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PERANCANGAN APLIKASI COLLABORATIVE TRAVEL
PLANNING UNTUK MENINGKATKAN TRAVEL
EXPERIENCE PADA GEN Z

Angelina

ABSTRAK

Gen Z saat ini sedang mendominasi sektor pariwisata di Indonesia. Salah
satu faktor yang menyebabkan tingginya ketertarikan gen Z terhadap
pariwisata dan travelling adalah konten-konten dari sosial media. 54% gen
Z memilih kawasan wisata berdasarkan ulasan media sosial dan instagram
menjadi salah satu media yang paling banyak dikunjungi untuk mencari
rekomendasi. “Healing” menjadi faktor pendorong utama gen Z untuk pergi
travelling bersama teman-temannya ditengah kesibukan aktivitas sehari-hari
yang mereka jalanin. Gen Z memiliki kesusahan dalam mengatur jadwal
perjalanan untuk melakukan travelling bersama teman-temannya. Oleh
karena itu, diperlukannya sebuah media yang dapat membantu gen z
melakukan travel planning sehingga dapat mengefisienkan waktu dan tidak
menimbulkan penyesalan ketika melakukan travelling. Berdasarkan
tersebut, penulis merancang UI/UX aplikasi untuk membantu gen Z
melakukan planning perjalanan bersama teman temannya. Perancangan ini
menggunakan metode kualitatif dan kuantitatif seperti wawancara, FGD,
kuisioner, studi pustaka, studi referensi dan studi eksisting. Dalam
pembuatan perancangan aplikasi, penulis menggunakan teori Design
Thingking dari Interaction Design Foundation yang meliputi : empathise,
define, ideate, prototype dan test.

Kata kunci: Collaborative, Travel, Planning, Experience
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DESIGNING A COLLABORATIVE TRAVEL PLANNING
APPLICATION TO IMPROVE THE TRAVEL EXPERIENCE IN

GEN Z

Angelina

ABSTRACT (English)

Gen Z is currently dominating the tourism sector in Indonesia. One of the
factors that causes Gen Z's high interest in tourism and traveling is content
from social media. 54% of Gen Z choose tourist areas based on social
media reviews and Instagram is one of the most visited media to look for
recommendations. "Healing" is the main motivating factor for Gen Z to go
traveling with friends amidst their busy daily activities. Gen Z has difficulty
arranging travel schedules for traveling with their friends. Therefore, there
is a need for media that can help Gen Z carry out travel planning so that
they can save time and have no regrets when traveling. Based on this, the
author designed the UI/UX of the application to help Gen Z plan trips with
their friends. This design uses qualitative and quantitative methods such as
interviews, FGD, questionnaires, literature studies, reference studies and
existing studies. In making the application design, the author used the
Design Thinking theory from the Interaction Design Foundation which
includes: empathize, define, ideate, prototype and test.

Keywords: Collaborative, Travel, Planning, Experience
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