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EMBRACING THE FUTURE: CREATIVE INDUSTRIES FOR ENVIRONMENT AND
ADVANCED SOCIETY 5.0 IN A POST-PANDEMIC ERA

By delivering the mindful writings from our selected authors, this book portrays one big idea: a
new Human-Centered society that balances economics to resolve problems, especially in the use
of an integrated area in cyberspace, physical space, and how it impacts the creative industries.
Through The 8th Bandung Creative Movement, scholars from 15 Universities around the Asian
and European countries have discussed this issue where Human-Centered society became the main
consideration in the development.

Three topics are presented to the readers. Firstly, “Sustainable Cities and Communities” explores
the sub-fields that construct a more sustainable environment for society post-pandemic era, such
as technologies, transportation, interior design, architecture, urban planning, etc. While “Art and
Design: Recontextualization of Nusantara Tradition and Indigenous Culture” concerned the novel
perspectives on recognizing cultural aspects that shape the face of creative industry, from cultural
identity, visual and performing arts, pop culture to language and media. The last topic, “Changes
and Dynamics in The Creative Industries,” reviews the creative approach toward the industry’s
current trends, including marketplace, destination branding, or digital culture ecosystem.

This book will enrich the mind of everybody who is an enthusiast of innovative research on
creative industries, human-centered technologies, environmental design, and excellent society 5.0
post-pandemic era.
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Preface

The 8th Bandung Creative Movement (BCM) conference held on 9 September 2021, live from
Telkom University in Bandung, gathered people from creative sectors dealing with creative
industries and digital technology.

Under the theme “Embracing Future: Creative Industries for Environment and Advanced Society
5.0 in Post-pandemic Era, 8th BCM”. As we reach the Society 5.0 era, the aim is to reach a new
Human-Centered society that balances economics in relation to resolving problems in the use of an
integrated area in cyberspace and physical space, and how does impact the creative Industries. The
8th Bandung Creative Movement conference will discuss this issue where the Human-Centered
society will be the main consideration in the development.

The conference examined issues on:

1. Sustainable Cities and Communities
2. Art and Design: Recontextualization of Nusantara and Indigenous Culture
3. Changes and Dynamics in The Creative Industries

In response to the pandemic, issues related to covid-19 and digital technology were also
discussed. How the creative world & digital technology respond and provides answers to the
pandemic.

The keynote speakers, that came from various backgrounds and from different countries, are:

. Prof. Lia Vilahur Chiaraviglio, EU ERAM University of Girona UdG, Spain.
. Sheng-Hung Lee, Massachusetts Institute of Technology, United States.

. Dr. Mohammed Lazhar, Ibn Zohr University, Marocco.

. Assoc. Prof. Panizza Almark, Edith Cowan University, Australia.

. Dr. Riksa Belasunda, Telkom University, Indonesia.

DA W -

The parallel sessions presented 72 papers originating from collaborative and individual works.
All papers are divided into 3 sub themes as offered in this Open Access proceeding. We believe
and hope that readers will find 8th BCM an enriching overview on the digital creative world worth
sharing.

The Editors
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Applying a system engineering approach to the early stage of
product design

Sheng-Hung Lee*, Olivier L. de Weck & Joseph F. Coughlin
Massachusetts Institute of Technology, Cambridge, USA

ABSTRACT: The purpose of the study is to equip product designers with a holistic system view
by applying a system engineering approach, Object-Process Methodology (OPM) pairing with a
design thinking process, to the early stage of the product development. The study demonstrates
the implementation value and conceptual system modeling feature of OPM through the product
design case study, which presents its potential application of Model-Based System Engineering
(MBSE) language and framework for the complex challenges by applying system thinking and
design approach.

Keywords: Systems Engineering, System Design, Product Design, Design Methodology, OPM

1 INTRODUCTION

In the era marked by exponentially faster change, most design challenges have become complex and
naturally have involved diverse perspectives, stakeholders, frameworks, and methodologies dur-
ing projects. Therefore, only applying the typical product design and development process (IDEO
Product Development 2003) to systemic challenges does not address the problems holistically. We
conducted an experiment by curating Object-Process Methodology (OPM), a Model-Based System
Engineering (MBSE) language, with the selected phases of the product design process: ideation
phase, prototyping phase, and testing phase (Ulrich et al. 2020) to refine and improve the method-
ology. The study explored the potential roles and functions of system engineering in the design
process by integrating the MBSE framework to establish a comprehensive and creative new process.

2 METHODOLOGY REVIEW

2.1 Object-Process Methodology (OPM)

Object-Process Methodology (OPM) is a model-based language that originated in the field of
system engineering to describe systems ranging from product manufacturing systems, technological
systems, social situations, socio-technical systems, natural phenomena, and other complex systems
through three fundamental pillars: Object, Process, and Link (Dori & Crawley 2013). OPM is one
type of MBSE language recognized by ISO as ISO-19450, which became a globally standard
conceptual modeling methodology. It has already been applied to various industries to describe a
complex system in both a graphical and textual way by demonstrating the structural relationships.

2.2 System Diagram (SD)

The System Diagram (SD) serves as the canvas for OPM, which defines the purpose, scope, and
main functions of the system in terms of its objects, processes, boundaries, and stakeholders
(“OPCloud Manual Version 2.0 Getting Started Guide,” 2019). The purpose of the SD is to provide

*Corresponding Author
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Table 1. OPM element definition (Source: OPCloud manual version 2.0 Guide 2019).

Element Object Process Link

Definition ~ Objects are things that exist Processes are things that Links connect Processes
over time and can be either transform Objects by with Objects to express
physical or informational. creating them, destroying these transformations and
Objects can also have them, or changing their to form the meanings of
different states. states. the connections.

