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Abstract— Streaming anime has become a popular pastime 

for Japanese animation lovers around the world. One anime 

streaming platform that can be used is the Bstation Mobile 

Application. The Bstation Mobile application is a streaming 

service that provides various kinds of anime series. To create a 

good user experience, it is necessary to evaluate the usability of 

the Bstation Mobile application to determine user satisfaction 

and identify problems experienced by users such as the 

translation often goes missing in the middle of videos, the 

translation that appears delayed, and other bugs found by 

users. Therefore, a usability evaluation and user experience 

evaluation was carried out to find out feedback from users 

using the System Usability Scale (SUS) and User Experience 

Questionnaire (UEQ) methods. Testing was carried out with 

100 responses from Bstation Mobile users. Based on the test 

results, the average SUS score is 75.1%. Testing on UEQ shows 

positive assessment results for aspects of Attractiveness, 

Perspicuity, Efficiency, Dependability, Stimulation, and neutral 

ratings for aspects of Novelty. This indicates that the Bstation 

Mobile application is quite good, but still need an 

improvements to made the application is more optimal for use. 

The recommendations are given as guidance for the app's 

development and improvement based on the testing results to 

address any identified issues. 

Keywords— bstation mobile, evaluation, usability, system 

usability scale, user experience questionnaire 

I. INTRODUCTION 

Streaming anime is a popular activity that involves 
watching anime video content on the internet. It requires a 
high-speed internet connection and allows users to watch 
their favorite anime series multiple times without taking up 
storage space on their devices [1]. Bstation Mobile is a legal 
streaming platform that provides a vast collection of anime 
series with various genres and years. Bstation Mobile is not 
just a platform, however, it is a place where users feel 
accepted and can connect with like-minded individuals who 
share similar interests and want to express their creativity. 
Bstation Mobile aims to become the most comprehensive 
video platform and prioritizes enhancing the content 
ecosystem, supporting creators, and improving the product 
quality based on user feedback. In Play Store, Bstation 
Mobile application has been downloaded over 50 million 
times and has a 3.6 rating with 442 thousand reviews given 
by users. 

Based on the 442 thousand reviews provided by users, 
there were a number of negative reviews after the app was 
updated or repaired. As a result, it is important to perform 
repairs on the Bstation Mobile app. According to data 
obtained from user comments on the Play Store and App 
Store, negative reviews related to Bstation Mobile include 
the following: A review by Iyo KZ, uploaded on February 
19, 2023, said that there were bugs like missing images 
during the movie that resulted in just a black screen. Things 
like this are certainly annoying for users who are watching. 

Another negative review by Angga Syahputra, uploaded 
on March 22, 2023, stated that the translation often goes 
missing in the middle of videos. There were several negative 
reviews that the translation disappeared in the middle of 
videos, and the translation that appears delayed. There was 
also a negative review by Donut Pillow, uploaded on April 1, 
2023, which said that the download function does not work 
in the background, making the video automatically pause 
when it is downloaded. 

Based on data from user comments, improvements need 
to be made to the Bstation Mobile app in order to provide a 
better user experience. Some of the areas that need to be 
addressed are fixing the bugs that cause missing images 
during playback and improving the accuracy and timing of 
the translations. The background download feature should 
also be fixed to allow users to continue downloading videos 
even when not using the app. Overall, these improvements 
are necessary to enhance the user experience and prevent 
negative reviews from affecting the popularity of the app. 

A pre-survey was conducted on 36 respondents using 
the Bstation Mobile application in the reviews on Google 
Play Store based on the order of the most relevant reviews, 
in the context to assess what users feel and find out if 
there are problems with the Bstation Mobile application. 
There are several problems described by respondents, 
including: 

1. 75% of responders stated that they experienced 
translation-related issues while watching content, either 
related to missing translations or delays in the appearance 
of translations. 

2. 66.7% of responders indicated experiencing issues with 
downloads where the download would interrupt or pause 
itself. This could of course be detrimental to the user 
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mailto:muhammad.luthfi@uin-suska.ac.id
mailto:eki.saputra@uin-suska.ac.id
mailto:tengkukhairil@uin-suska.ac.id
mailto:syaifullah@uin-suska.ac.id


 

 

 
 

 
979-8-3503-0533-3/23/$31.00 ©2023 IEEE 



 

 

from a time management perspective, as they would need 
to constantly check to ensure that the downloaded content 
continued to play. 

