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‭PERANCANGAN‬‭PROTOTYPE‬‭APLIKASI E-COMMERCE KARYA SENI‬

‭“WARNI”‬

‭Gabrielle Claudia Harto Wibowo‬

‭ABSTRAK‬

‭Apresiasi‬ ‭seni‬ ‭Indonesia‬ ‭yang‬ ‭masih‬ ‭kurang‬ ‭menyebabkan‬ ‭terhambatnya‬
‭perkembangan‬ ‭pekerja‬ ‭seni‬ ‭di‬ ‭Indonesia.‬ ‭Oleh‬ ‭karena‬ ‭itu‬ ‭perancangan‬ ‭aplikasi‬
‭Warni‬ ‭ditujukan‬ ‭untuk‬ ‭memberikan‬ ‭peluang‬ ‭bagi‬ ‭pekerja‬ ‭seni‬ ‭Indonesia‬ ‭untuk‬
‭berkembang,‬ ‭mendapatkan‬ ‭pengenalan‬ ‭yang‬ ‭layak,‬ ‭serta‬ ‭mempermudah‬ ‭proses‬
‭transaksi‬ ‭jual-beli‬ ‭karya‬ ‭seni.‬ ‭Metode‬ ‭penelitian‬ ‭yang‬ ‭digunakan‬ ‭adalah‬ ‭teori‬
‭Design‬ ‭Thinking‬ ‭oleh‬ ‭Robin‬ ‭Landa‬ ‭yang‬ ‭mencakup‬ ‭aspek‬ ‭berupa:‬ ‭emphatise,‬
‭define,‬ ‭ideate,‬ ‭prototype,‬ ‭dan‬ ‭test‬‭.‬ ‭Metode‬ ‭ini‬ ‭digunakan‬ ‭karena‬ ‭bersesuaian‬
‭dengan‬ ‭kebutuhan‬ ‭pengembangan‬ ‭bisnis‬ ‭Warni‬ ‭(Proses‬ ‭perancangan‬ ‭konsep‬
‭fundamental,‬‭pencapaian‬‭target‬‭audiens,‬‭dan‬‭pengembangan‬‭UI/UX).‬‭Berdasarkan‬
‭hasil‬ ‭penelitian,‬ ‭ditemukan‬ ‭bahwa‬ ‭untuk‬ ‭meningkatkan‬ ‭perkembangan‬ ‭pekerja‬
‭seni‬ ‭Indonesia,‬ ‭dibutuhkan‬ ‭sebuah‬ ‭platform‬ ‭yang‬ ‭menyediakan‬ ‭fitur‬ ‭yang‬
‭ditujukan‬ ‭untuk‬ ‭meningkatkan‬ ‭exposure‬ ‭pekerja‬ ‭seni‬ ‭sekaligus‬ ‭menghubungkan‬
‭mereka‬ ‭pada‬ ‭calon‬ ‭klien.‬ ‭Oleh‬ ‭karena‬ ‭itu‬ ‭dapat‬ ‭disimpulkan‬ ‭bahwa‬ ‭untuk‬
‭meningkatkan‬ ‭apresiasi‬‭karya‬‭pekerja‬‭seni‬‭Indonesia,‬‭dibutuhkan‬‭sebuah‬‭aplikasi‬
‭e-commerce‬‭khusus jual-beli karya seni yang responsif,‬‭humanis, dan heuristik.‬

‭Kata kunci:‬‭E-commerce‬‭, perancangan, pekerja seni,‬‭karya seni‬
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‭DESIGNING E-COMMERCE APPLICATION OF “WARNI”‬

‭Gabrielle Claudia Harto Wibowo‬

‭ABSTRACT (English)‬

‭The‬ ‭limited‬ ‭appreciation‬ ‭for‬ ‭Indonesian‬ ‭art‬‭suppresses‬‭the‬‭growth‬‭of‬‭local‬
‭artists.‬ ‭To‬ ‭address‬ ‭this,‬ ‭the‬ ‭Warni‬ ‭application‬ ‭is‬ ‭designed‬ ‭to‬ ‭create‬
‭opportunities‬‭for‬‭Indonesian‬‭artists‬‭to‬‭develop,‬‭gain‬‭significant‬‭recognition,‬
‭and‬‭facilitate‬‭the‬‭buying‬‭and‬‭selling‬‭of‬‭artworks.‬‭The‬‭research‬‭method‬‭used‬
‭is‬ ‭Robin‬ ‭Landa's‬ ‭Design‬ ‭Thinking‬ ‭theory,‬ ‭which‬ ‭involves‬ ‭the‬ ‭stages‬ ‭of‬
‭empathize,‬ ‭define,‬ ‭ideate,‬ ‭prototype,‬ ‭and‬ ‭test.‬ ‭This‬ ‭method‬ ‭is‬ ‭chosen‬ ‭as‬ ‭it‬
‭meets‬ ‭Warni's‬ ‭business‬ ‭development‬ ‭needs,‬ ‭including‬‭fundamental‬‭concept‬
‭design,‬‭target‬‭audience‬‭engagement,‬‭and‬‭UI/UX‬‭development.‬‭Based‬‭on‬‭the‬
‭research‬‭data,‬‭to‬‭increase‬‭the‬‭growth‬‭of‬‭Indonesian‬‭artists,‬‭a‬‭platform‬‭must‬
‭offer‬ ‭features‬ ‭primarily‬ ‭focused‬ ‭on‬ ‭boosting‬ ‭artists'‬ ‭visibility‬ ‭and‬ ‭securely‬
‭connecting‬ ‭them‬ ‭with‬ ‭potential‬ ‭clients.‬ ‭Therefore,‬‭it‬‭can‬‭be‬‭concluded‬‭that‬
‭enhancing‬ ‭the‬ ‭appreciation‬ ‭of‬ ‭Indonesian‬ ‭artists'‬ ‭works‬ ‭requires‬ ‭a‬
‭specialized‬ ‭e-commerce‬ ‭application‬ ‭for‬ ‭art‬ ‭transactions‬‭that‬‭is‬‭responsive,‬
‭user-friendly, and intuitive.‬

‭Keywords‬‭: E-commerce, designing, artists, artworks‬
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