Example [ELJ-\---, i
Object P = Process
[0 g

a bird’s eye view with minimal technical detail for the key stakeholders to clarify the main func-
tions and identify the core benefit of the system. The SD contains two levels: level 0 and level 1.
While the system extends and becomes complicated, SD1 (Level 1) comes into play to describe the
system’s structure, behavior, and function. SD1 is a descendant of SD. The supplement information
of SD1 makes SD comprehensive and complete. Figures 5 and 6 show the relationship between the
two layers.

3 THE MODULAR LAMP CASE STUDY

It was a 4-week design sprint case study and two intentions:

e Integrate System Thinking into Design Process. It evolves the traditional creative process
from “Apply human-centered process to solve product-related projects” to “Use design think-
ing approach by combining system thinking framework to tackle with complex-yet-systemic
challenges.”

e Unlock the Creative Potential of Participants. It transforms participants’ perception from
“Participants are afraid of making mistakes™ to “Encourage the participants to enjoy the creative
process.” It changes the game rules from “Tell the participants the answer” to “Empower the
participants to explore the possibilities.”

Table 2. Modular lamp material list.

Joint NANO T-shaped LED Ring Used Water
Item Connector Board Base Holder Light Bottles
Spec or 3D printed ATmega328P 5V 3D printed material 16 Bits LED VOSS Water
Materials  material (PLA) 16M Micro- (Photosensitive Resin) ~ Ring Lamp

Controller Board  Light

Number 7 Types 1 Unit 1 Unit 1 Unit 20 Units

Photo




3.1 Design process — Ideation, prototyping, and testing

The case study was composed of two main sections (Figure 1). The first section was the Design
Process which included ideation, prototyping, and testing. The second section was to apply OPM
for the purpose of refining the overall product design. In the ideation phase, design approaches
including sketches and paper mock-ups were applied. In the rapid prototyping phase, selected ideas
were translated into CAD for 3D printing, which gave the design team a more precise yet tangible
mock-up to refine its design before entering the testing phase.

Design Process Object-Process Methodology (OPM)

1. Ideation

Figure 1. The product design and development process of the case study — Modular lamp.

The following phase in the case study was to test the prototype (Figure 2). It came with multiple
possibilities to assemble the modular lamp with different configurations (Figures 3 and 4). While
the modular lamp design moved into the next step of refinement phase, OPM was applied to the
design process as an experimental approach to revisit the overall product design process.

Figure 2. Assemble the design components.

| =L — -
| o J 4

Figure 3. Seven types of joint connectors.



Figure 4. Different configurations (white: used water bottle; gray: joint connector).

3.2 Design highlight — Product refinement by using OPM

The case study started from the ideation phase, rapid prototyping, to model testing for section one
of the design process. The refinement phase was the section where OPM was applied to revisit the
modular lamp design on the system level. The first step was to define and decompose the elements
of the modular lamp and categorize them into components: Object (Lamp, LED Holder, NANO
Board, Connector, Used Water Bottle), Process (Lamp Assembling), Instrument (Power), Agent
(Designer, User/Consumer), and Environment.

A

Designer User / Consumer

L 3D printed material _’ I T-shape Base J [ = ] [/ off ] | | 30 printed matarial || Jjoint mnm
I LED Holder LED / Nano Board l Connecter
}
| | |
‘ —_— P Make Use Of Recycle Matarial

Figure 5. System Diagram (SD) Level 0 of the modular lamp design.

In the case study, the modular lamp project applied two levels of SD to describe the structure
and the interface of the system. SD1 (Level 1) was defined as Assemble Lamp with its sub-process
including Collect Used Water Bottles, 3D Printing, Assemble Water Bottles and Joint Connectors,
Add Light Component, and Turn on the Lamp (Figure 6).

The intention was to apply OPM in combing with the product design and development process to
obtain a comprehensive perspective to re-examine its system architecture and to develop a product
development strategy and blueprint in advance. In this case study, the following system-related
how-to questions were triggered by leveraging SD and SD1 of the modular lamp design e.g., How
to reshape the design and the model of the seven types of Joint Connectors in order to make
diversified configurations of the lamp structure in response to the system transformation? How to
design a set of criteria to evaluate the performance of the modular lamp system? (Crawley et al.
2004) The how-to questions were examples inspired through SD (Figure 5) and SD1 (Figure 6).
They facilitated the team and key stakeholder’s discussion around how to make an existing system
resilient, establishing capabilities and flexibilities for future challenges.
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Figure 6. System Diagram (SD) Level 1 of the modular lamp design.

4 THE SUMMARY OF THE CASE STUDY

e Examine the Critical Components within the System. In general, the design-related project
will become complex as the process of development moves forward. Therefore, there are more
aspects e.g., product components, stakeholders, manufacturing, policy, marketing, and other
relevant elements that need to be taken into serious consideration. OPM can efficiently catego-
rize the components into either Object or Process through the lens of the system level, which
effectively assists the project team to identify the critical components and their relationships to
clarify the major problems within the system.

e Adopt a Holistic View to Revisit the Relationship. The System Diagram (SD) of the project
gives OPM its platform and meaning by utilizing OPM Links to connect the Objects and the
Process in the system. SD provides a bird’s eye view to examine all relationships to help the
project team foresee the possibilities to plan other connections by predicting and analyzing its
system pattern to prevent unstable system conditions and environment.

e Extend the Flexibility and Fluidity of the Project Development. A typical product design
and development approach is a relatively linear process from ideation, prototyping, testing,
refinement and manufacturing, which partially limits the flexibility and fluidity of the project
development in the face of urgent conditions e.g., the shortage of the budget, the transformation of
the organization. OPM is applied to model the conceptual system to simulate multiple scenarios
and to adjust its connections and structures between the Objects and the Process in the system
according to different situations and criteria, which increases the adaptability of the system
(Crawley et al. 2004) to improve the flexibility and fluidity of the project development.

