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PERANCANGAN STRATEGI BISNIS DAN ASET VISUAL

DALAM APLIKASI “FESTIPALS”

(Devany Kharismanda Pangesti)

ABSTRAK

Pasca pandemi Covid-19, terjadi peningkatan tren konser yang
menunjukkan adanya peluang besar bagi industri pertunjukkan musik di
Tanah Air. Kehadiran pertunjukkan musik yang semakin beragam menjadi
aktivitas menarik bagi generasi muda, menawarkan peluang bagi mereka
untuk menyalurkan kesenangan dan menjalin interaksi sosial bersama
teman. Akan tetapi, tidak sedikit dari mereka yang kesulitan dalam mencari
teman pergi konser bersama. Alhasil, platform digital seperti media sosial
umum menjadi solusi bagi mereka untuk mencari teman dan komunitas
penonton konser. Hal tersebut dikarenakan karakteristik media sosial yang
menghilangkan batasan jangkauan jarak untuk berkomunikasi. Namun, saat
ini belum ada platform media sosial yang spesifik meliput topik konser dan
festival musik. Dengan demikian penulis merancang Festipals, sebuah
aplikasi matchmaking yang mempertemukan penonton konser dalam
aplikasi sosial media berbasis gamifikasi. Pada perancangan ini, diterapkan
metode perancangan Design Thinking oleh Hasso Plattner (2010) serta
dukungan pengumpulan data secara kuantitatif melalui survei.

Kata kunci: konser, festival musik, pertemanan, koneksi, generasi muda,
media sosial
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BUSINESS STRATEGY AND VISUAL ASSETS DESIGN

IN “FESTIPALS” APPLICATION

(Devany Kharismanda Pangesti)

ABSTRACT (English)

Post-Covid-19 pandemic, there has been a surge in concert trends,
indicating significant opportunities for the music entertainment industry in
the homeland. The increasing diversity of music events has become an
engaging activity for the younger generation, providing them with
opportunities to indulge in enjoyment and foster social interactions with
friends. However, many individuals face difficulties in finding companions
to attend concerts with. Consequently, digital platforms such as mainstream
social media serve as solutions for them to seek companions and concert
attendee communities. This is due to the nature of social media that
eliminates distance barriers for communication. Nevertheless, there is
currently no specific social media platform dedicated to concert and music
festival topics. Therefore, the author has designed Festipals, a matchmaking
application that connects concert attendees within a gamified social media
application. In this design process, the Design Thinking methodology by
Hasso Plattner (2009) is applied, along with quantitative data collection
support through surveys.

Keywords: concert, music festival, friendship, connection, young
generation, social media
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