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DESIGNING AN INTERACTIVE QUEUING

CAMPAIGN IN PUBLIC SPACES

(Devina Giovani)

ABSTRACT

Queuing is a common daily activity in which individuals wait their turn to receive
goods or services in a particular setting. Despite how common this habit is, many
people still struggle doing it, even though they are aware of the positive personal
values such as discipline and patience brought from this practice. The level of public
discipline in Indonesia, particularly in queuing, remains low. Frequent media
reports highlight these issues, showing that repeated undisciplined behaviors are
becoming normalized in daily life. Restoring public awareness of the importance of
queuing discipline can contribute in enhancing social order and overall quality of
life. This study proposes the design of an interactive queuing awareness campaign
in public spaces. The design methodology follows The Design Thinking Method
which encompasses five stages of empathize, define, ideate, prototype, and test. The
author utilized qualitative design approach, incorporating data collection
techniques such as observations, in-depth and expert interviews, existing studies,
reference studies, alpha test, and beta test for the creation of an interactive queuing
campaign. The research findings underscore the need for an awareness campaign to
raise citizens discipline rate.

Keywords: campaign, queuing, public spaces
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PERANCANGAN KAMPANYE ANTRE

INTERAKTIF DI RUANG PUBLIK

(Devina Giovani)

ABSTRAK (Bahasa Indonesia)

Mengantre merupakan sebuah kegiatan individu menunggu giliran untuk
mendapatkan produk atau jasa di suatu tempat tertentu. Aktivitas ini sering
didapati dalam keseharian, namun banyak masyarakat kesulitan dan gagal dalam
menjalankannya dengan benar meskipun secara sadar paham bahwa perilaku
disiplin antri melatih nilai positif kualitas pribadi. Faktanya, tingkat disiplin di
Indonesia relatif masih rendah. Banyaknya laporan di media membahas topik ini,
menunjukkan bahwa perilaku tidak disiplin yang berulang makin saat ini dianggap
hal yang normal dalam keseharian. Mengembalikan kesadaran pada masyarakat
akan pentingnya disiplin antri akan memberikan kontribusi dalam meningkatkan
aturan hidup dan taraf hidup secara keseluruhan. Berdasarkan pemaparan
tersebut, penulis mengajukan peracancangan kampanye interaktif antre di ruang
publik. Metode perancangan yang digunakan adalah The Design Thinking Method
yvang meliputi tahapan empathize, define, ideate, prototype, dan test. Penulis
menggunakan metodologi perancangan kualitatif yang meliputi teknik
pengumpulan data berupa observasi, wawancara tatap wajah dan wawancara
dengan para ahli, studi eksisting, studi referensi, alpha test, dan beta test dalam
merancang kampanye antre interaktif. Hasil riset menunjukkan perlunya
perancangan kampanye sadar antri yang mampu meningkatkan tingkat disiplin
masyarakat.

Kata kunci: kampanye, antre, tempat publik

vii
Designing an Interactive..., Devina Giovani, Universitas Multimedia Nusantara



TABLE OF CONTENTS

TITLE PAGE ...uiiiintiitenttinnenneennecsnnississseesssesssssssssssssssssessssssssssssassssasssses i
NO PLAGIARISM STATEMENT PAGE ii
VALIDATION PAGE iii
SCHOLAR WORK PUBLICATION CONSENT PAGE iv
FOREWORD ....cutiitiinniiniiininsnnisnissnaississsisssnssacsssessssssssssssassssessssssssssssassssasssss \4
ABSTRACT uuiiiiiiisiinsuiisiicsnessssissssissssssssssssiesssssssssssssssssessssssssssssssssssssssssssess vi
ABSTRAK .....uuuonueenneeinneisninnnnnricssnissesssscsssesssssssssssssssssssssssssssssssssssessssssssssssassns vii
TABLE OF CONTENTS viii
LIST OF TABLES X
LIST OF FIGURES xi
LIST OF ATTACHMENTS S ....uuuiiiiitinniinninsnnesssesssnssssesssnsssseessassssssssassssesssses Xiv
CHAPTER I INTRODUCTION.....uucciviiiiuiissninsnicssenssanssssnsssesssssssssssssssssesssssssses 1
1.1 Background 1