5 CONCLUSIONS AND DISCUSSION

e Provide a New Meaning of the Sketching in Product Design and Development. OPM is
a collaborative tool to sketch out the model of the product design and development process



covering Objects (forms), Processes (functions), and Links (relationships) in the macro views
of a system, which is complementary with the relative micro view adopted by using sketching,
a typical product design skill that forms focus features of the typical sketch tool, to explore the
form and aesthetic part of the design. It redefines the meaning of sketching in the context of
OPM.

e Reconsider the Product Design and Development Process in a Broader Context. In the era
of transformation, product design and development need to reposition their process and criteria
to evaluate the performance and structure of the project. How to adapt the system thinking and
its framework to the product design and development process? OPM is one system engineering
approach applied to the study as an experimental tool. There will be more opportunity areas to
leverage the hybrid methodologies to solve complex challenges.

Future research can explore the best moment and condition to apply OPM for the purpose
of system model prototyping, Object-Process relationship identification, and critical form-and-
function clarification in the context of the product design and development process and other
relevant MBSE languages and frameworks beneficial to the process.
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ABSTRACT: Due to COVID-19, many people turned their homes into temporary working or
learning spaces. The format and experience of remote working and study have changed dramati-
cally, especially for collaborative works. For remote collaboration, between the level of platform
and tool, there is still a missing layer of product that can connect hybrid co-creation experience
virtually and physically. Therefore, the purpose of the study is to assist and amplify the remote
co-creation experience that bridges learning and collaboration between the tangible world and dig-
ital meetings by experimenting with designing the material and process of a remote co-creation
workshop. The outcome is the redesign of remote co-creation experience, which enhances cross-
disciplinary collaboration, diversifies the format and interaction of online collaboration, facilitates
meaningful and efficient communication, extends the co-creation experience from online to offline,
encapsulates its service into an education and co-creation learning toolkit—MAKE TO:GATHER,
in order to make a positive and meaningful social impact.

Keywords: Participatory Design, Co-design, Co-creation Toolkit, Workshop
1 INTRODUCTION

The intention of this study is to create and curate an experimental hybrid toolkit for remote co-
creation experience. During the pandemic, most people needed to work from home, and thus they
turned their home into a working or study place. The new changes forced people to adopt new ways
of learning, interacting, and communicating (Hotmart 2019; Impact by Design 2020) supported by
many digital services and tools (The Best Design Team Collaboration Tools 2020). There are many
relevant offerings and ideas that have sprouted in the era of COVID-19 (Stevens 2020), among them
online co-creation workshops. This study starts with a study on the experience design of a remote
co-creation workshop and tries to answer the following questions: How might we create a remote,
immersive, and engaging co-creation workshop for the purpose of spreading existing or socially
impactful ideas (Krawietz & Hartmann 2020)? How might we scale the traditional innovation-and-
impact-oriented workshop to approach larger user groups through virtual tools (Hotmart 2020)?
To understand and answer these questions, we considered the following three points.

The Definition of Co-creation: There are multiple synonyms of the term co-creation, including
co-design, participatory design and crowdsourcing. In the study, the term co-creation is defined
in the context of the design or creativity field. The broader definition of a co-creation is to bring
people who can be target users into the design process (IDEO 2015). Co-creation can spark a
spectrum of concepts, ideas, and inspiration directly from target users (Seve & Redondo 2020).
The intention of co-creation is to develop processes to understand, support, and design among
participants and key stakeholders to form a collective outcome (Retegi et al. 2019). The term co-
creation has gradually become a critical fuel for many divisions of design, especially in service and
organizational innovation, since co-creation triggers comprehensive knowledge acquisition, social
value penetration, and creativity unlocking (Daiberl et al. 2016).
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The Implementation of Co-creation: Applying and integrating the concept of the co-creation into
a workshop is viewed as a participative pedagogical approach to receive and generate feedback
(Seve & Redondo 2020). In the study, the remote online workshop is the anchor that integrates an
interactive co-creation toolkit to bridge participants’ experience of the online lecturing and offline
hands-on making section seamlessly and inclusively (Emerson et al. 2020). The hybrid co-creation
toolkit proposed by the study is an experimental design case study.

The Challenge of Co-creation: The challenge of the co-creation workshop lies in the momentum of
participants (Daiberl et al. 2016; Design Council 2015; Impact by Design 2020). Participants may
easily get lost if workshop facilitators don’t align with their goals. Hosting a successful co-creation
workshop with fruitful outcomes requires reconsidering angles including educational purposes
such as motivation of participants and vibe of the workshop (Monthan 2020; Retegi et al. 2019).
Further research can focus on amplifying and scaling the social influence of a co-creation work-
shop and its toolkit through a technology-enhanced learning approach (Bayne 2015; Marshalsey
& Sclater 2018).

2 RESEARCH—MARKET/BACKGROUND ANALYSIS

To satisfy the increasing needs for online collaboration and co-design, more and more digital
tools and platforms have been created to give people better choices and greater convenience.
Among tools and platforms are Miro, which enables project teams to co-create and build ideas on
one synchronized online board; team workshop management tools, e.g., Session Lab (Workshop
Planning Made Simple with SessionLab, n.d.), which provides users with an integrated system to
organize and conduct online lectures and workshops; and Howspace, a workshop facilitator and
consultancy which offers clients customized online workshops for specific purposes.

Table 1. The online/offline/hybrid co-creation products on the market.

Online Co-creation Platform  Offline Co-creation Tools Hybrid Co-creation Platform

SessionLab, Miro & co-creation IDEO Design Kit, DIY co-creation -ing Creative, Digital Confidence
Template, openIDEO, Howspace tools, Making Sense Toolkit Toolkit, GoNano Co-creation platform

These tools and platforms all provide solutions to users who need to organize an online event
or seek general online co-creation experience. Regarding the co-creation experience, offline work-
shops and toolkits are also booming in recent years. In addition to the widely used IDEO Design
kit, (IDEO 2015) toolkits including DIY (Keane et al. 2014) and GoNano creation tools (GoNano,
n.d.) have become more and more popular among creative initiatives. These tools are designed and
supplied as open-source content which aims at supporting practitioners to invent, adopt and adapt
ideas for social innovation. Among these tools are our research targets, mainly the online digital
tools and platforms which fit our product features.

