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ARTICLE INFO ABSTRACT

Article hist Faster technology is essential today in terms of providing and presenting
Rocomved Y information sources. The rise of social media and all its sources and
Revised platforms is one of the drivers for this research. Mental health issues

Accepted further form the background of this research. The Reborn app promotes
the use of technology and is designed for people with mental health issues
who need quick advice and professional treatment. The Lean UX model

f:g;{j‘;ds is a good method because it helps to achieve success and success faster

UI/UX when designing apps. The results obtained in this research constitute the

Sifot final prototype and will be verified in terms of criticism and suggestions

Rebm{p ¢ through a questionnaire as part of the evaluation of the Reborn app.
Positive UX and good usability are essential for the further development
of the application prototype. the results of the UI usability value are
excellent with an SUS score of 82, which is above average and accepted
by users.

This is an open access article under the CC—BY license.

1. Introduction

The rapid development of technology is inevitable. Providing and presenting easier sources of
information has now become commonplace. The rise of social media and all its sources and platforms
is one of the drivers of this research. Mental health issues are increasingly becoming the background
of this research. The Reborn app promotes the use of technology and targets people with mental
health issues. The main goal of the app is to process consultations quickly and professionally and
provide quick solutions. Reborn is a mobile-based mental health app that helps people who are facing
personal problems. Reborn also helps to maintain happiness and productivity in everyday life.

The design of the Reborn app required user interface (UI) and user experience (UX) design. The user
interface (UI) is the way an application interacts with the user. The user interface includes several
elements of an application, such as controls, buttons, blocks, and all elements in the application [1].
The purpose of this user interface is to enable simple, pleasant, and effective interaction between the
user and the application [1]. User Experience (UX) provides experience to users regarding the ease
of use of an application. Creating UX is defining how a product works and meets user needs, and
UX should be clear, pleasant, and user-friendly [1][2].

There are various methods for UI/UX design. This research uses the Lean UX model. It is a good
way to minimize and even eliminate waste of time, energy, and materials, thus contributing to faster
success. The advantages of Lean UX are faster, smarter UX, exploration and learning, and the ability
to test many hypotheses depending on the user's wishes and this method [3]. The Lean UX
methodology approach involves users in the development process by creating a minimum viable
product (MVP) for testing, allowing them to provide feedback on the interface design and improve
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it. Lean UX also focuses on reducing unnecessary processes from the development cycle and
improving the user experience at each iteration without spending too much time on documentation
[3][4]. Research shows that designing and developing prototypes using Lean UX techniques provides
a better user experience and is more acceptable to users. This is an indicator and comparison that the
use of Lean UX techniques makes it easier for researchers to develop products that are acceptable to
users [5]. This UI/UX design is expected to be a useful recommendation in developing the Reborn
application in the future and become a solution for users from the existing obstacles in the
application.

The first research was titled Optimizing Financial Technology (Fintech) with Lean UX Development
Methodology to Support Technical Vocational Education and Financial Management [6]. The
methodology used is Lean UX, which consists of four phases: declaring a hypothesis, developing an
MVP, conducting experiments, providing feedback, and user research. The result of this study is an
Android mobile application that can display fintech information and promotions. Lean UX
development is done in his two iterations to produce functionality that users need but requires further
development from a user experience perspective.

The second research is entitled "Prototype Design of the Alert Mother Application User Interface"
and uses Lean UX [4]. In this research, we used the Lean UX methodology approach as a process of
designing a prototype user interface for the Ibu Siaga application, conducted two tests with
independent or team methods, and two types of tests to get feedback from users, namely SEQ and
SUS questionnaires. The usability test results were "easy to use" on the SEQ questionnaire and "good
enough" on the SUS questionnaire.

The third research is entitled "Designing Web Dictionary Information Services User Interface/User
Experience Using the Lean User Experience (Lean UX) Method at Pamran University" [1]. Use the
Lean User Experience (Lean UX) method in a four-step loop process to state assumptions, create
MVPs, experiment, provide feedback, and conduct research. From this research, it is clear that user
influence on app development is one of the factors that determine whether an app is worth using or
needs improvement. By repeating the experiments and continuing the design, the desired application
is created.

The fourth research is entitled "Implementation of Lean UX Methodology and Its Positive Impact on
the Development of Android-Based Educational Games About Chemical Binding Materials" [7].
Developing educational games using the Lean UX methodology. It ends by explaining assumptions,
creating MVP, conducting experiments, providing feedback and research, and delivering conclusions
and recommendations. The test results of the developed game show that it has a positive impact on
student learning achievement, especially on the teaching material "Chemical Bonding". This positive
influence is based on the test using a Sig. value of 0.003. Because this significance level is below the
confidence level (0.05), it can be seen that there is a significant difference in the average level of
learning success due to the use of educational games made with Lean UX techniques.

The fifth research titled "Application of Lean UX and Design Sprint Methods in the Creation and
Development of Aryanna Application" [2], uses Lean UX to save time and costs. It shortens and
simplifies the UI/UX design process, making it competitive even for startups. After using the Lean
UX methodology and two revisions, 90% of users who participated in the test felt that the Aryanna
app already had a good level of usability.

