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Abstract. Nowadays, there are so many people in Indonesia particularly young people who are 

interested in playing badminton, but at the end of the day, this game will make boring for 

young people particularly with the booming of the smartphone game. Literally, it will make the 

young generation too lazy for outing activity or doing sports and busy with their digital 

technology, particularly their smartphone. Obviously, we are interested in using the mobile 

application which can be used to bridge the boring of doing sports mainly badminton sport, 

wherewith this mobile application is not just only for field badminton or coach booking, but 

can extend their friendship and community in positive ways. Hopefully, with this mobile 

application not just only booking for Badminton fields, but beyond that, there will be a mobile 

application that supports the fans of the badminton sports community when can know each 

other from different places and make friendship and competition among the members.  At the 

end of the day, we hope this mobile application will support young people to stay away from 

trouble and drug and to have a positive life with the sport, particularly badminton sport as 

Indonesian’s favorite sport.  

1.  Introduction 

Everyone use technology is now a day, technology makes us feel better and more efficient in doing 

something, but with technology, every people are not interested in doing the sports activities anymore 

because they find another E-sport[13]. With technology, they become lazier and do not want to play 

outside with anyone, so to make every people more active, we want to make a badminton app. We are 

building an app that will integrate the badminton field staff and the person who wants to play 

badminton and applicable to find the right coach and the coach for finding their skills’ market. 

Hopefully, with this mobile application, people can easily book the badminton field, finding a 

coach, easy for the coach to find a market that needs their badminton skill [12]. Moreover, they do not 

need to go to the badminton field to book it, they need to open our app and check the field is available 

or not in our apps, and if the field is available, they can book it [15].  We also have the tournament 

features and find couch features in our app, so if someone wants to join the tournament, they can find 

the tournament in our apps to join it, and if someone wants to find a coach or personal trainer 

badminton to increase their skill, they can also find it in our apps[14]. 
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2.  Previous and current literature  

In Indonesia, there have been recognized mobile apps allowing us to order Food, Rides, Movie 

Tickets, etc and there has never been an app allowing us to rent and book a playing field, finding 

coach, or coach to offer their sport’s skill. It has been known that teenagers who like to spend their 

time playing sports are found to be Healthier and has overall higher Energy Level when compared to 

those who rarely play sports; sports also can be used as a coping mechanism for stress and anxiety in 

teenagers[4][5]. Not only that, with the rise of the Internet and smartphones, it is easier for avenue’s 

owner to promote their Avenue. With the recent uprising of Sport Tourism, advertising Avenue 

through an App is a sensible choice [16]. Sports Tourism is an act of Tourism that focuses on Sports 

Activities, and many marketing organizations are already targeting Sports Tourism, this is a chance for 

avenues to ride on the early waves of Sport Tourism[7][8]. 

The problem arises when “What if all of the fields are booked already?”, or “How much does this 

place charge each hour?” are two but part of many common questions [17] [18]. Not only that, many 

places are still using manual entry with pen and paper for their Journal; this allows for a possible 

wrong data entry, lost documents, ineffective scheduling. In this short paper, we are trying to pose a 

possible solution to these problems [1][2]. With how accurate Calorie Tracking has become, players 

would also be able to track burned calories using wearable smartwatches that will accurately track 

how much movement they have made, and this should have motivated Teenagers more to work out 

[3]. 

Although there has not been any implementation of this kind of service before, it has been 

implemented before and successfully [11]. Zhengzhou University uses Online Booking Systems for its 

Tennis Hall. The implementation of this improves the efficiency of their venues. The only difference 

is that this paper will have a more significant scope than Zhengzhou University [6]. There has been an 

attempt to build a system for reserving Airplane Tickets, although it is different from the theme of this 

paper, it is still close enough that we can use it as a reference when building a reservation 

system[9][10]. 

                       
(a)                                            (b)                                                     (c)  

 

Figure 1. (a)Main menu User Interface; (b) Login Page Menu; (c) Registration Page Menu 

3.  Design modeling 

The design of this smartphone application for Badminton Sport community will be carried on using 

diagrams such as use case diagram, activity diagram and class diagram, where the Use case diagram to 

show the process which can be run in the mobile application, whilst the activity diagram shows the 

detail activity for each use case activity and class diagram to shows the database model design with 
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content the table database. Moreover, the User Interface (UI) is used to shows the appearances of the 

mobile application and each use case activity. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Figure 2. Use case diagram of Smartphone application for Badminton Sport community 

 

This smartphone application for Badminton Sport community has main menu UI as can be seen in 

figure 1(a) where the content of selection menu has 7 options as seen in use case diagram in figure 2 

with 7 use case activities such as Login, Registration, Field Booking, Finding Coach, Creating 

Tournament, Badminton Information, and Community Discussion. 

3.1.  Login 

Use case activity login as seen in figure 2 has User Interface as seen in figure 1(b) and the detail 

activity diagram can be seen in figure 3 where the user needs to enter their data such as username and 

password. If the username and password were registered in table user of the database and the entered 

password is the same then it will give access but will be denied for access when the user name and 

password are not the same.   