3. 80.5% of responders stated that they had experienced 
video bugs, specifically the appearance of a black screen 
while watching content. 

Based on product reviews and a pre-survey, it is evident 
that there is still a need for an evaluation of the Bstation 
Mobile app that involves users to learn about and address the 
issues they have experienced. In order to ascertain the 
success of an application [2][3], it is essential to conduct a 
measurement to evaluate usability aspects [4]. Usability 
possesses five key components, namely efficiency, 
learnability, errors, memorability, and satisfaction [5]. 
Designers must consider each of these components when 
designing a user interface (UI) [6]. The UI inevitably affects 
user experience (UX). User experience refers to the 
experience a user has when interacting with a system, based 
on the perception of their actions, thoughts, and emotions. 
User experience testing is therefore included to assess the 
user's experience while using the application [7]. Two 
approaches were utilized for testing the Bstation Mobile 
app's usability and user experience (UX): the User 
Experience Questionnaire (UEQ) and the System 
Usability Scale (SUS). According to Bauer (2010) [8], 
usability testing involves measuring efficiency, 
learnability, and ability to remember how to interact 
without facing difficulties [9]. 

The System Usability Scale (SUS) is one of the most 
broadly utilized usability tools. John Brooke created the 
System Usability Scale (SUS) in 1986. A "quick and 
dirty" usability test was created with the System Usability 
Scale (SUS) [10]. System Usability Scale (SUS) is a 
method for conducting usability testing on applications. 
The System Usability Scale (SUS) is a reliable usability 
measurement tool that is popular, effective, and easy to 
use. The SUS assessment uses a Likert scale of 1 to 5. 
The System Usability Scale (SUS) contains 10 questions, 
odd numbered questions get a negative score and even 
numbered questions get a positive score [11]. 

Meanwhile, the User Experience Questionnaire (UEQ) 
serves as a subjective measure of the user's experience of 
a product. This method is widely used because it can 
quickly measure user experience on a product. The UEQ 
consists of 26 items grouped into six scales: (1) 
Attractiveness: The user's impression of the entire 
product. (2) Perspicuity: How easy it is for users to 
understand and navigate the product. (3) Efficiency: The 
speed and responsiveness of the product to user input. (4) 
Dependence: The user's sense of control over interacting 
with the product. (5) Stimulation: Pleasure when using the 
product. (6) Novelty: How innovative and creative the 
product is and whether the product attracts the interest of 
users [10]. 

II. LITERATURE REVIEW 

A. Bstation Mobile 
The Bstation Mobile application is a subsidiary of 

BiliBili, where this application is an anime streaming 
platform. The Bstation application offers various kinds of 
anime series with various genres. Users can enjoy anime 
provided by Bstation Mobile for free or subscribe. This 

Bstation Mobile application is available for Android and 
iOS. 

B. Streaming 
Streaming is an activity that allows its users to watch 

certain content in real-time, without having to download the 
content file first. Streaming activities like this are more 
flexible than downloading activities because streaming can 
help users save device storage. Streaming has changed the 
way we consume content by enabling access to multimedia 
files from any device with an internet connection, allowing 
users to watch, play or listen to content according to the 
user's wishes, anytime and anywhere [12]. 

C. Evaluation 
A systematic process that processes, obtains information, 

and makes judgments about an object, program, activity, or 
system is the definition of evaluation [13]. evaluation has a 
purpose, namely to test efficiency, and influence on certain 
objects or activities, as well as provide useful feedback for 
improvement and decision making [14][15]. Examples of 
evaluation include: website evaluation, policy evaluation, 
product evaluation, application evaluation and so on [16]. 
The methods used to evaluate vary widely based on their 
purpose [17]. Evaluation is usually used to assess 
performance, measure results, and assist in decision making. 
This really helps organizations to improve processes, and 
achieve the desired results [18][19]. 

Contingent upon the reason for the evaluation, evaluation 
can be carried out in different ways and at different levels 
[20]. The evaluation carried out in this study was the 
evaluation of the Bstation Mobile Application which was 
carried out using the System Usability Scale (SUS) and User 
Experience Questionnaire (UEQ) methods [21]. 

