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Abstract—Javaheritage Hotel is a 4-star hotel located in the
tourist city of Purwokerto. Java Heritage already has a
membership system to increase consumers’ purchases back to the
hotel. The current membership system allows consumers to
purchase members who will get an active stay voucher for one
year. Javaheritage requires increasing the number of
repurchases by member and non-member consumers to
Javaheritage hotels. Gamification applies scoring points,
competition, and game rules to other activities or activities. This
study aims to design a hotel membership system that implements
gamification to increase repurchase at java heritage hotels. The
output of this research is a research journal, and the TKT that
will be achieved is at level 7. Namely, the Demonstration of a
prototype system in a natural environment. The development
method used is RAD (Rapid Application Development) and
system design depiction using UML.
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I. Introduction

Banyumas Regency is a tourist city in Central Java
[1]. There are many hotels in Purwokerto City, one of
which is the Java Heritage Hotel. Hotel Javaheritage is a
4-star hotel located in the tourist city of Purwokerto.
Hotel Javaheritage consistently innovates to win the
competition. Hotel Java Heritage has a membership
system that aims to increase consumers will make
purchases back to the hotel [2] [3]. The -current
membership system is that consumers are offered
members who will get an active stay voucher for one
year. Javaheritage increases the number of repurchases
by member and non-member consumers to hotels.
Gamification applies the elements in a game (game),
such as scoring points, competition, and rules, into other
activities or activities. Gamification can increase
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engagement because some challenges and goals must be
achieved by obtaining scores [4]. Gamification also
increases learning motivation for students who use LMS
and MOOC [5], [6]. It is necessary to implement
gamification in the Hotel membership system from this
background.

1. Research Methodology
A. Method

This research methodology uses the RAD (Rapid
Application Development) system development method
[7] to create a Prototype Hotel Membership System with
gamification implementation. RAD has three stages in
system development: 1) Requirements Planning Phase
by identifying objectives and identifying requirements
from these objectives. 2) Design Workshop to design
and improve, described as a workshop. 3)
Implementation / Implementation Phase The analyzer
works with the users intensely during the workshop and
designs the business and non-technical aspects of the
company.
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Figure 1. RAD system development method [7]
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1. Results and Discussion

These research results are a membership hotel design
with gamification to get consumers to repurchase. The
stages in making a gamification hotel membership
system are analyzed.

A. Requirements Planning

The application requirement planning is taken from the
membership system requirement data from the hotel,
namely in the form of user profiles, points earned from
each purchase, and products that are usually purchased.
While the gamification side that will be implemented
are:

Challenges: These map to the leaming goals.

%]

Levels: They map to the learning path and help leamers
with proficiency gain.

Instant feedback: This helps learners understand where
they stand and help them in stepping up their learning.

Scores: They provide accomplishment and gratification
to the learners.

Badges: They provide recognition for significant
achievemnents.

Leaderboards: They provide analytics and help learners
focus on terminal objectives.

Competition: This helps leamers assess where they
stand against others.

Collaboration: This encourages team building and
leveraging on peers or experts to meet the goak.

Figure 2 Gamification elements [8]

From the gamification reference implemented in the
e-learning system. There are challenges, instant feedback
levels, scores, hedges, leaderboard competition and
collaboration to increase children's learning motivation
in e-learning. The gamification elements that will be
implemented in the membership system are Challenges,
Levels, Badges, Leaderboards, Competition and
Collaboration.
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Figure 3 Elements of gamification in the membership system

The flow of membership gamification in this study
relies on EXP (experience points), which increases
levels and earns badges; EXP is obtained by competing
and collaboration between consumers who are always
expected to remember and make repurchases. All
achievements will be displayed on the leader board to
increase the competitiveness of each customer.

B. Design Workshop

This stage allows researchers to design a prototype
membership gamification. The design stages use the
Unified Modeling Language (UML) [9]. The UML
designs that will be implemented in the design of the
hotel membership system are Use Cases, Activity
diagrams, Sequence diagrams and classes. The following
diagram illustrates the UML membership gamification.
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Figure 4. Usecase Membership Gamification

The use case diagram depicts two actors, namely
consumers and admins. Consumers interact with the
system via login; if not, they will be directed to the
registration process. Consumers can also access
challenges and collaboration to get EXP. Every EXP
they get from the mission will be accumulated to get
badges. And level up. Each EXP will be accumulated
and displayed on the leaderboards under a pseudonym
every month.
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Figure 5. Activity diagram Membership Gamification
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The activity diagram in Figure 4 clearly explains how
consumers are directed to continue to do missions
(purchase products) after leveling up or getting badges.
Consumers will be given rewards in product discount
vouchers, and what they have achieved, they will
buyback. With the leaderboard, consumers will compete
to get the highest score.
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Figure 6. Class diagram Membership Gamification

The hotel gamification membership divides the
classes needed to develop the prototype in the class
diagram. Competition and collaboration classes are
shown to users in one form, namely mission classes,
level attributes and also exp attached to members so that
members directly feel all benefits obtained from leveling

Figure 7. Gamification membership interface design—__

The interface design that is made is displayed in one
view by partitioning it with pagination. The mission
menu, referrals, level challenges, and achievements
become an easy display menu for consumers to use.
Most of the systems in gamification are run on the

detall
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backend so that the running of the application in the eyes
of members is not too confusing.

C. Implementation

The implementation phase is to apply all the designs that
have been compiled and form a prototype. The prototype
made will later go through the black box testing stage to
test the prototype'[10]. The prototype is displayed in the
form of a print screen by displaying the 3 main features
of the gamification membership system.

1) leaderboard page

Figure 8. Leader board
2) Badge page

Figure 9. Badge
3) Mission page

Figure 10. mission
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Table 1 testing black box prototype [10].
No | Usecasetest | Pre-condition Test Result
1 User login the username Entering Succeed
and password correct and
fields are incorrect
empty usernames
2 Gain EXP Members Member succeed
complete completed the
missions mission
(collaboration
or
competition)
3 Level up Members Members succeed
almost meet complete
EXP to level missions
up
4 Earn badges Members Member succeed
complete completed the
missions with mission
badge rewards
5 Update The members The system succeed
Leaderboard have gone works to
through the record data for
process to get ranking
EXP

Iv. Conclusion

This study concludes that a prototype membership
hotel is made by gamification to make consumers buy
back the product from the research object. Tests were
carried out using a black box with the results of the
prototype run according to its functionality. Suggestions
for further research are to test consumers' responses to
the gamification membership system systematically.
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