3 CASE STUDY—MAKE TO:GATHER

MAKE TO:GATHER is an experimental toolkit and remote design experience process that empow-
ers people who are interested in design or in solving design-related problems that require the
co-creation process to work more efficiently and creatively remotely. It not only provides the work-
shop facilitators with a toolkit to organize a problem-solving workshop in the digital environment,
but also enables people from all over the world to collaborate and work creatively in a short period
of time. MAKE TO:GATHER consists of three sessions, THINK, MAKE and SHARE. Individual
work and team collaboration interweave though the whole process. The team start with the THINK
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part to brainstorm ideas, define personas and come up with questions with given tools. After
THINK, the team will jump into the MAKE, where they are asked to get the individual hands-on
work done with the support of paper prototyping tools. SHARE will provide the participants with
tools and guidance to tell the stories of their design and then document them in digital format,
where the transformation between offline and online will be accomplished through guidance.

Systematic Process: For the digital experience part, a holistic process has been created to give
participants a smooth co-creation experience The offline part mostly focuses on the goal to create
accessible tools and leverage the hands-on experience of the attendants. Regarding the process
design, neither thinking about creating a whole novel platform to integrate users’ experience, nor
applying the design thinking process directly are parts of our workflow. We started with doing
research on existing online collaboration tools and workshops, to introduce as few new tools to
people as possible. As the main source of the design process, design thinking processes enable the
offline rapid prototyping and collaboration by going through several steps including empathize,
define, ideate, prototype, test and access, which require sufficient offline field research and inter-
action between multiple stakeholders. The workflow of MAKE TO:GATHER also follows the
converging and diverging process (Design Council 2015).

Online Experience: Considering the online tools and platform for organizing the co-creation
workshop experience, the decisions made on coworking online tools and platforms are of great
significance. We select among existing synchronized online tools in the process of designing the
online part of the workshop.

Offline Activity: To leverage the online and offline experience for participants and make it easier
for people to get tangible material, the team started with the idea to create a set of physical materials
which can be integrated into the online workshop process. Taking the insights and anecdotes from
clients and users, the team starts by testing the prototype with the workshop’s physical material
from testing the prototype. With the final goal to design a physical footwear product and phone
interface to solve the problem of targeted users, the team starts working on the footwear as well
as interface design. The workbook (Figure 1) interconnected with a workshop process, the toolkit,
on the one hand, provides the attendants pre-reading material to get an overview of the co-creation
workshop, and gives an explicit structure to the online workshop on the other hand, which enables
participants to do the hands-on design and experience online collaboration.

Figure 1. Co-creation workbook (From left to right: overview of the toolkit, three sessions of the toolkit, the
templates provided for taking better photos).

Prototype: After three months of preparation and discussions, the project team decided to conduct
the first round of prototyping collaborating with a global co-creation platform provider to test out
the co-creation workshop. The original workshop lasted for three hours. Due to the time limit, the
length of the pilot test was only as long as the half of the original workshop. The project team
invited three people with a non-design background to join the pilot test. During the MAKE and
SHARE stages, three participants needed to make their own paper prototypes including interface
and footwear separately. In the end, they combined their design works into one design story.

Refinement: The project team identified the following six points as key learnings from this polit
workshop: 1) Curate an accessible and welcoming opening of the co-creation workshop to motivate
participants in the beginning. 2) Create the pre-assignment for the co-creation workshop to increase
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engaged participation. 3) Reemphasize an image and introduction of the target personas to build
empathy. 4) Clarify the key steps and result for the team exercise section in the Zoom breakout
room to guide participants in the right direction. 5) Leave decent buffer time for participants to
express their ideas and concerns within the limited time constraints. 6) Control the time and flow
of the co-creation workshop precisely to manage participants’ attention.

4 SUMMARY

EXPERIENCE—Co-creation Workshop with Hybrid Experience: The workshop is a remote
hybrid co-creation experience. The term hybrid is defined as a combination of the digital experience
and in-person experience. MAKE TO:GATHER is designed to integrate online and offline learning
experience seamlessly by applying a well-thought-through co-creation workshop structure, which
can change from assistant learning tools to frameworks and methodologies (Figure 2).
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Figure 2. User experience and design journey.

PRODUCT—The Features of the Interactive Co-creation Toolkit: The workbook design is the
highlight of the co-creation toolkit. The project team treats it as a bridge extending the standard
online digital co-creation experience to an office hands-on making experience. The complete co-
creation toolkit contains a slide template, workbooks, prototyping materials, a host workbook, and
digital channels/software recommendations. Figure 3 presents the complete co-creation toolkit,
which combines online activities such as THINK and SHARE and offline events such as MAKE.
Table 2 shows the four key touchpoints of the co-creation toolkit.

Online Learning Channel “vs Online Activity
AN ves Offline Event

= = = Hybrid Interaction

N

Figure 3.  Apply co-creation toolkit—MAKE TO:GATHER in hybrid co-creation journey.
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Table 2. Interactive co-creation toolkit design features.

Key Touchpoint Design Features

Learning Asset Besides slides to present the main content, the project team also created an
(Digital/Printed Workbook) interactive guidance material—a workbook to assist participants’ overall
digital and physical experience.

Medium Converter After participants make their own paper prototypes, they can follow the

(Documentation Template, instructions in the workbook to take photos and share them with the community.

Video QR Code) The workbook also provides a convenient feature QR code that allows
participants to have quick access to the video tutorials of MAKE.

Interactive Section During the co-creation workshop, participants were asked to join a few

(Zoom Poll, Google Survey) Zoom polls, pre- and post- Google surveys to express their thoughts
and ideas collectively as well as increase the engagement of the workshop.
Community Platform To extend the hybrid co-creation experience and increase opportunities to
(e.g., Slack, Discord) discuss participants’ questions and thoughts, the project team created a
Slack account to maintain connections with participants.