D. Usability 
According to ISO 9241-11 (1998), usability is a 

measure of the interface quality of a system or website in 
terms of knowing the user experience and taking into 
account certain criteria [22], "The extent to which a product 
can be used by users to achieve certain goals with 
effectiveness, efficiency, and satisfaction of use" is what 
the term "usability" means [23]. Usability is an important 
component in creating a user-friendly interface that allows 
users to easily understand a product. Improving the user 
experience of a particular product or service is also 
important because it leads to increased customer loyalty 
[24]. 

 

E. System Usability Scale (SUS) 
A questionnaire called the System Usability Scale (SUS) 

is used to assess a computer system's usability from a user's 
perspective [11]. In 1996, John Brooke was developed 
System Usability Scale (SUS). SUS is a simple questionnaire 
with 10 statements [25], consisting of odd-numbered 
statements expressing positive statements and even- 
numbered statements expressing negative statements. SUS 
remains popular and most widely used for purposes of 
measuring usability today, as well as a few advantages that 
make System Usability Scale popular including: (1) Because 
the results are presented as a score from 0 to 100, SUS is 
simple to use; (2) SUS is not difficult to utilize, requiring 
insignificant computations; (3) SUS is free and does not cost 
anything extra; and calculations (4) A small sample size has 
demonstrated that SUS is valid and reliable size [26][27]. 
SUS questionnaire is interpreted through a Likert scale of 1 



 

 

to 5 for each question posed, with options ranging from (1) 
strongly disagree, (2) disagree, (3) neutral, (4) agree, and (5) 
strongly agree [28]. 

F. User Experience (UX) 
User Experience (UX) according to [29] is a perception 

or response such as user emotions, beliefs, and preferences 
of someone who uses a product before, is currently using, or 
has used a product, system or service. UX affects how 
someone still uses the product or not because good results 
from the user experience can increase user loyalty to the 
product or service [30]. User experience is also associated 
with user perceptions and responses to the results of their 
interactions with the system [31]. It is the dynamic feeling of 
the user experience during and after interacting with a 
system. Because it is perceived, UX looks at all of an 
individual's interactions with things, as well as the thoughts, 
feelings, that result from that interaction [32]. A person's 
perception and response after using a product, system, or 
service is known as the user experience (UX) [33]. Simply 
put, UX is how a person experiences every interaction made 
with a product or service someone use [34]. A product's 
features and user requirements must be compatible in order 
to achieve good UX results. This determines whether or not a 
product is valuable. [35]. In the event that an item is not 
difficult to track down and simple to utilize the initial time, 
then the item can encourage clients while utilizing it. Lastly, 
the item should be not difficult to use to do what the client 
needs. To ensure a positive user experience, these four 
elements must be present [36][37]. 

G. User Experience Questionnaire (UEQ) 
User Experience Questionnaire (UEQ) is a part of a 

usability test that aims to get a good impression of the user 
experience from a usability and experience perspective [38]. 
UEQ aims to provide a quick assessment by the user so that 
it can be properly and completely accepted by the user's 
perception where the perception in question is the impression 
of the product, the feelings that the user feels while using the 
product, and the behavior that arises when using a product 
[39][40]. UEQ contains a questionnaire whose form supports 
user responses to display user feelings, impressions, and 
behavior directly when the product is used). Attractiveness, 
Perspicuity, Efficiency, Dependability, Stimulation and 
Novelty are the 6 scales contained in the UEQ measurement. 
[41]. 

III. METHODOLOGY 

The research methodology is the stages that will be 
carried out during the research process, in this chapter an 
explanation of each stage of the research will be 
discussed. The flow of the research stages can be seen 
in the flowchart of Figure 1. 

 

Figure 1. Methodology Study 

A. Planning Stage 

Information or data obtained directly from the object of 

research, namely observation and distribution of 

questionnaires. 

B. Data Collection 

Observations were made by observing and directly 

accessing the Bstation Mobile application. Then a pre-survey 

was conducted with 36 respondents. Next, a questionnaire 

was distributed to 100 respondents to find out the problems 

that occurred. 

