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PERANCANGAN PENGALAMAN PERUPA DALAM
PAMERAN KARYA SENI DARING

(Albert Jonathan)

ABSTRAK

Pameran seni daring telah menjadi metode inovatif bagi perupa dalam
mengekspresikan kreativitas secara global. Namun, tantangan seperti batasan
interaksi ruang virtual dan keterbatasan teknologi masih ada menghambat perupa
dalam memberikan penagalaman yang setara dengan pameran fisik. Proses kreatif
perupa juga menjadi fokus penting dalam pengalaman seni secara keseluruhan,
yang dapat disampaikan melalui media digital yang tepat seperti video
dokumenter dan narasi interaktif. Penggunaan media digital yang imersif, seperti
multimedia, augmented reality (AR), dan platform digital interaktif, menjadi
krusial dalam meningkatkan pengalaman pengunjung dan memperdalam
pemahaman serta apresiasi mereka terhadap seni. Dengan menggabungkan
keindahan estetika, interaktivitas, dan kreativitas, media digital dapat menjadi
solusi untuk meningkatkan kualitas pengalaman perupa dengan pengunjung dalam
pameran seni daring.

Kata kunci: Pameran seni daring, Perupa, interaktivitas
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DESIGNING ARTISTS EXPERIENCE IN ONLINE ART
EXHIBITION

(Albert Jonathan)

ABSTRACT (English)

Virtual art exhibitions have become an innovative method for artists to express
their creativity globally. However, challenges such as limitations in virtual space
interaction and technological constraints still hinder artists from providing an
experience equivalent to physical exhibitions. The creative process of the artists
also remains a crucial focus in the overall art experience, which can be conveyed
through appropriate media such as documentary videos and interactive
narratives. The use of immersive media, such as multimedia, augmented reality
(AR), and interactive digital platforms, is crucial in enhancing visitor experiences
and deepening their understanding and appreciation of art. By combining
aesthetic beauty, interactivity, and creativity, media can serve as a solution to
enhance the quality of the artist-visitor experience in online art exhibitions.

Keywords: Virtual Art Exhibition, Artist, Interactivity
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