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RANCANG BANGUN WEBSITE CALISTHENICS WORKOUT DENGAN
MENGGUNAKAN METODE GAMIFIKASI

Gregorius Lai

ABSTRAK

Workout merupakan salah satu cara menerapkan gaya hidup sehat. Workout dapat
meminimalisir penyakit, salah satunya obesitas. Meski memiliki manfaat yang
besar, namun masih banyak penduduk di Indonesia yang tidak rutin berolahraga.
Oleh karena itu, aktivitas olahraga perlu ditingkatkan. Salah satu olahraga yang
tidak memerlukan peralatan adalah senam. Latihan senam merupakan aktivitas
fisik yang sama bermanfaatnya dengan gym. Salah satu cara untuk membantu
meningkatkan motivasi adalah dengan melakukan gamifikasi. Gamifikasi dapat
meningkatkan motivasi dan membuat hal-hal membosankan menjadi lebih menarik.
Pada penelitian ini dilakukan perancangan dan pembangunan website calisthenics
workout dengan menggunakan metode gamifikasi. Website dievaluasi oleh 33
orang. Berdasarkan survei yang dilakukan, nilai curiosity sebesar 83,32%, nilai
perceived ease of use sebesar 79%, nilai perceived usefullness sebesar 83.32%,
nilai joy sebesar 80.6%, nilai behavioral intention to use 83.03%, nilai focused
immersion sebesar 80.53%. Rata-rata akhir yang diperoleh dari seluruh kategori
adalah 81,12%.

Kata kunci: Website, Gamifikasi, Workout, Calisthenics
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Design and Build a Calisthenics Workout Website Using Gamification
Methods

Gregorius Lai

ABSTRACT

Workout is one way to adopt a healthy lifestyle. Workout can minimize disease, one
of which is obesity. Even though it has great benefits, there are still many people
who don’t exercise regularly. Therefore, sports activities need to be increased.
One sport that does not require equipment is gymnastics. Gymnastics training
is a physical activity that is as beneficial as the gym. One way to help increase
motivation is to do gamification. Gamification can increase motivation and make
boring things more interesting. In this research, a calisthenics workout website
was designed and created using the gamification method. Website was evaluated
by 33 people. Based on the survey conducted, the curiosity value was 83.32%, the
perceived ease of use value was 79%, the perceived usefulness value was 83.32%,
the joy value of 80.6%, behavioral intention to use value of 83.03%, focused
immersion value of 80.53%. The final average obtained from all categories is
81.12%.

Keywords: Website, Gamification, Workout, Calisthenics
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