster and more efficient withdrawal of funds, as well as adding a location

point feature to the application to make it easier for users to find locations. Program.

METHOD

The method used to design this user interface is Design Thinking. This approach focuses on
iterating on understanding the problem so that the resulting prototype meets needs and provides
a meaningful solution for users. This approach places the user at the center of attention, so the
user's role becomes very important in creating attractive UI/UX designs that suit their
needs.(Puteri et al. 2022).

In the past, the Design Thinking method consisted of three phases: the inspiration phase, which
involved identifying a need or problem as motivation to find a solution or innovation; the
ideation phase, which involved generating ideas, developing and testing ideas, and
implementing them. That. Phase focuses on refining the solution and deploying it to users.

However, these three steps evolved over time into five steps, with several sections added to

provide more detailed procedures(Nadhif et al., nd).

¢

EMPHATHIZE

Figure 1. Stages of Design Thinking(Shidgi et al., 2021).

Below is an explanation of the stages of the design thinking method:
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Empathize

It emphasizes a process in which we try to understand other people's emotions by feeling similar
feelings about the problems, situations, and conditions they are experiencing(Putraetal., 2021).
Define

The second stage, Define, identifies user problems by utilizing the research and observations
carried out in the Empathize stage(Shirvanadi, 2021).

Ideate

The ideation process is the stage of collecting ideas that then become solutions to the problems
that have been found. This process is carried out to determine the priority of each feature, which
will later be finalized and implemented in prototype form(Adhitya et al. 2022).

Prototype

Two types of prototypes are used: low-fidelity wireframes and high-fidelity prototypes(Sufandi
etal., 2021). In this prototyping, the results of the ideation in the form of features and customer
journeys are implemented into a display design or user interface. When creating a good user
experience, you must consider the components in creating the user interface at the hi-fi stage.
These components are layout, color design, and interface control(Saputra et al., 2022).

Test

This is the final stage of design thinking. This process is carried out to get appropriate responses
or feedback from respondents regarding creating the prototype. This aims to discover whether
the solutions that have been developed can overcome the problems faced by

respondents(Syabana & Saputra, 2020).

RESULTS AND DISCUSSION
Through the UI/UX design process in the Discovery Event application, it is hoped that it can
solve the problems users face. The prototype resulting from this research was developed using

a design thinking method. The following are the results and discussion of this research:

Empathize

The empathize stage is carried out to understand the problems and needs faced by users by
collecting information directly and on social media about user habits when using
websites/applications for purchasing online tickets. Many problems are found that users face
when buying tickets online, such as the existence of a group chat feature in the application, the

absence of location points in the application, and late withdrawals of funds. This results in ideas
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and solutions for creating the Discovery Event application, which will be created to solve the
problems faced by users.

Define

At this stage, data is collected by conducting interviews with users and direct testing to obtain
information about a problem that will become a reference when designing a prototype design
for the Discovery Event application. The results obtained from some information obtained
through interviews and application testing can be concluded that the Discovery Event
application can be a solution for users/participants who want to buy tickets according to their
wishes. Discovery Event provides a better, more straightforward, and more attractive Ul, with
a group chat feature to make it easier for users to communicate with other participants and
event organizers, faster and more efficient withdrawal of funds, as well as the addition of a

location point feature in the application to make it easier for users to find event locations.

Ideate
From the problem information obtained, a feature display will be created, which we feel will

produce an attractive and intuitive interface for users, making it easier for them to use.

Prototype

In this stage, a visual design will be created, making it easier for users to operate the system.
However, before making a prototype, 2 types of prototypes must be made, namely, a low-
fidelity wireframe and a high-fidelity wireframe prototype. These are two crucial stages in
reaching the fourth level of UI/UX design planning that will be implemented. Low-fidelity
display is one of the crucial stages in this process(Ratna et al., 2023). There are 2 low-fidelity
displays; the first is a low-fidelity display for members and a low-fidelity display for the
Company.

The following is a low-fidelity display for members:
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Figure 2. Low-fidelity member on the Login, Home, Event Details menu.
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Figure 3. Low-fidelity members on the Maps, Checkout, and View Ticket menus.
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Figure 4. Low-fidelity members on the Ticket Details and Group Chat menus.
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Figure 5. low-fidelity member on the Profile and Logout menu.

Here is what low-fidelity looks like for admins:
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Figure 6. Low-fidelity admin on the Login, Home, Upload Event menu.
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Figure 7. Low-fidelity admin on the Chat Group menu, Participants.
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Figure 9. Low-fidelity admin on the Profile, Logout menu.

