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ABSTRAK

Perkembangan teknologi digital mendorong pertumbuhan berbagai sektor,
termasuk kebugaran. Platform kebugaran sosial seperti Strava memanfaatkan
elemen gamifikasi untuk meningkatkan keterlibatan pengguna. Namun, efektivitas
elemen-elemen tersebut belum tentu sesuai dengan kebutuhan dan preferensi
semua tipe pengguna. Penelitian ini bertujuan untuk menganalisis keterlibatan
pengguna berdasarkan tipe pengguna pada platform kebugaran sosial dengan
menggunakan User Engagement Scale — Short Form (UES-SF) dan Hexad User
Type Scale. Penelitian dilakukan dengan pendekatan kuantitatif melalui
penyebaran kuesioner kepada 100 responden pengguna Strava. Tahapan penelitian
meliputi pre-evaluation menggunakan UES-SF, identifikasi tipe pengguna dengan
Hexad User Type Scale, perancangan desain rekomendasi elemen gamifikasi
berbasis hasil Hexad, serta post-evaluation untuk mengukur perubahan
keterlibatan pengguna. Identifikasi tipe pengguna menggunakan Hexad User Type
Scale dengan skor 23,84 untuk free spirit sehingga menghasilkan elemen
rekomendasi gamifikasi Exploratory Tasks, Nonlinear Gameplay, Easter Eggs,
Unlockable or Rare Content, Creativity Tools, dan Customization. Hasil
penelitian menunjukkan adanya peningkatan skor keterlibatan pengguna setelah
dilakukan personalisasi elemen gamifikasi berdasarkan tipe pengguna. Presentase
peningkatan skor Focused Attention (FA) sebesar 30,4%, Perceived Usability
(PU) 27,2%, Aesthetic Appeal (AE) 29,2%, dan Reward sebesar 29,2%. Temuan
ini menegaskan pentingnya personalisasi dalam penerapan gamifikasi guna
meningkatkan pengalaman dan keterlibatan pengguna secara lebih optimal pada
platform kebugaran sosial.

Kata Kunci: Gamifikasi, Hexad User Type Scale, Keterlibatan Pengguna, Strava,
User Engagement Scale.
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ABSTRACT

The development of digital technology has driven growth across various sectors,
including fitness. Social fitness platforms such as Strava utilize gamification
elements to enhance user engagement. However, the effectiveness of these
elements may not align with the needs and preferences of all user types. This study
aims to analyze user engagement based on user types on a social fitness platform
using the User Engagement Scale — Short Form (UES-SF) and the Hexad User
Type Scale. The research was conducted using a quantitative approach through
the distribution of questionnaires to 100 Strava users. The research stages
included a pre-evaluation using UES-SF, identification of user types with the
Hexad User Type Scale, design of gamification element recommendations based
on Hexad results, and a post-evaluation to measure changes in user engagement.
User type identification using the Hexad User Type Scale showed the highest
score of 23.84 for the Free Spirit type, which led to recommended gamification
elements such as Exploratory Tasks, Nonlinear Gameplay, Easter Eggs,
Unlockable or Rare Content, Creativity Tools, and Customization. The results
showed an increase in user engagement scores after the gamification elements
were personalized based on user types. The percentage increase in each UES-SF
dimension was: Focused Attention (FA) by 30.4%, Perceived Usability (PU) by
27.2%, Aesthetic Appeal (AE) by 29.2%, and Reward by 29.2%. These findings
highlight the importance of personalization in gamification implementation to
enhance user experience and engagement more optimally on social fitness
platforms.

Keywords: Gamification, Hexad User Type Scale, Strava, User Engagement, User
Engagement Scale.
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