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PENGEMBANGAN APLIKASI FITNESS BERBASIS MOBILE
DENGAN MEKANISME GAMIFIKASI

Abstrak

Pusat kebugaran (gym) kerap menghadapi dua permasalahan utama, yaitu anggota pemula yang
kesulitan menjaga konsistensi latihan karena tidak adanya mekanisme motivasi yang terstruktur,
serta pengelola yang belum memiliki sistem terpadu untuk memantau data latithan dan operasional
keanggotaan. Penelitian mi1 bertujuan merancang dan mengembangkan aplikasi mobile bernama
MissionFit yang mengintegrasikan mekanisme gamifikasi personal non-kompetitif dengan sistem
pengelolaan operasional gym dalam satu platform. Pengembangan dilakukan menggunakan
framework Flutter berbasis Dart untuk antarmuka Android, REST API berbasis PHP sebagai
penghubung, serta basis data MySQL yang berjalan pada server XAMPP, dengan mengikuti
metode pengembangan perangkat lunak Waterfall. Aplikasi 1n1 menerapkan fitur pencatatan
kehadiran berbasis QR Code, program latihan terstruktur, serta mekanisme gamifikasi berupa poin,
level, progress bar, streak, dan achievement tanpa fitur papan peringkat. Pengujian dilakukan
melalu1 Black Box Testing terhadap seluruh skenario fungsional, serta System Usability Scale
(SUS) terhadap sepuluh anggota gym. Hasil pengujian menunjukkan bahwa seluruh skenario
fungsional berjalan sesuai harapan, dengan skor SUS rata-rata sebesar 77,75 yang tergolong
kategor1 Good (Grade B). Hasil in1 menunjukkan bahwa aplikasi MissionFit berhasil menjawab
kebutuhan gamifikasi personal maupun integrasi data latthan dengan operasional gym secara
efektif, serta dapat diterima dengan baik oleh pengguna.

Kata Kunci: gamifikasi, aplikasi fitness, Flutter, mobile, usability

Abstract

Fitness centers (gvins) often face two main problems, namely novice members who have difficulty
maintaining training consistency due to the absence of a structured motivation mechanism, and
managers who do not have an integrated system to monitor training data and membership
operations. This research aims to design and develop a mebile application called MissionkFit that
integrates a non-competitive personal gamification mechanism with a gym operational
management system in one platform. Development was carried out using the Dart-based Flutter
framework for the Android interface, PHP-based REST API as a link, as well as a MySQOL database
running on the XAMPP server, following the Waterfall software development method. This
application implements QR Code-based attendance recording features, structured training
programs, and gamification mechanisms in the form of points, levels, progress bars, streaks, and
achievements without a leaderboard feature. Testing was carried out through Black Box Testing
on all functional scenarios, as well as System Usability Scale (SUS) on ten gvim members. The test
results showed that all functional scenarios went as expected, with an average SUS score of 77.75
which was classified as Good (Grade B). These results show that the MissionFit application has
successfully answered the needs of personal gamification and the integration of training data with
gyvm operations effectively, and can be well received by users.

Keywords: gamification, fitness application, Flutter, mobile, usability
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