After completing the low-fidelity creation stage, the next step is to create a high-fidelity
wireframe. A high-fidelity wireframe is the final version of an application or website design
created with great detail and accuracy(Rani et al., 2023). The creation process involves
elements such as color, typography, icons, and other components, thus providing a clear picture
of the application's or website's final appearance. This will make it easier for users to
understand and interact with the interface. An example of a high-fidelity wireframe can be seen
in the image below:

Here is the high-fidelity view for members:
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Figure 13. high-fidelity on the Chat Groupe menu
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Figure 14. high-fidelity on the Profile menu

Here is the high-fidelity view for members:
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Figure 15. high-fidelity on the Login menu
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Test

Then, testing was carried out using a method where the author looked for respondents to
interview. Respondents were asked to try each feature of the resulting prototype, and
assessments were carried out via a Google form. Test results show adequate satisfaction from
users who tried the Event Discovery application.

In conducting the trial, the author selected 20 respondents who would try the Discovery Event
application and fill out a Google form to assess user satisfaction with it.

Listed below are the names of individuals who have tested each feature of the resulting

prototype and filled out the satisfaction assessment form via Google Form:

Hanas Pramudya Tama Haya Zauza Yusra

Salsa Bila Multajam Aswad Lita Rahmawati

Muhamad Bayu Aditya Pratama Hafiz Safun Nizar

Mutiara Elsa Rosalina

Mohammad Rizqulloh Ramadhan Rizka Zulfiana

Indra Ferdiansyah Daffa Agung Pratama

Muhammad Ammar Zuhdi Dian Maharani

Diandra Nugroho Susanto Arini Saputri Uktupl Nijunnihayah
Karyati Deden Renhad Sudrajat Muhammad Didit

Figure 19. Name of respondent who gave the assessment

Table 1. Table of results from assessing respondent satisfaction using Google Form

No A list of questions Survey Results

How comfortable are you with the

@ Sangat Nyaman
@ Nyaman
Netral
@ Tidak Nyaman
@ Sangat Tidak Nyaman

1 user interface (Ul) when using the

application?
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How easy could you understand

our user interface (Ul) navigation?

@ Sangat Mudah
@ Mudah

@ Netral

@ sulit

@ Sangat Sulit

How do you respond to the
structure and arrangement of
information in the user interface
(UI) that has been created?

@ Sangat Jelas dan Teratur

@ Jelas. tapi perlu beberapa pemaikan
® Netral

@ Kurang jelas dan tidak teratur

@ Sangan kurang jelas dan lidak teratur

What do you think about colors
and contrast used in user

interfaces?

@ Szngat menyenangkan dan membanty

@ menyenangkan, tapi perly beberapa
perbalkan

® natial

@ kurang meyenangkan dan fidak
membantu

@ =angal kurang manyenangkan dan lidak
membantu

Do you find visual elements
(icons, buttons, images, etc.) easy
to understand and their function
can be easily identified

® Sangat mudah dipahami
@ Mudah di pahami

O Netral

@ Sulit dipahami

@ Sangat sulit dipahami

How much responsiveness of our
user interface (Ul) across various

mobile devices?

@ Sangat respansif

@ Responsit

0 MNetral

@ Kurang responsit

@ Sangat kurang razpansif

To what extent are you satisfied
with the consistency of the
application’s user interface (Ul)

design?

@ Sangat puas

@ Puas

@ Netral

@ Tidak puas

@ sangat tidak puas
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The user satisfaction survey revealed that the response regarding using the Discovery Event
application was quite positive. After evaluation by respondents, the author also produces input
from their responses, which can be used as a reference for developing the Discovery Event
application design. The following are the results of the suggestions given by respondents.
Questions asked to respondents: Are there any additional features or functions you would
like in this application's user interface (Ul)? If yes, please provide further explanation.

Answers from respondents:

Tidak ada

MNggak ada

Tidak

Tidak ada karena sudak cukup baik

sudah cukup baik

tidak, sudah cukup dan mudah di pahami
sudah cukup menarik dan mudah di pahami
tidak ada, sudah cukup baik

tidak ada, sudah keren banget

tidak ada, sudah keren banget dari segi tampilannya

sudah cukup menarik jadi tidak perlu di tambahkan fitur lagi
tidak ada, sudah cukup menarik dan mudah dipahami

tidak ada, sudah cukup

tidak ada

sudah cukup baik dan mudah di mengerti

tidak ada, sudah cukup baik

cukup menarik, tidak perlu di tambahkan fitur lagi

tidak ada, sudah cukup menarik tampilannya

Figure 20. Results of suggestions from respondents

CONCLUSION

From this research, it can be concluded that Discovery Event has an attractive and user-
friendly interface for respondents. In addition, several inputs from respondents can be used as
references for further research.

The results of this research can become a basis for further development, both as a
reference in creating applications and journals. Adding features that are deemed lacking and
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improving the appearance of applications that are considered too simple can make them more
attractive and of high quality.
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