1.2 Problem Statement.........cccceeeveeessneicssnnecssnnccssnncssnnncssnnecssssecsnsecssssees 2

1.3 Problem Limitation .......coceeeeveicssnicssnnecssnnccssnncssnnncssnsncssssecssssecsassees 3

1.4 Objective of Final Project 3

1.5 Benefits of Final Project .3
CHAPTER II LITERATURE REVIEW 5
2.1 Campaign 5

2.1.1 Interactive Multimedia in Campaign .. 6

2.1.2 Campaign Platforms 8

2.2 Design Elements in Campaign 18

2.2.1 Color 18

P20 700 4 111704 21 1] 1 OO 21

2.2.3 Grid 22

2.2.4 Design Principles .23

2.3 Queuing in Waiting Lines 24

2.4 Relevant Studies .......oeeeeeineecsenssnccseennsnncsnenssnecsensssesssessssesssesssanns 26
CHAPTER III DESIGN METHODOLOGY .....ccceivvuinseissurcsencsnicsssssssncsannens 28
3.1 Subject of DeSiZN c.ccuuerecreicssnressnnicssnrecssnnecsssnessnncssssncssssnsssssncsassees 28

3.2 Methodology and Procedure of Design .......cccceeevueerueecsuensnccsancnne 30

3.3 Design Technique and Procedure............eecevverccsercscencscnnncssnnnes 34

3.3.1 ODbSErVAtION....uuueeeeseeesseecssanecssanecssanecsseesssseessssesssssessssssesssnnes 34

3.3.2 USEr INLerVIEW ...cccueeeriueecssunecssnnecssnnecsnnessneessasesssssesssssecsssanes 35

3.3.3 Expert Interview to Psychologist.........cccceevvricrvvnnrcccccnnnnece 36

3.3.4 Campaign Expert INterview........ccccecvveeeccscsnnrecssssnnescsssnnsnees 37

3.3.5 Existing Research Study .......ccoocveerecvicnrrccscsnnricsssnnnecsssnnnncces 38

3.3.6 Reference Studies .39

viil

Designing an Interactive..., Devina Giovani, Universitas Multimedia Nusantara



R TRV N 1 1] 1T T I 40

3.3.8 Beta TeSt.uuuuiiinenieenrnensnensnnnssnensnncsssecsnssssesssncsssessssscsssssseens 40

CHAPTER IV DESIGN RESULT AND DISCUSSION 41
4.1 DeSign ReSULL .....uuueiiiiiirnriciiirnnnicsissnnnecsssnniesssssssscssssssssssssssssasssnnses 41

4.1.1 EMPAtRIZE .....cuuuveriiriivnnricniirnniicssssnniecssssnsscsssssssesssssssssssssssssess 41

4.1.2 Define 60

4.1.3 Ideate 64

4.1.4 ProtOtyPe.ccceccccercscnicsssnecssanscsssnscssssesssssssssssssssssssssssssnssssssssss 72

4.2 Design ANalySiS...ccccveecrecisieisennsnensnissnenssnnsssessncsssessssssssssssansssesnns 84

4.2.1 Market Validation/ Beta Test Analysis .84

4.2.2 Digital Banner Analysis 88

4.2.3 Merchandise Analysis 90

4.2.4 BUAGELING ...ccccouuerirsnniessnrecssanicsssnecsssnessssnesssssesssssessssesssssessssees 92

CHAPTER V CLOSING. .....ciiviiruiinnicsnicssisssnessssssssssssssssssssssessssssssssssssssssssssses 94
5.1 Conclusion 94

5.2 Suggestion 94
BIBLIOGRAPHY XV
ATTACHMENTS xvii

X

Designing an Interactive..., Devina Giovani, Universitas Multimedia Nusantara



LIST OF TABLES

Table 4.1 Tangcity Mall User INteTVIEW .........cccvvieeciiieeiieeeiie et 48
Table 4.2 Pluit Village Mall User INterview ..........ccccueeeeivieeiieeriiie e 49
Table 4.3 AEON Mall USer INterVIEW .......ccccecuerieriiiienieiieieniesiceieeee e 50
Table 4.4 MDTV Official SWOT Analyzation...........ccceecueeviienieeiienieeiienreeiens 54
Table 4.5 A Mild SWOT Table ......cccooouiviiiiiiinieieieeeeeeeee e 55
Table 4.6 Integrito's SWOT Table ......cccoevciiiiiiiiiieieeiieeeeee e 57
Table 4.7 Alpha Test Questionnaire BoX.........ccovveeevvieeiiiiiniiieeciie e 81
Table 4.8 Alpha Test Data ReSult..........cc.oeeiiiieiiiieiieeeeeeee e 83
Table 4.9 Campaign Execution Budgeting ...........cccceoueviiniiieniininniniiniccnne 93
X

