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ABSTRACT 

The development of technology today is very fast in line with the 

development of globalization world. People's knowledge of the importance of 

sports during time to maintain health is crucial. Gym is a solution for people who 

have little time and the sport room is running low in the big city. So it is demanding 

that people follow the Gym but not accompanied by an overnight supervisor.  

Gym activities without being supervised by experienced trainers can have a 

bad impact if they are not serious about follow-up, such as mild injuries to severe 

injury caused by technical errors during the Gym.  

Technological developments simplify people who are not in the damping by 

trainers can do the Gym without any serious mistakes because it is assisted by 

applications that will display videos that are capable of simulating the correct 

techniques, the purpose of Development of this application in order to minimize the 

risk of injury that happens to the beginners of the Gym. With the construction of 

the turorial for beginner Gym application is expected that the Gym beginners can 

use the application in hopes of helping the customers. 
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