C. Data Processing Stage 

Recapitulation of descriptive data using Microsoft Excel 

software. Using SUS and UEQ tools to determine usability 

and user experience of the Bstation Mobile application for 

data processing. 

D. Analysis Stage and Results 
The usability and user experience a was conducted to 

measure and determine the efficiency, learnability, and 

memorability of interacting with the Bstation Mobile app 

without difficulties or errors. This is to make it easier to 

identify and classify the aspects that need to be improved or 

further enhanced. 

E. Recommendation 

This step is to discuss the conclusions drawn from the 

analysis, along with the recommendations. 

Recommendations are made based on a list of problems 

identified through the evaluation of the Bstation Mobile 

application. Recommendations can be used to improve and 

enhance the appearance and usability of the Bstation Mobile 

application. 

IV. RESULT AND DISCUSSION 

A. Bstation Mobile Application Analysis 
Bstation Mobile offers a wide range of features that 

benefit users. Starting from high quality video streaming up 
to 4K quality, providing subtitles in various languages, a 
feature to save your favorite anime, and a download feature 
that allows users to watch offline. Bstation Mobile officially 
began operations on November 16, 2020. There are several 
features available on the Bstation Mobile app, including: 

1. Index: The index feature has several submenus such as 
genre, country, hot, or latest. This feature enables users to 
sort anime based on country, genre, year of release, and in- 
demand and new anime. 

2. Schedule: The schedule feature allows users to see 
broadcast schedules for anime from Monday to Sunday. 

3. Top: This feature displays the top-rated anime by 
popularity among users. 

4. Download: The download feature enables users to 
download anime for offline viewing and storage within the 
app. 

5. Favorites: The app features a favorite function that allows 
users to save their preferred anime titles in one menu and get 
updates on the anime whenever a new episode is released. 

B. Problem Identification 

The problems identified in the Bstation Mobile 

application that were previously described in the 

introduction. These problems are related to usability. The 



 

 

following is the identification of problems based on 

descriptive analysis: 

1. Problems Bstation Mobile is experiencing black screen 

video bug. 

  
Figure 2. Black Screen Video Bug 

 

Figure 2 is a comparison of how Bstation behaves when 

it experiences a bug during video playback vs. when it 

operates properly. In the left image of Figure 2, the video 

only displays a black screen, with the duration remaining 

intact and displaying subtitles and audio. The right image in 

Figure 2 is when the Bstation app is functioning as expected, 

with the video reappearing on the screen when the app is 

opened again and the previously watched video is resumed. 

However, this bug does not occur consistently, and the 

videos that experience this bug vary. 

 

2. The next problem is the loss of subtitles in the middle of 

the video. 

  
Figure 3. Missing Subtitle 

 

This is similar to the previous issue, Figure 3 is a 

comparison of how Bstation behaves when it experiences 

missing translation bugs during video playback vs. when it 

does not have any issues. In the left image of Figure 3, the 

video only displays the video with the duration being active 

and producing sound, but no translation appears. The right 

image in Figure 3 is when the Bstation app is operating 

correctly, with the translation reappearing in the video when 

the app is opened again and the previously watched video is 

resumed. 

 

3. Download problem that pauses on its own while 

downloading. 

Figure 4. Download Paused 

 

When a download is interrupted and the user tries to 

resume it, a message similar to the image above appears, but 

the download is not progressing, so the download history has 

to be cleared, and the download has to be restarted from the 

beginning. This is a frustrating experience for the user and 

could lead to a loss of trust in the app. It's essential to 

minimize the occurrence of such issues and provide clear 

and concise error messages. Additionally, the app should 

have a robust caching and queuing system to handle 

interruptions in the download process and resume the 

download without having to clear the history and re-start 

from the beginning. 

C. Respondent Descriptive Analysis 
From the total sample of respondents who were evaluated 

in this study, there were 100 people. In the gender category 
there were 42 men and 58 women, with an age range of 
13-20 years totaling 74 people and with an age range of 
21-27 years totaling 26 people, which were old user 
categories (1-4 year) namely 40 people and new user 
categories (<1 year) namely as many as 60 people. Figure 5 
shows a data percentage graph. 