Designing an Interactive..., Devina Giovani, Universitas Multimedia Nusantara



LIST OF FIGURES
Image 2.1 Print Media.......cccoeecuiiniieiieieciieeeeieese et

Image 2.2 Electronic Media.........c.eecuieriiiiiieiieeiiecie ettt
Image 2.3 BUutton Shapes..........cccuieeiiieeiiieecieeece e
Image 2.4 CTA BUON....c.uviiiieiiee et e
Image 2.5 UX HONCYCOMD .......ccuviiiiiiieiiieciieeee et
Image 2.6 Empathy Map Template...........ccccoveeeiiiieiiieeieeeee e
Image 2.7 EMpPathy Map .......cooiieiiiiiiiiiie ettt e
Image 2.8 User Persona EXample ...........oooooviiiiiiiiiiiiiiiiicciccceceeee e
Image 2.9 Customer Journey Map Template .........cccoecverieeviienieiiienieeiieeie e
Image 2.10 Information Architecture EXample ..........cccooceeviieniiiiieniieienieeiens
Image 2.11 User Flowchart EXample.........ccccocoviiniiiiniiniiiniccccecce
Image 2.12 Wireframe Example ..........cccocooviiiiniiiiiiiniicecccecee
Image 2.13 Wireframe to Low-Fidelity ........cccccoceviiiiniiniiniiniiiiiicecice
Image 2.14 High-Fidelity Example...........ccoooiiiiiiiiiiii e
Image 2.15 Pigment ColOors.........coouiviiiiiniiniiiiciieieeieee et
Image 2.16 Color SChEMES ........covieiieiieiiieiie ettt
Image 2.17 Big BIUC ..cccviiiiiiiieieceee ettt
IMage 2. 18 DUOIINEO....cccvieiuieiiieiieeieeeee ettt ettt ete ettt e seresaeesaaeesseessaeensaens
Image 2.19 McDonald's LOZO .......eiiiiiiiiiieiieeieeeie e
Image 2.20 Xia0mi LOZO ....eoieriiriiiiiiiiie e
Image 2.21 Single Column Grid ........cccooieviriiiniiniiiiieeeeee e
Image 2.22 Multi Column Grid..........cocuevieiiriiiniiniiiiieieceeeeee e
Image 2.23 Modular Grid........c.ccoiiviiiinieiiiiiei e

Image 4.4 Shigeru TangCity Mall........cccocoiiiiiiiiiniiiiecece
Image 4.5 Susu Mbok Darmi Stall.........cccooceriiiiiniiiniiiiieecece
Image 4.6 Woman Bypassing Queuing Line ..........cccceevvevieiinienennenicneeicnnne.
Image 4.7 Bypasser in KOI The.........cccoviiiiiiiiiiniiiicececcecceee
Image 4.8 Bypasser i MaKO..........cooviieiiieeiiieiiiee e
Image 4.9 Supermaket Situation during Clearance............ccceevevveircvieenieeenveeenne.
Image 4.10 User Interview Tangcity Mall .........ccccooovviiiiiieiiiieieceecee e
Image 4.11 Pluit Village Mall INtervieW..........ccovieeiiiieniiieeiie e
Image 4.12 AEON Mall INtEIVIEWS ......coouieiiiiiniiiiiiienieiecie e
Image 4.13 Interview with Psychologist Yohana .........c.cceccoeviiiiiiniiiniinieenne
Image 4.14 Group Interview with Campaign Specialist........ccccoeveeriienieninennene
Image 4.15 MDTYV Official YouTube Upload.........ccccoeoeeviriiniininiiniiniccnne
X1
Designing an Interactive..., Devina Giovani, Universitas Multimedia Nusantara



