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ABSTRAK

Perkembangan teknologi informasi mendorong transformasi industri kesehatan dan
kebugaran menuju layanan berbasis digital. Komunitas Yoga U.rs Day di Bandung masih mengelola
seluruh proses reservasi kelas dan layanan member secara konvensional melalui WhatsApp, Google
Form, dan media sosial, sehingga menimbulkan berbagai kendala operasional seperti antrian
verifikasi yang lambat, kesalahan manajemen data peserta, serta tidak adanya sistem loyalitas yang
dapat meningkatkan motivasi dan retensi member. Penelitian ini bertujuan untuk menghasilkan
rancangan user interface aplikasi mobile yang mengintegrasikan sistem reservasi Kelas Reguler,
Event Tematik, dan Retret, layanan member, serta elemen gamifikasi berupa poin dan lencana ke
dalam satu ekosistem digital.

Metode yang digunakan adalah Design Thinking yang terdiri atas lima tahapan, yaitu
Empathize, Define, Ildeate, Prototype, dan Test. Tahap Empathize dilakukan melalui wawancara
mendalam dengan peserta yoga dan admin U.rs Day, serta penyusunan Empathy Map. Tahap Define
menghasilkan User Persona dan User Journey Map sebagai dasar identifikasi kebutuhan pengguna.
Tahap Ideate menghasilkan spesifikasi kebutuhan fungsional dan non-fungsional, Usecase diagram,
user flow, dan sitemap. Tahap Prototype menghasilkan rancangan antarmuka dalam bentuk low-
fidelity yang mencakup seluruh alur utama aplikasi, mulai dari beranda, jadwal kelas, proses reservasi
dengan dua metode pembayaran (drop-in dan kredit, termasuk kredit yang diperoleh melalui
pembelian paket), riwayat kelas, hingga fitur gamifikasi berupa Urs Points, voucher, dan lencana
pencapaian. Hasil penelitian ini berupa prototype rancangan UI/UX aplikasi mobile yang diharapkan
mampu meningkatkan efisiensi operasional, aksesibilitas layanan, serta motivasi dan retensi peserta
Komunitas Yoga U.rs Day. Pengujian wusability berdasarkan empat dari lima aspek Nielsen
menunjukkan hasil yang positif: learnability mencapai completion rate 100% pada seluruh tugas,
efficiency menunjukkan rata-rata waktu penyelesaian tugas sebesar 24,62 detik untuk admin dan 06-
24 detik untuk peserta yoga, memorability memperoleh skor rata-rata 13/15 (admin) dan 12,6/15
(peserta yoga), serta satisfaction menggunakan metode System Usability Scale (SUS) menghasilkan
skor 75 (admin) dan 79 (peserta yoga) yang keduanya berada dalam kategori Good di atas rata-rata
global SUS sebesar 68.

Kata Kunci: UI/UX, Aplikasi Mobile, Reservasi Kelas, Design Thinking, Gamifikasi, Komunitas
Yoga, Usability Testing
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ABSTRACT

The advancement of information technology has driven a transformation in the health and
wellness industry from conventional management systems toward digital-based services. U.rs Day
Yoga Community in Bandung still manages its entire class reservation and member service processes
conventionally through WhatsApp, Google Forms, and social media, resulting in operational
challenges such as slow verification queues, participant data management errors, and the absence of
a loyalty system capable of increasing member motivation and retention. This study aims to produce
a mobile application user interface design that integrates a reservation system for Regular Classes,
Thematic Events, and Retreats member services, and gamification elements in the form of points and
badges into a single digital ecosystem.

The method employed is Design Thinking, which consists of five stages: Empathize, Define,
Ideate, Prototype, and Test. The Empathize phase was conducted through in-depth interviews with
yoga participants and U.rs Day administrators, as well as the creation of an Empathy Map. The
Define phase produced User Personas and a User Journey Map as the basis for identifying user needs.
The Ideate phase resulted in functional and non-functional requirement specifications, Usecase
diagrams, user flows, and a sitemap. The Prototype phase produced a low-fidelity interface design
covering all primary application flows, including the home page, class schedule, reservation process
with two payment methods (drop-in and credit, with credit also obtainable through package
purchase), class history, and gamification features such as Urs Points, vouchers, and achievement
badges. The outcome of this study is a UI/UX prototype of a mobile application that is expected to
improve operational efficiency, service accessibility, as well as the motivation and retention of U.rs
Day Yoga Community participants. Usability testing based on four of Nielsen's five dimensions
yielded positive results, learnability achieved a 100% completion rate across all tasks, efficiency
recorded an average task completion time of 24.62 seconds for the admin and 06-24 seconds for yoga
participants, memorability scored an average of 13/15 (admin) and 12.6/15 (yoga participants), and
satisfaction measured via the System Usability Scale (SUS) yielded scores of 75 (admin) and 79
(yoga participants), both classified in the Good category and above the global SUS average of 68.

Keywords: UI/UX, Mobile Application, Class Reservation, Design Thinking, Gamification, Yoga
Community, Usability Testing
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