 

Figure 5. Percentage of Respondent Data 

D. Measurement Result Using the System Usability Scale 

(SUS) 

The problems identified in the Bstation Mobile 

application that were previously described in the 

introduction. These problems are related to usability. The 

following is the identification of problems based on 

descriptive analysis: 

TABLE I. RESULTS SCORE SUS 

 



 

 

SUS average score ∑𝑋 = 75,1 
𝑛 

Based on the results, the data were interpreted using the 
Bangor interpretation scale for SUS scores, as shown in 

Figure 6. 

 

Figure 6. Interpretation of the SUS Bangor Score 

E. Measurement Result Using the User Experience 

Questionnaire (UEQ) 

The results of the UEQ questionnaire which have an 

average value of > 0.8 represent a positive scale marked with 

a green arrow, an average value of -0.8 and 0.8 represents a 

normal scale which is marked with a yellow arrow, and an 

average value <0.8 represents a scale negative with a red 

arrow [42]. 

 

Figure 7. Interpretation of the SUS Bangor Score 

 

Figure 8 is a graph of the benchmark data: 
 

Figure 8. Bstation Mobile Application Benchmark Diagram 

TABLE II. BENCHMARK DATA RESULTS VALUE 
 

Comparisson to 

Scale Mean benchmark 

Attractiveness 1,42 Above average 

Perspicuity 1,80 Good 

Efficiency 1,46 Above Average 

Dependability 1,22 Above Average 

Stimulation 1,52 Good 

Novelty 0,79 Above Average 
 

 

Based on the chart in Table II, the average scores are all 

above  1,  Attractiveness  (1.423),  Perspicuity  (1.798), 

Efficiency (1.458), Dependability (1.220), and Stimulation 

(1.518). However, the score for Novelty (0.790) is below 1, 

which means that users view the app as less innovative 

compared to the other features. Therefore, the aspect of 

novelty needs to be improved in order to match the other 

aspects and make the app more appealing. Aspects such as 

Attractiveness, Perspicuity, Efficiency, Dependability, and 

Stimulation have all been rated positively by users, which 

indicates that these features are important in creating a high- 

quality app. However, the lower score for novelty suggests 

that users would appreciate a more innovative and original 

app, so the development team should focus on improving 

this aspect. By doing so, the app can attract more users and 

drive user engagement, which can ultimately lead to greater 

success for the app. 

V. CONCLUSION 

After testing the Bstation Mobile application, the 
calculation results are obtained from the System Usability 
Scale (SUS) and the User Experience Questionnaire (UEQ). 
The results of the usability analysis using the System 
Usability Scale (SUS) method and a sample of 100 
responders, an average score of 75.1 was obtained. With 
regard to the adjective rating, "Good" was obtained, while 
the acceptability ranges indicate "Acceptable" which means 
that the Bstation Mobile application can be accepted and 
used by users. 

 
The results of the User Experience Questionnaire 

(UEQ) show that respondents have a positive perception 
towards the Bstation Mobile app. This can be seen from the 
average scores obtained by the app on each scale of the 
questionnaire, where almost all scores exceed the threshold 
of 0.8, which is considered as a normal and positive score 
in the UEQ questionnaire. 

 
Based on the research conducted on the Bstation Mobile 

app, we concluded that the study was successful in 
evaluating the app using the User Experience Questionnaire 
(UEQ). The mean scores obtained on each aspect, namely 
Attractiveness (1,423), Perspicuity (1,798), 
Efficiency(1,458), Dependability (1,220), Stimulation 
(1,518), and Novelty (0,790). The testing resulted in positive 
evaluation on the aspects of Attractiveness, Perspicuity, 
Efficiency, Dependability and Stimulation, with netural 
evaluation on the aspect of Novelty. The benchmarking 
revealed the aspects of Attractiveness, Efficiency, 
Dependability and Novelty falling under the "Above 
Average" category, while Stimulation and Perspicuity falling 
under the "Good" category. The recommendations given 
were to increase creativity and innovation in order to 
improve the originality of the application. In addition, 
enhancing the usability, attractiveness, and enjoyment factors 
of the product is crucial to improve the stimulation aspect of 
the app. Finally, simplifying the design and making it clear 
and concise will make it easier for users to understand. 
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