2. Method

2.1. Software Development Methodology

The research methodology used is the Lean UX method with Thinking Aloud and System Usability
Scale testing.
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Declare Assumptions
Mengidentifikasi permasalahan yang ada melalui
studi literatur, observasi dan kuesioner lalu dibuat

daftar asumsi serta outcome

v

Create an MVP
Membuat MVP berupa prototipe seperti sketsa
kertas dan wirefiame yang dapat diklik

v

Run an Experiment
Pengujian MVP wirefiame yang sebelumnya dibuat

v

Feedback and Research
Mengumpulkan umpan balik dengan pengujian
Thinking Aloud dan System Usability Scale

Fig. 1.Research Methodology

2.2. Lean UX

Lean UX is a design management system that aims to support design through collaboration between
teams, process iteration, and frequent contact with users [2]. Lean UX methodology is similar to
agile methodology and user-centred design methodology. The Lean UX methodology is based on
three important foundations: design thinking, agile software development, and lean startup [8]. By
combining these elements, the Lean UX methodology takes a responsive, iterative, and user-centred
approach to create effective and innovative user experiences in product and service development [8].
User experience (UX) refers to how users interact with a product or service. Whether the system
usage experience is user-friendly, simple, and easy to understand, and how effective and efficient the
interaction with the product is [9]. UI/UX has a variety of methods provided to help the process of
completing the user interface design of an application. Common methodologies in UI/UX
development include Lean UX, Double Diamond, Design Thinking, and User-Centered Design[10].

The goal of using Lean UX is to produce products tailored to the target market as quickly and cost-
effectively as possible [11]. This method focuses on finding the fastest way to achieve the final goal
through four design phases: stating assumptions, creating MVPs, conducting experiments, and
providing feedback and exploration[12][13]. Based on this statement, Lean UX brings fundamental
changes in the creation of product designs that are different from other methods. The use of this
method is expected to result in faster and needs-based planning. Lean UX is a highly data-oriented
process with minimal use of assumptions. Therefore, decisions become more accurate and the final
quality increases [14]. The Lean UX workflow includes a one-step process: a review that evaluates
design solutions using usability testing techniques [15].

2.3. System Usability Scale

System Usability Scale (SUS) is a measure that estimates the usability of a product. SUS has a
questionnaire that contains 10 items. Each item has 5 answer options, namely strongly disagree,
disagree, undecided, agree, and strongly agree with a point range of 1 to 5 [16]. How to calculate the
SUS score for items 1, 3, 5, 7, and 9 the score contribution is the scale position minus 1. In items 2,
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4, 6, 8 and 10 the contribution is 5 minus the scale position. Multiply the total score by 2.5 to get the
overall system usability score. The score results range from 0 to 100 [16]. Codes R1, R2, R3, and so
on are codes that represent each question on the SUS questionnaire, which will be used when
calculating the SUS score. The formula for calculating the SUS score is as follows [16]:

Skor SUS=((R1—1)+(5—R2) +(R3— 1)+ (5~ R4)+ (RS — 1)+ (5~ R6) + (RT — 1) + (5 — R8)
+(R9 - 1)+ (5 R10)) 2,5

The results of a single assessment should be considered complementary to the SUS assessment, and
the results should be used in combination to get a clearer picture of the overall usability of the product
[16]. SUS is commonly used to determine user awareness of an application or product using surveys
[4]. Table 1 shows the SUS level scale that measures UI/UX with low, medium, and high perceived
usability [14].

Tabel 1. Grade Scale SUS

SUS Score Range  Grade

84.1-100 A+
80.8-84.0 A+
78.9-80.7 A-
77.12-78.8 B+
74.1-77.2 B+
72.6-74.0 B-
71.1-72.5 C+
65.0-71.0 C+
62.7-64.9 C-
51.7-62.6 D

0.0-51.6 F

3. Results and Discussion

3.1. Observation and Literature Study

Based on the literature study received by the researcher, it can be concluded that a good application
is a user-friendly application. This means that the application should work easily so that the user does
not face any difficulties. This is influenced by the user interface and user interface. User experience
[1]. At this stage the researcher uses the observation method, directly observing the Reborn
application to find out the processes that run in the application. In addition, researchers conducted
experiments with existing functionality to see the shortcomings of the application.

3.2. Declare Assumption

The declare assumption phase consists of direct observation and distributing questionnaires to the
surveyed users. After the scope of the problem is determined, initial assumptions are made that serve
as a starting point for problem identification. Assumptions include questions about opinions, ideas,
and problems faced by users when using an application or website [11].

In the assumption declare refers to the results of interviews that have been conducted previously,
several assumption points are obtained: Users need an application for mental health consultations
anywhere and anytime; An application that doesn't have too many menus and is easy to use; With a
good user interface and user experience, the Reborn application can make things easier for users;
With a comfortable and user-friendly user interface and user experience, easy access to the
smartphone application will make it easier for users to maximize the Reborn application.

