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PERANCANGAN UI/UX APLIKASI UNTUK MEMBANTU

PENJUALAN KARYA SENIMAN INDEPENDEN

ARTIST ALLEY

(Audrey Etantyo)

ABSTRAK

Sebuah anime convention merupakan ruang perkumpulan bagi penggemar
topik anime, manga atau video games (Scrivani, 2021) yang sedang
mengalami peningkatan peminat di Indonesia, terlihat dari observasi pada
jumlah pengunjung Comic Frontier 16 sejumlah 25.000 dalam sehari (W,
2023), serta peningkatan selama 2016-2022 pada Impactnation (BARCODE
ORGANIZER, 2023). Penyelenggara biasa mengadakan ruang artist alley di
dalamnya dimana seniman independen individu atau berkelompok dapat
menjual karya penggemar atau orisinil mereka (Hawkins, 2013). Dengan tren
BOPIS sejak pandemi covid-19 (Ketzenberg & Akturk, 2021), bertambah
kebutuhan media bagi penjualan seniman secara setengah-luring maupun
onsite. Belum ada aplikasi yang khusus memfasilitasi seluruh proses BOPIS
pada artist alley yang terbatas ke lokasi acara konvensi menyebabkan
kurangnya pengalaman pengguna seniman penjual. Diketahui bahwa tidak
mengelola informasi internal maupun eksternal mengakibatkan kalah saingan
dengan usaha lain yang berkeputusan cepat dan akurat (Irianto, 2014),
sehingga dibutuhkan aplikasi yang menjembatani sistem informasi dengan
penjual, dan data eksternal pembeli agar mempengaruhi data internal, dan
aplikasi dirancang dengan proses perancangan Giffrey (2020). Lalu,
dihasilkan juga media sekunder untuk kebutuhan promosi berupa posting
media sosial, web ads, poster serta stiker.

Kata kunci: interaktif, artist alley, penjualan karya
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APPLICATION UI'UX DESIGN TO HELP THE SELLING OF

INDEPENDENT ARTISTS’ WORKS IN ARTIST ALLEY

Audrey Etantyo

ABSTRACT (English)

An anime convention is a gathering space for fans of anime, manga or video
game topics (Scrivani, 2021) which is experiencing an increase in interest in
Indonesia, as seen from observations of the number of visitors to Comic
Frontier 16 of 25,000 a day (W, 2023), as well as an increase during 2016—
2022 on Impactnation (BARCODE ORGANIZER, 2023). Organizers usually
hold artist alley spaces inside where individual independent artists or groups
can sell their fan or original works (Hawkins, 2013). With the BOPIS trend
since the Covid-19 pandemic (Ketzenberg & Akturk, 2021), the need for
media for sales of artists both offline and onsite has increased. There is no
application that specifically facilitates the entire BOPIS process in artist
alleys, which is limited to convention event locations, causing a lack of user
experience for selling artists. It is known that not managing internal and
external information results in losing competition to other businesses that
make quick and accurate decisions (Irianto, 2014), so an application is
needed to bridge the information system with sellers, and buyers' external
data to influence internal data, and the application is designed using a design
process. Giffrey (2020). Then, secondary media is also produced for
promotional needs in the form of social media posts, web ads, posters and
stickers.

Keywords: interactive, artist alley, selling of work
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