IMPACT—Transform the Co-creation Experience and Scale the Influence: There are four types
of innovation for impact in the framework: technological, organizational, institutional, and social.
The co-creation toolkit is under the category of technological innovation. We aim to shift the type
of the impact from technological and organizational to institutional and social to enhance cross-
disciplinary collaboration, diversify the format and interaction of hybrid co-creation, facilitate
meaningful and efficient communication, extend the co-creation experience from online to offline,
encapsulate the hybrid collaboration service into an education toolkit, and ultimately help spread
socially impactful ideas globally.
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ABSTRACT: Nowadays, with the increasing world population, the production and consumption
of disposable products is very high. Thus, causing waste that fills the land and sea. Not only waste
from humans, but the Indonesian sea also produces marine biota waste that is usually stranded
on the coasts. Waste of marine life on Santolo Beach, Garut, produces a negative impact on
public health and causes environmental disturbance if left around the beach as only a part of it is
decomposed in the soil and the rest remains as waste. The purpose of this paper is to design jewelry
that also has a traceable supply chain, and can also contribute to the welfare of the environment and
local community of Sagaranten, Sukabumi. This can be interpreted as halal jewellery. The author
interprets and reinterprets the ethical halal to be applied to jewelry to be Halal in the context of
Sustainable Product Design (SPD). This SPD will demonstrate the meaning of halal jewelry by
processing, environmentally friendly materials as well as various other considerations in the social
and economic fields to achieve sustainable profit-making products.

Keywords: Jewelry, Halal, Marine Biota Waste, Sustainable Product Design

1 INTRODUCTION

With the world’s growing population, there is uncontrolled production and consumption of dispos-
able products. As a result, it generates waste that pollutes both the land and the sea. As a result,
naturalism’s philosophy has been replaced by anthropocentrism. Humans take over as nature’s mas-
ters. The environment is exploited by processing it in such a way for economic interests by taking
refuge behind the frills of successful development programs (Sufia et al. 2016).

Not only waste from humans, but the Indonesian sea also produces biota waste that usually ends
up on the coast. Marine biota waste that is left alone around the coast produces a negative impact on
public health and disturbs the environment. This is reinforced by Mo et al. (2018) in their research
that if left untreated for an extended period, these waste seashells can emit foul odors due to the
decay of the remaining flesh in the shells or the microbial decomposition of salts into gases. These
issues are expected to produce a negative impact on the quality of life for people living nearby and
result in environmental pollution. Meanwhile, marine biota waste has great potential to improve
the welfare of coastal communities by utilizing it as a part of their craft products. Winarni et al.
(2020) revealed in their journal, that the management of clamshell waste, will be able to provide
jobs to the local community, thereby increasing community income and welfare.

There is no simple eco-design because Sustainable Product Design (SPD) aims to achieve Stage-
Gate System depicted in Figure 1 and the so-called triple conclusion by integrating the social and
ethical aspects of the product lifecycle with environmental and economic considerations. Ethics
itself is a transparent and responsible practice using sustainable materials that have minimal impact
on the environment, do not cause conflict, and benefit workers through fair wages and a fair
working environment (Fuller 2020). Figure 1 shows the Stage-Gate Framework in the SPD of
Dewulf (2013), which was utilized in this examination to give an applied and activity guide to work
with an undertaking for moving another item project from thought to dispatch.
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Figure 1. Stage-gate system.

SPD is applied by considering halal which according to Hidayat and Siradi (2015) is something
that if used does not result in sin. Halal is interpreted as muttahidah creed or Islamic creed which
has relevance between humans, God, and nature as the center of the relationship (Muryono 2014).

God

/ \

Human «+sssp Nature

Figure 2. The triangle of muttahidah creed.

Halal has strong implications for eco-friendliness and sustainability following religious teach-
ings. This can be seen in the positive contribution to the existence of human values. Since sustainable
design itself has become a trend so far for the environment and social welfare, there is a possibility
that the potential will be positioned as a point in the halal industry. The research aims to overcome
environmental challenges, empower communities, and increase the halal potential of the jewelry
industry with sustainable materials.

2 RESEARCH METHODS

This study uses qualitative methods with details of research methods and analytical methods as
follows:

2.1  Methods of data collection

Data collection techniques used include literature studies from journals and articles on the internet,
including gondorukem materials and local communities in Sagaranten, Sukabumi. The author also
used observation technique to collect material data by visiting Santolo Beach, Garut.

2.2 Methods of data analysis

Using a descriptive-interpretative approach technique in which the author describes the phenomena,
facts, and related conditions in detail before making interpretations and reinterpretations to prove
the potential relationship of research object with halal theory in a sustainable industry.

3 RESULT AND DISCUSSION

3.1 Halal interpretation

The following are the interpretations from influential figures and organizations and their sources:
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1) QS Al-Baqarah: 11 (Dr. Mustafa Khattab, The Clear Quran): “When they are told, “Don’t
spread corruption in the land,” they reply, “We are only peace-makers!”

Interpretation (Greenpeace 2021): Preserving the earth is one of the main lessons in Islam.
For Muslims, people are guardians, caliphs who are largely responsible for the earth and its
entire life.

2) QS Al-A’raf: 33 (Yusuf Ali): “The things that my Lord hath indeed forbidden are: shameful
deeds, whether open or secret; sins and trespasses against truth or reason; assigning of partners
to Allah, for which He hath given no authority; and saying things about Allah of which ye have
no knowledge.”