Image 4.16 A Mild YouTube Upload .........cccceeeiieiiiiiiiiieeiieie e 55

Image 4.17 Integrito E-Magazine Publication ............cccocceevienieiiienieeiiecieeiene 56
Image 4.18 Duolingo APP Ul ...coviiiiieiicieeeceee e 58
Image 4.19 Kahoot! Game Ul and Concept..........cceveeereeeeiieeniiieeeiie e 59
Image 4.20 Quizizz Ul and HUStration............ccccveeeeieeerciieeeiie e 59
Image 4.21 EMpathy Map .......ccooiiiiiiiicieeeeeee e 60
Image 4.22 USer Persona L........cccveeiiiiiiiieiiiiiee et 62
Image 4.23 USer Persona 2........ccceeeiiieiiiieiiieeeiieeeieeeeiee ettt 62
Image 4.24 Customer Jounery User Persona 1 ..........cceceevviiiieniiiiiniieiniceeieenne, 63
Image 4.25 Customer Journey User Persona 2 ..........ccceceeevveieeniienniiieinieeeieeenne, 63
ImMage 4.26 MINA MaAP......cooiiiiiiiieiiecie ettt ettt et eaeesaeeebeessaeensaens 64
Image 4.27 Big Idea AIETNAtIVES ......oocueeiiieiiieiieiie et 66
Image 4.28 Reference for copywriting Gojek.......coeevuerieniineniiinenninicneccnnne 67
Image 4.29 Mood BOArd .........ccooiiiiiiiieeiiee e 67
Image 4.30 Typeface Reference Android ............cooceeeiiieiiieiiiiniiiiienieeceieee 68
Image 4.31 Montserrat and Roboto Typeface.........ccecveviieviieniiicienieeiiecieeine 68
Image 4.32 Color Palette USage.......c.coovieiiieriieiieiieeiieeie et esee e seae e 69
Image 4.33 Campaign Timeline Table.........ccccoeoieiiiiiiieniiieiieieceeeeeeee e 70
Image 4.34 AISAS Table Strategy.......cceevveriieiiieiieeiieeieeieesie e 70
Image 4.35 Visual References. ........cccoeviiiiiiiiiiiiieieeiieeeeee e 71
Image 4.36 Information ArchiteCture............cocevieriiiiniininiinicecccecce 73
Image 4.37 FIOWChAIt.......coiiiiiiiiiiiieit e 73
Image 4.38 Wireframe Main Media..........coceevviriiniiiiniiniiicnicnccccececce 74
Image 4.39 Logo Line Up Level Up SKetch .....c.cccoceeviiiiiniiiiniiniiiiiicicicne 75
Image 4.40 Character [llustration SKetChes ..........cccceeviiieeiiiieiiieiiiecee e 75
Image 4.41 Website Layouting Grid..........cocoveeeviiieiieeniiieeiie e 76
Image 4.42 Secondary Media SKetch.........cccveveiiiiiiiieniieee e 76
Image 4.43 Key Visual Banner Final and Alternative ...........cceeceevviieinieeinieenne. 77
Image 4.44 Low FIdelity ......cccooviiriiiiiiiniiiiiccecce e 77
Image 4.45 High Fidelity Prototype.......coccooeriueriineiiinieneienienieeeeeeeeeeene 78
Image 4.46 Previously Character I1lustrations..........c.cceceveevienienennenicnecncnnne. 79
Image 4.47 Revised HTUSration .........ccceeievirieniineiieniceccecse e 79
Image 4.48 Table Setting for Prototype Day ........ccccueeeveiiiniieeniiieiiiecee e 80
Image 4.49 Poster on Prototype Day ........ccccveeiiviiiieeiiiiie e 80
Image 4.50 In-depth Interview Play Test........cccovveeeviiieniiieeieecie e 84
Image 4.51 Interview with Edi and Andre.........ccccoooveeiiiiieiiiieeee e 85
Image 4.52 Interview with Rahel.............ccccooiiiiiiiiii e 86
Image 4.53 Intervew With Udin .........cocooeiiiiiiiiiiiiiicee e 87
Image 4.54 Interview with Friska ..........cocooviiiiiiiniiiiiceeee e 87
Image 4.55 Banner Poster MOVEMENLt.........ccceeeviiiiiiieiiiiiiniieeiieeeee e 88
xii

Designing an Interactive..., Devina Giovani, Universitas Multimedia Nusantara



Image 4.56 First Slide of Digital Banner .............ccccoeevievieeiienieiiiecieeicecie e 88

Image 4.57 Character Illustration SKetCh..........cccooviiiiiiiniieiiiiiceeeeee e 89
Image 4.58 Digital Banner Grid Layout Guide...........cceeeveeiienieiiieniieiiecieeieene 89
Image 4.59 Third Slide Digital Banner Poster............cccccveviieeciieinciieeiee e, 90
Image 4.60 Stickers MerchandiSe ...........ccceecvveeiiieeiiiecieeeee e 91
Image 4.61 Design fOr StICKETS......ccccuiiiiiieeiiecieeee e e 91
Image 4.62 Sticker for Merchandise ...........ccceeeviieeciiiecciiieeece e 91
Image 4.63 Merchandise Post Cards Design...........cccccverieeviienieeiienieeiienieeieens 92
Xiii

Designing an Interactive..., Devina Giovani, Universitas Multimedia Nusantara



LIST OF ATTACHMENTS

Turnitin Attachment L..........coooiiiiiii e Xvii
Counselling Form Attachment I ..........ccccoooiiiiiiiiiiiece e xX1
Non-Disclosure Agreement Attachment IIT.............cccoooiieiiiniiiiiiiniiieeee, XX1V
Alpha Test Questionnaire Result Attachment IV.........ccccoooiviiiininiinnicnne XXV1
Observation and Interview Attachment V...........ccoocoivviieiiiiniiinciienieccecee e XXVii
Alpha and Beta Test Documentation Attachment VI ...........ccccccoevieniiiiiennn. XXiX
Expert Interview with Yohana Transcript Attachment VII..............c.cccccveeennnn. XXX
X1V

Designing an Interactive..., Devina Giovani, Universitas Multimedia Nusantara



