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ABSTRAK 

Kesehatan fisik dan mental mahasiswa sering terabaikan karena tuntutan akademik dan 

pola hidup yang tidak sehat, sehingga aktivitas fisik menurun dan risiko gangguan 

Kesehatan meningkat. Penelitian ini bertujuan untuk merancang sistem pemantauan 

aktivitas fisik dan kebugaran berbasis website dengan pendekatan Lean UX yang 

menekankan iterasi cepat dan umpan balik pengguna untuk menghasilkan desain yang 

sesuai kebutuhan. Metode yang digunakan adalah Research and Development (model 

ADDIE) dengan tahapan analisis kebutuhan, perancangan Minimum Viable Product, 

validasi oleh ahli UX dengan teori Jakob’s Law dan Miller’s Law serta ahli keolahragaan, 

dan uji coba pengguna dengan System Usability Scale (SUS). Hasil validasi menunjukkan 

tata letak dan penyajian informasi sistem sesuai prinsip keterbiasaan dan beban kognitif 

pengguna, serta isi program latihan terstruktur sesuai teori kebugaran. Uji SUS oleh 40 

responden menghasilkan skor rata-rata 82,2 (kategori Excellent dan Acceptable), 

menandakan usability tinggi dan penerimaan yang baik dari pengguna. Implementasi fitur 

perhitungan VO2max dan BMI otomatis, serta reminder latihan terintegrasi dengan Google 

Calendar mendukung pengguna untuk berolahraga secara mandiri dan terarah. Penelitian 

ini membuktikan pendekatan Lean UX yang dikombinasikan dengan prinsip desain UX 

dan teori kebugaran mampu menghasilkan platform yang efektif dalam mendukung gaya 

hidup sehat mahasiswa. 

 

Kata kunci: Aktivitas Fisik, Kebugaran, Lean UX, Mahasiswa, System Usability Scale 

(SUS), UI/UX 
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UI/UX DESIGN OF STUDENT PHYSICAL ACTIVITY AND FITNESS 

MONITORING SYSTEM USING A LEAN UX APPROACH 

Arranged By 
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2101330 

ABSTRACT 

The physical and mental health of students is often neglected due to academic demands 

and unhealthy lifestyles, resulting in reduced physical activity and an increased risk of 

health problems. This study aims to design a web-based physical activity and fitness 

monitoring system using the Lean UX approach, which emphasizes rapid iteration and user 

feedback to produce a design that meets user needs. The research method employed is 

Research and Development (ADDIE model), consisting of needs analysis, Minimum Viable 

Product design, validation by UX experts based on Jakob’s Law and Miller’s Law as well 

as sports science experts, and user testing with the System Usability Scale (SUS). 

Validation results show that the system’s layout and information presentation comply with 

principles of familiarity and cognitive load, while the structured exercise program content 

aligns with fitness theory. SUS testing involving 40 respondents produced an average score 

of 82.2 (Excellent and Acceptable category), indicating high usability and positive user 

acceptance. The implementation of features such as VO₂max calculation, automatic BMI 

results, and exercise reminders integrated with Google Calendar supports users in 

exercising independently and systematically. This study demonstrates that the Lean UX 

approach, when combined with UX design principles and fitness theory, is effective in 

producing a platform that promotes a healthy lifestyle among students. 

 

Keywords: Physical Activity, Fitness, Lean UX, Students, System Usability Scale (SUS), 

UI/UX 
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