Interpretation of the Ministry of Religion Summary: Indeed, what Allah has forbidden is per-
secuting fellow human beings, and raping personal rights or common rights. 3) Hadith on Wages
(Tjarah) of Sunan Abu Dawood 3488 (Sahih): “When Allah declared eating of thing forbidden for
the people, He declares it price also forbidden for them...”—Ibn Abbas: If Allah forbids people
to consume something, Allah also forbids the wages from the sale. All of the above interpretations
raise the issue of caring and welfare of humans and other living creatures taking into account the
things that are prohibited in each process carried out.

3.2 Jewelry industry issues

The following are issues that often occur in the jewelry industry according to several researchers
(As’ad 2017; Maier et al. 2014; UNCTAD 2015):

1) No fair pay: Artisanal miners and jewelry craftsmen contributed work but accompanied by
serious environmental damage due to mercury and cyanide because workers put less effort by
using hazardous chemicals and involving children as a result of unfair payments.

2) Violent Conflict: A large private jewelry industry influences the welfare of society and the
environment. Damage from mining owned by this industry usually leads to social protests
which is responded by the government as criminalization.

3) Environmental damage: Deforestation usually occurs at mining sites. Moreover, mercury and
cyanide chemicals also contaminate soil and water.

3.3 Halal re-interpretation

Table 1. Margin settings for A4 size paper and letter size paper.

1 2 3

Does not contain animal raw materials More famous in food and cosmetic Honest in weighing and
which are prohibited by Islam products trading

Concern for the environment and social Available in various types of prod- Honest in supply chain

ucts, one of which is jewelry

3.4 Halal jewelry

1) Support Local Communities. According to an article belonging to Sukabumiupdate.com, Kam-
pung Gardu’s agate industry has collapsed since 2018, forcing agate craftsmen to become
farmers. With the empowerment for the Halal jewelry industry, opportunity for the agate indus-
try employees in the region is rising again. Similar pattern is observed among the marine biota
waste collectors in Santolo Beach. As interest in marine biodegradable waste increases, damage
to the environment and health around the coast is minimized.
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2) Materials are obtained from conflict-affected areas.

3) Offering a sustainable brand with environment friendly products and production processes,
community empowerment, and environmental empowerment actions such as tree planting
donations.

3.5 Jewelry design

According to Arumsari (2019), the current fashion industry explains that market conditions are very
supportive for the development of eco-friendly fashion products. Consumers understand and are
concerned about the importance of being green in fashion. The fashion product market understands
and also needs fashion products with an added value other than their functional or aesthetic value. Sri
Mulyani to Tempo, during the launch of the Unilever Muslim Centre of Excellence (2021) program,
said that the halal industry, especially food, pharmacy, cosmetics, and fashion, experienced an
increase of 3.2% from 2019 which was the year before the pandemic. This is of course a reference
that does not rule out the possibility that halal has potential in the jewelry industry including fashion.
Therefore, during this ongoing pandemic, the author considers the use of resources ranging from
materials to energy.

3.5.1 Material considerations

1) Marine biota waste used is coral and clam shells, which are broken down into very small pieces
but not to the point of becoming sand. This selection is based on the hardness of the mass of
marine biota waste.

2) Gondorukemu according to Perum Perhutani (2011) is a natural resin product obtained by
distilling solid pine sap. It contains the potential of managers and businesses to improve Gon-
dorukemu business capabilities and create more employment opportunities in the surrounding
community. One of these Gondorukemu works is in Sukabumi Regency.

3) The UV resin used is an environmentally friendly type. The advantage of UV resin is that it is
made as a useable material for disposable products such as jewelry.

4) Recycled Silver that can be obtained from the Kapit Mas company in Bali which has ethical
sources, they will melt it and will send it in the form of granules or bars.

5) Traceable Gemstone using Blue Opal Mizone from Sagaranten, Sukabumi which is cut by local
craftsmen.

3.5.2  Production process considerations
Model design is the type of craft jewelry with fine materials because it involves the process of
assembling minerals like crafts and combining them with silver.

1) First exploration, gondorukem is heated until it melts. Then it is printed together with the waste
of marine biota to dry. Gondorukem has a low melting point, it is assumed that it is very difficult
to make gondorukem as an independent jewelry. There must be another material that covers the
gondorukem to make it a suitable product.

2) Second exploration, the mixture of gondorukem with marine biota waste is broken down again
with a hammer and drilled with a jewelry drill to determine the strength of the material. Is it
easy or hard to solve?

3) For the next process which is a cutting gemstone, the author considers empowering local
communities in Gardu Village, Datarnangka Village, Sagaranten, Sukabumi.

4) The process of attachment with stones that have been cut and polished, sent to the second
production house in Bekasi uses a small amount of gondorukem or liquid UV resin and allows
it to dry.
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4 CONCLUSION

Halal has industrial potential that can be used to developed halal jewelry. These potential concerns
halal and sustainability in jewelry. The use of Sustainable Product Design as a reference in the
jewelry design process makes a middle way in answering the problem of marine biota waste in its
processing potential into creative products such as fine jewelry with a higher value, namely the
value of environmental and social welfare. In addition to being considered by Islamic law, halal
jewelry will also expand market reach given the growing public concern about the issue of going
green. By including environmental and social concerns such as empowering local communities
and using sustainable materials, the market for halal jewelry will grow even wider. Furthermore,
halal is not only everything related to food and contains animal elements that are forbidden, but
halal products also mean environmentally friendly products.
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ABSTRACT: The situation changes as the COVID-19 pandemic affects the whole world. The
impact of the pandemic does not only affect the health sector but also the economy. Restrictions
on activities to decrease the spread of COVID-19 produce an impact on business activities and
cause national economic losses. Pets are one of the many aspects that have been badly affected by
this phenomenon. The donations received by animal shelters have decreased drastically while the
number of abandoned animals continued to increase. The limitation of community movement due
to social distancing also limits the effective information media during this pandemic. The research
method used is qualitative, data collection with literature studies regarding the right media for the
socialization of wild animal shelters, interviews with experts regarding the media to be designed,
and observations at animal shelters in Jakarta, which is the area of research. Designing a mobile
application so that people can donate online and adopt the abandoned animals to help maximize
the awareness about the shelter of wild animals to the public.

