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PERANCANGAN CONTENT PLANNING DAN COPYWRITING 

APLIKASI CROFELL SEBAGAI CREATIVE DIRECTOR 
 (Rebecca Tjiung Sendjaja) 

ABSTRAK 
 

Crochet merupakan salah satu seni kriya yang mengalami kenaikan popularitas 
sejak tahun 2020, terutama di kalangan muda. Berkat bantuan media sosial, crochet 
mulai banyak diminati oleh anak muda dan banyak merambah ke bidang-bidang 
lain seperti fashion. Namun, para pelaku crochet atau yang seringkali disebut 
crocheters seringkali menghadapi masalah-masalah selama proses pembuatan 
crochet. Selain itu, platform-platform yang menyediakan pengalaman dan fitur 
yang maksimal serta mampu memecahkan masalah diatas masih kurang tersedia. 
Oleh karena itu, dibuatlah perancangan aplikasi “Crofell” sebagai solusi yang 
menghadirkan fitur-fitur seperti 3D, AR (Augmented Reality) untuk menunjang 
proses berkarya dalam crochet. Selain itu, untuk menarik minat dan mendukung 
pengalaman berkarya para pelaku crochet, dilakukan juga perancangan content 
planning dan copywriting aplikasi “Crofell”. Perancangan content planning 
meliputi pattern crochet, foto step-by-step, foto produk, dan video tutorial. 
Sedangkan perancangan copywriting dibuat untuk aplikasi dan media sosial 
“Crofell”. Metode perancangan yang digunakan adalah design thinking untuk 
aplikasi dan design process oleh Robin Landa untuk content planning dan 
copywriting. Sedangkan metode pengumpulan data yang digunakan adalah metode 
kualitatif yang terdiri dari observasi, studi dokumentasi, serta studi literatur, dan 
metode kuantitatif yang terdiri dari kuesioner.  
 

Kata kunci: Crochet, Remaja, Aplikasi 
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CONTENT PLANNING AND COPYWRITING FOR CROFELL 

APPLICATION AS A CREATIVE DIRECTOR 
 (Rebecca Tjiung Sendjaja) 

ABSTRACT (English) 

Crochet is one of the crafts that has gained popularity since 2020, especially among 
youth. Thanks to the help of social media, crochet has become increasingly popular 
among young people and has expanded to many different fields such as fashion. 
However, crochet makers or those who are often called crocheters often face 
problems during the crochet-making process. Other than that, platforms that 
provide optimal experience and features that can solve these problems are still 
lacking. Therefore, the “Crofell” application was designed as a solution that offers 
features such as 3D, AR (Augmented Reality), to support the creative process in 
crochet making. Furthermore, to attract interest and to support the creative 
experience of crochet makers, content planning and copywriting were also designed 
for the “Crofell” application. Content planning includes crochet patterns, step-by-
step photos, product photos, and video tutorial. Meanwhile, copywriting was made 
for both the “Crofell” app and its social media. The design method that is used for 
is design thinking for the application and design process by Robin Landa for 
content planning and copywriting. The data collecting methods used are qualitative 
methods, which consist of observation, documentation study and literature study, 
and quantitative methods, which consist of questionnaires.  
 

Keywords: Crochet, Teenager, Application 
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