The next step is to build a scenario context in the form of a wireframe to determine user behaviour
when interacting with the system, as follows: Target users are the general public who are
experiencing mental health disorders; The target users (community) are active smartphone users.
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3.3. Create Minimum Viable Product (Activity Diagram)

The Implementation Stage is the stage where the user interface/user experience design is made,
namely making wireframes and making prototypes.

Low Fidelity (Wireframe)

The stage of making wireframes is to create a black-and-white design framework that covers the
layout of the header, body, and footer content on each page. This wireframe is used as a basic
reference for the next stage, namely making a prototype. Figure 2 is an overview of the design
solution of the Reborn application.

| CLRORA MNDRY
RERORY COBRTE \RW
OO0 O000

AVPC AcCouNt [©5 50650
—|||| =2||||=1||| 2 &

.

2N

o || WX —:
- A==

P : |
%F g v & 6| | AW e 5]

Fig. 2.Wireframe design of the Reborn app
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High Fidelity (Prototyping)

From the results of making Wireframe in the previous stage. Followed by giving colors, icons,
buttons, and typography so that the wireframe becomes a clickable prototype which is a
representation of the actual application. This prototype is made using Figma software. Figure 3 is an
overview of prototyping for the Reborn application.

@81 T - 0 i T - 41 - ] al -

REBORN REBORN - REBORN -
A Ingatkan saya untuk meditasi | > &) Riwayat Konselingmu
REBORN I H, Shola Soecipto! Shaditas dongan baik
Ingin Petayanan apa?

..........................

w e T g
. . Q e &
. = —— (o

Konsaling Sekarang!

%‘\
»
4
R,
2
o
y

i Folits Bukusa elap

Fig. 3.Prototype Reborn Application

3.4.  Run an Experience

The experimentation stage is carried out to find out the flow of the prototype that has been made
previously at the MVP stage. Testing at this stage is done by testing independently to the target user.
Independent testing is carried out in conjunction with MVP (Minimum Viable Product) design so
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that prototyping runs optimally. Testing is carried out on target users using a questionnaire conducted
during the experiment, and the testing researcher will get feedback from the prototype design, which
will be processed at the feedback and research stage which will help improve the prototype design.
3.5. Feedback and Research

System Usability Scale, When SUS was used, 10 respondents were asked to rate the following 10
items with one of five responses adopted from the standard SUS template ranging from Strongly
Agree to Strongly Disagree.

Tabel 2. SUS Statement

No SUS Statement
I think I will use this system again

I find this system complicated to use.

I find this system easy to use

I need help from other people or technicians in using this

system

I feel that the system features work as they should.

6. I feel many things are inconsistent (not harmonious) in this
system

7. Ifeel like others will figure out how to use this system
quickly.

8. I find this system confusing

. Ifeel there are no obstacles to using this system.
10. I need to get used to it first before using this system.

bl Rl N e

(9,

The results of calculating the SUS equation with the formula (questionnaire one - 1) + (5 -
questionnaire two) can be seen in the calculated scores in Table 3. The average score of the final
result can be found by the formula (number of calculated scores x 2.5) divided by 10 number of
respondents. It can be seen that the final SUS score is 78.

Tabel 3. SUS Score

SUS
Respondent Total
0l 02 Q3 Q4 Q5 Q6 07 Q8 Q9 QIO Score

R1 4 4 4 4 4 3 4 4 3 4 38 95
R2 4 2 4 3 4 2 4 2 2 2 29 73
R3 3 4 3 3 3 3 2 3 4 3 31 78
R4 4 3 4 4 4 3 4 4 4 2 36 90
RS 3 3 3 3 3 3 3 3 3 3 30 75
R6 3 3 3 3 4 4 4 3 4 3 34 85
R7 3 4 3 3 3 4 3 3 3 3 32 80
R8 4 3 4 3 4 2 4 3 2 4 33 83
R9 3 3 4 3 4 3 4 4 3 4 35 88
R10 2 4 4 2 2 4 2 2 2 4 28 70

SUS Result 82

Table 3 explains in detail that SUS is in the acceptable/best category and can be promoted to
respondents based on the calculation results. The SUS results have good usability for users, with the
SUS score getting 82, which is above average and acceptable.
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4. Conclusion

The design of the Reborn app was created using the Lean UX methodology and the design was used
for wireframing using Figma. Applying the Lean UX methodology allows you to design and test
applications, and ensure that the test results are aligned with your users' expectations.

Ten respondents participated in testing and evaluation using the Lean UX methodology, and SUS
testing was evaluated during prototype design and development. It can be concluded that the Reborn
application prototype has a good user experience and is acceptable to users. Positive user experience
and usability improvements are important for further development of the mental health app prototype
and play a key role in the acceptance, satisfaction, and efficiency of use of the Reborn app. The
interface offers great ease of use and the SUS score is acceptable at 82. Further research requires
increasing the number of respondents to refine the next survey and testing more diverse ways of
measuring UX levels.
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