Keywords: animal shelter, mobile application, pandemic COVID-19

1 INTRODUCTION

Pets are part of the daily life of people in big cities in Indonesia. The number of pet owners in
Indonesia continues to increase every year. Indonesia’s economic growth from 2015 to 2019 is
one of the factors in developing the market and community of pet lovers. The situation changes
as the COVID-19 (coronavirus disease 2019) pandemic affects the entire world. The impact of the
pandemic has not only an impact on the health sector but also the economy. Pets are one of the
many aspects that are badly affected by this economic recession. Donations received by animal
shelters have drastically reduced, while the number of abandoned animals continues to increase.
Doctor Susana Somali, the owner of Pejaten Shelter, said that many people give away their pets
because they have lost their jobs and are unable to care for their pets.

Information media is needed to spread this phenomenon to people outside the animal lover
community. Based on data from Impact Marketing, 39% of social media users are spending more
time on the internet during the pandemic. Many marketers predict that ads in social media con-
tent will increase by 66%, blog content by 57%, and video production by 50%. Therefore, the
application’s design is appropriate to be a medium of information about abandoned animals for
people living in the Jakarta area. The application is also expected to offer a solution to decreas-
ing donations and the increasing number of abandoned animals in shelters by making it easier
for people who want to send donations to animal shelters and helping potential adopters to find
the right animal for them, according to the location. For this application to be known by many
people and design the user interface, visual identity, and promotion through social media are also
required.
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1.1 Literature study

a. Application
The term application, which is traditionally used in the computer realm, has been adopted
throughout the consumer market to refer to the methods used to communicate, entertain, educate,
shop, and spend money through mobile devices (Salz & Moranz 2013:1). A mobile app is a
software specifically designed to operate on a mobile device, such as a tablet or smartphone.
These apps are usually downloaded and installed by the device owner. And once installed, the
mobile application will operate simultaneously with the operating system (OS). Once developed,
mobile applications are usually distributed through a third party, commonly known as an app
store or marketplace. Mobile apps are generally one type of application called native apps. Salz
and Morans suggested that native apps can be accessed without a web connection. Native apps
are distributed through various app stores, either platform-specific or third-party app stores (Salz
& Moranz 2013:6).

b. User interface (UI)
Deacon (2020) explains that the User Interface is how the user interacts with the product/system.
The UI provides a way for users to enter information into the system (input) and receive
information from the system (output).
A UI designer designs the appearance of the system and the interaction between the user and
the system. The most important thing in Ul design is the ease of users to navigate the system to
meet their needs. (Proboyekti in Taroreh and Resmadi 2020)

c. User experience (UX)
User Experience is how users respond, perceptions, preferences, and behavior when and before
using a product/system. (ISO 9241-210, 2020). The job of a UX designer is to research the user
experience when using a product and find out which side of the design is less than optimal and
then fix it. UX design leads to optimizing user satisfaction after using a product or service.

d. Branding
Brand (brand) is an emotional approach taken by a company to consumers. A strong brand is a
brand that can compete and stand out among other similar products in the market. (Wheeler in
Saprillan & Hidayat 2019)

This emotional approach is carried out by attaching a brand identity consisting of values, ele-
ments, and promises to a product. Brand identity serves as product differentiation, builds awareness
of the existence of the product, and builds loyalty between products and customers. (Swasty
2016:14-16). Swasty argued that branding is an integral part of the process within an entity when
determining its values, elements, and promises (2016: 14).

2 RESEARCH METHODS

This research focuses on data collection and data analysis methods which can be described as
follows:

2.1 Methods of data collecting

The object that will be designed is information media about abandoned animals due to the COVID-
19 pandemic in the Jakarta area. The main target in this design is the adult Jakarta community with
an age range of 21-35 years. This main target is based on the age of the people who are active in the
animal lover community in Jakarta. Therefore, the object of the design is intended especially for
people in the Jakarta area. The design is carried out to inform the public about the phenomenon of
abandoned animals due to pandemic conditions and facilitate the donation and adoption process for
the welfare of abandoned animals. The information media is designed according to the guidelines
through visual communication design science, UI/UX theory, and branding theory to achieve the
design goals.

23



2.2 Methods of data analysis

The analytical method used in this research is the comparison matrix method and qualitative descrip-
tive analysis method. The comparison matrix method is used to compare the application of animal
organizations or animal shelters with the donation feature and to be used as a reference in the
design. The comparison matrix consists of columns and rows that represent two different dimen-
sions. The objects to be analyzed are aligned to see where the differences are. According to I Made
Wirartha (2006: 155) while the qualitative descriptive analysis method is to analyze, describe, and
summarize various conditions, situations from various data collected in interviews or observations
regarding problems studied directly in the field. Data analysis in research is supported by literature
studies where data acquisition is obtained through various sources such as journals, books, and
articles related to the research topic.

3 RESULT AND DISCUSSION

3.1 Message concept

This application not only aims to educate the wider community about the existence and needs of
abandoned dogs and cats, but also seeks to facilitate people who want to help by simplifying the
donation and adoption process for sterilization, vaccines, and treatment. Starting from the recipient
of the donation, the use of the application proceeds from fundraising, to the source of dogs and cats
that can be adopted can be trusted because it has been checked beforehand and all activities will
have evidence for the user. The keywords for this application are; informative, precise, helpful, and
trusted.

3.2 Creative concept

The empathetic approach was chosen considering that the application’s target market is young
adults in Jakarta who are active in social issue activities, both offline and online. This approach
was also chosen to make people outside the target market interested in finding out more about the
abandoned dog and cat campaign in Jakarta.
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Figure 1. Application design visualization.
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3.3 Visual concepts

The illustration style that will be used in several displays uses a flat illustration style with a color
scheme that is limited to two or three colors and thick lines. This illustration style that seems modern
and fun was chosen because it is in demand by young adults who live in big cities. [llustrations will
be used as supporting elements for information articles in the application, displays such as loading
screens and error pages, icons, and social media campaigns to attract more users.

