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ABSTRACT 

This study aims to analyze and redesign the User Interface (UI) and User 

Experience (UX) of the Viu application using the Design Thinking approach and 

the System Usability Scale (SUS). Problems were identified through Google Play 

Store reviews and an initial questionnaire, showing a SUS score of 51.5, which is 

below the average standard of 68 and categorized as Not Acceptable. The research 

followed five stages of Design Thinking: Empathize, Define, Ideate, Prototype, and 

Test. A total of 25 respondents were involved using SUS questionnaires and open-

ended questions. After a redesign based on user findings and retesting, the SUS 

score improved to 79.1 and was categorized as Acceptable with an “Excellent” 

grade. These results indicate a significant improvement in usability. This study 

provides user data-based UI/UX improvement recommendations to increase user 

satisfaction and application loyalty. 

Keywords: Design Thinking, System Usability Scale, User Experience, User 

Interface, Viu 

 

ABSTRAK 

Penelitian ini bertujuan untuk menganalisis dan merancang ulang User Interface 

(UI) dan User Experience (UX) aplikasi Viu dengan metode Design Thinking dan 

alat ukur System Usability Scale (SUS). Permasalahan ditemukan melalui ulasan 

pengguna di Google Play Store dan kuesioner awal, yang menunjukkan skor SUS 

sebesar 51,5, berada di bawah standar rata-rata 68 dan tergolong Not Acceptable. 

Penelitian dilakukan melalui lima tahap Design Thinking: Empathize, Define, 

Ideate, Prototype, dan Test. Sebanyak 25 responden dilibatkan dengan 

menggunakan kuesioner SUS dan pertanyaan essai. Setelah dilakukan perancangan 

ulang berbasis temuan pengguna dan diuji kembali, skor SUS meningkat menjadi 

79,1 dan tergolong Acceptable dengan predikat “Excellent”. Hasil ini menunjukkan 

peningkatan signifikan dalam aspek usability. Penelitian ini memberikan 

rekomendasi perbaikan UI/UX berbasis data pengguna guna meningkatkan 

kepuasan dan loyalitas pengguna aplikasi. 

Kata kunci: Design Thinking, System Usability Scale, User Experience, User 

Interface, Viu 
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