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ABSTRACT 
 

The implementation of Lean UX in designing the user interface for the Zerolim 

application involves four stages. First, in the declare assumption phase, the team 

formulates user needs and solution assumptions using the Lean UX canvas. Second, 

in the create an MVP phase, wireframes are developed and transformed into high-

fidelity prototypes using Figma. Third, during the run an experiment phase, the 

prototype is tested by the development team to ensure its alignment with user needs. 

Finally, in the feedback and research phase, usability testing is conducted using the 

System Usability Scale (SUS). This iterative process ensures that the design is 

tested and validated effectively by users. 

The SUS evaluation results following the redesign using the Lean UX method 

indicate a score of 80.5, categorized as acceptable with a grade of B. This score 

highlights the effectiveness of the redesign in enhancing usability, supporting user 

interactions efficiently, and delivering high user satisfaction. Users find the 

application’s interface design more intuitive and better suited to their needs. 

Keywords: Lean UX, System Usability Scale (SUS), Usability, Lean UX Canvas 
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