 

Finding Coach 

Field Booking 

Creating Tournament 

Badminton Information 

Community Discussion 

Login 

Registration 

User 

Give rating and comments Do payment 
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Figure 3. Activity diagram of Login Activity 

3.2.  Registration 

 
Figure 4. Activity diagram of Registration Activity 

 

Use case activity registration as seen in figure 2 has User Interface as seen in figure 1(c) and the detail 

activity diagram can be seen in figure 4 where the user needs to enter their data such as username and 

password, Name, Address, Gender, Date of Birth and so on. This process will input to table user as 

seen in the class diagram in figure 9. 

3.3.  Field Booking 

 
Figure 5. Activity diagram of Field Booking Activity 
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Use case activity Field booking as seen in figure 2 has User Interface as seen in figure 7(a) and the 

detail activity diagram can be seen in figure 5 where the user should choose the location of the field 

and the field and the system will show the available day and pay per hour for using the field. The class 

diagram in figure 9 shows the table such as Field and postcode to show the content information 

regarding the field and field postcode location. If user agrees with the payment then the user can do 

the payment as the UI can be seen in figure 7(b) where the user can choose the way to do the payment. 

The Field booking transaction will create record in tables such as daily booking and payment as shown 

in class diagram in figure 9. After using the field then the user can give the score and rating to the 

services of using the field and will create a record in table SCORCOM in class diagram in figure 9.  

3.4.  Finding Coach 

 
Figure 6. Activity diagram of Finding Coach Activity 

 

 Use case activity Finding coach as seen in figure 2 has User Interface as seen in figure 7(c) and 

the detail activity diagram can be seen in figure 6 where the user should choose the location of the 

coach and the list of coach, gender of the coach and the system will show the available day and pay 

per hour for each coach. The class diagram in figure 9 shows the tables coach and postcode to show 

the content information regarding the coach and coach postcode location. If user agrees with the 

payment then the user can do the payment as the UI can be seen in figure 7(d) where the user can 

choose the way to do the payment. The Finding coach transaction will create record in tables such as 

coach booking and payment as shown in class diagram in figure 9. After Getting badminton training 

from the coach the user can give the score and rating to the coach’s services and will create a record in 

table SCORCOM in class diagram in figure 9.  

 

 

 

3.5.  Creating Tournament 
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Use case activity creating tournament as seen in figure 2 has User Interface as seen in figure 8(a) 

where the user with their team can be allocated to run the tournament but the finishing this activity is 

not yet to be done so why there is no table in class diagram in figure 9. This activity will benefit this 

mobile application where the user can create a tournament and invite his colleagues to join with the 

tournament and invite every user member which interest in order to extend their badminton skills and 

friendship.   

3.6.  Badminton Information 

Use case activity badminton information as seen in figure 2 has User Interface as seen in figure 8(b) 

where this is as admin features to spread news and information regarding badminton and in order to 

engage and educate the badminton to the users. Since this activity part of admin then we do not yet to 

design the table database.   

3.7.  Community Discussion 

Use case activity community Discussion (forum) as seen in figure 2 has User Interface as seen in 

figure 8(c) as medium among the user and with the admin to talk any issues with the application and 

badminton activities. Particularly for the admin will help them in order to make their mobile apps 

become more better and easy to use for their user. The user can raise a threat to the forum and each 

raising threat in forum will create a record in table thread including date and time as shown in class 

diagram figure 9. Moreover, each user can give their comments regarding each thread and every 

comment for each thread will be recorded in table Forum which records their comment including date 

and time when they give the comments.  

   
(a)                                     (b)                                   (c)                                  (d) 

Figure 7. (a)Booking Field Page Menu UI; (b) Booking Field Payment Page Menu 

UI; (c) Finding Coach Page Menu UI; (d) Finding Coach Payment Page Menu UI 
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    (a)                                                     (b)                                                     (c) 

Figure 8. (a)Creating Tournament Page Menu UI; (b) Badminton Information Page 

Menu UI; (c) Community Discussion Page Menu UI 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Figure 9. Class diagram of Smartphone application for Badminton Sport community 
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The class diagram in figure 9 shows the model database design for this smartphone application for 

badminton sports community which content 10 tables database and this model database design is still 

need to extend in order to capture such as use case activities like tournament and information and of 

course some tables database for admin purposes. The functional for each table in this class diagram 

has been discussed in each explanation for each use case activity explanation. This mobile app is not 

yet finished some systems like to entry as coach, entry field information should be carried on as well. 

4.  Conclusion 

Creating a smartphone application for badminton sports community will help the community itself 

and the people who want to extend their skills and friendship among the badminton sport’s lovers. 

Moreover, this mobile app as other alternatives income for people who have badminton field and 

easily can advertise their field allocation and using with this mobile app. Furthermore, for badminton 

coach it is easy for them to become the other income in order to find the right market regarding their 

badminton skills and indeed this is can make easily as well for users to find the right badminton coach 

as suit with their need.  

At the end of the day, hopefully this mobile apps will give the contribution to the society where 

people and particularly for young people do not spend their precious time in gadget or mobile phone 

only and to make this mobile app will interact new friendship among the similar favorite hobbies, 

particularly in Badminton Sports. In order to make this mobile app become more better, inviting 

businesses to advertise their product and goods will as opportunity to raise the income and connect this 

app to e-commerce apps give more benefit by using reward and point to be expensed in the e-

commerce partners.   
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