The selected font type is a bold font with rounded corners. The boldness of the font symbolizes
the precise and informative nature of the application, while the angles that tend to be blunt indicate
trustworthiness and willingness to help. This type of font was chosen because it fits the illustration
style and color scheme which is modern and fun. The red color symbolizes empathy, passion,
and compassion, while the blue color symbolizes wisdom and depth of understanding. Orange
acts as an ‘intermediate color’ between contrasting red and blue and symbolizes friendliness and
determination. Color selection is based on the design goal of the application which not only provides
accurate and in-depth information about the welfare of abandoned dogs and cats but also facilitates
users to contribute to that welfare driven by empathy and a desire to make a difference.

3.4 Media concept

To increase public awareness about the existence of the application and the importance of sterile and
vaccines, social media campaigns will be designed as supporting media. Social media campaigns
will be conducted through Instagram or Twitter with media that encourage people to interact
directly, such as quizzes and trivia. The offline media that will be designed are through billboards
and booths at malls to attract the attention of the target market as well as holding activities with
animal organizations in Jakarta to attract the attention of users who are active in animal community
activities.

4 CONCLUSION

The results showed that the design of this application was motivated by the lack of media information
about the phenomenon of abandoned animals due to the COVID-19 pandemic conditions and the
lack of means to inform about the donation procedures required by animal shelters. The level of
public awareness of wild animal shelters is still lacking due to the lack of maximum socialization
regarding related issues. Therefore, the design of this application is expected to be a solution to
these problems. Applications are designed using guidelines that are following visual communication
design skills. This application aims to make it easier for people who want to make donations for
abandoned animals in shelters and help people who want to adopt these animals.
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ABSTRACT: The study aimed to look at the similarity, consistency, and authenticity of the
visual identity applications of Brand Block 71 that appear in the interior elements of Block 71’s
coworking space. Interior design is one of the tools that are quite effective in the branding process
to visualize the identity of a brand. This research uses qualitative methods. The data is obtained by
conducting literature studies and field observations. The results of the study showed that there are
several interior elements that apply the visual identity of Block71. This shows that the branding
theory that variable similarity, consistency, and authenticity are applied by Block71 Bandung to its
interior design. The information obtained through this study is expected to increase interior design
knowledge of the interior branding process, apart from adding to the study related to branding in
interior design science.

Keywords: interior branding, interior brand identity, brand visual identity, visual identity
application

1 INTRODUCTION

Interior design is now a field of science that is growing very rapidly. Clients come from various
sectors, both private sectors such as occupancy, retail, office, and others. Interior consultants
today are racing to design different interiors and have characteristics over each other. According
to Kuhteubl (2016), one aspect that can provide strength in the design of an interior is the brand.
Brand not only in the form of logo, it involves telling the story of your distinct point of view—who
you want to serve and why you do business—and it’s a process that happens from the inside out.
In his book, it is stated that several aspects can be a force to form the identity of a brand in interior
design, namely clear vision, unique story, and energy. Branding aims to ensure the success of a
product or service, in the aspect of interior design means how the process of delivering promises,
mission vision, and intangible concepts can be visualized and prospective visitors get an empirical
experience through space.

Branding in interior design is known as brandscaping. This process is done by conducting
research related to the extraction of conceptual aspects of the brand into a visual identity. The
visual identity translates into an interior visual storyboard that can be in the form of visual sketches,
materials, colors, and more. This visual identity can be the identity of the brand that appears in the
interior elements.

Brand identity helps create relationships between the company and consumers (Fournier 1998),
and can lead to perceptions of brand personality (Aaker 1997; Aaker et al. 2004). The emotional
relationship between brands and potential customers can increase brand awareness. If brand aware-
ness increases, of course, the value of the brand will certainly increase; eventually it will be formed
known as customer loyalty. The brand identity that has been created by graphic designers in the form
of logos, colors, typography, and others translated into the concept of the visual interior. The con-
cept of interior visuals will then be applied to interior design so that there is a relationship between
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the brand and the brand’s graphic identity, and the brand’s visual identity in interior design. Build-
ing on the customers’ emotional bond with the brand through influential interior space is another
reason that has emphasized interior design as a brand marketing strategy. However, despite the
increasing significance of interior design in supporting and marketing brand identity, there is a
lack of comprehensive studies on interior design branding strategies to be used as a reference in
real-world practice (Fielding 2015).

The study aimed to look at the similarity, consistency, and authenticity of the visual identity
applications of Brand Block 71 that appear in the interior elements of Block 71’s coworking space.
Interior design is one of the tools that are quite effective in the branding process to visualize the
identity of a brand. Block 71 is a brand coworking space and is also a platform for startups to grow
their business. Block 71 is a brand coworking space and is also a platform for startups to grow their
business. Analysis of visual identity applications in block71 interiors is limited from the parameters
of similarity, consistency. Both aspects can shape people’s perceptions when interpreting the image
of the brand.

2 RESEARCH METHODS

This study used a qualitative method with emphasis on visual identity in block71 coworking space
interior in Bandung as a case study, as well as conducting comparative studies with Block71
interiors in Jakarta, Yogyakarta, and Singapore. The selection method is a non-random sampling
with a judgmental approach (purposive) based on the three samplings as a comparison of case
studies that its criteria have been determined by the author (Kumar 2018). The analysis method for
this study is a descriptive qualitative analysis method by processing text data keywords consisting
of several elements of visual identity in each case study, which is color, pattern, texture. The
variables to be described based on analysis are similarity, consistency, and authenticity which are
the key factors of the branding process. The method of data collection is divided into two, namely
observation methods for primary data collection and secondary data collection through literature
data from related journals.

3 RESULT AND DISCUSSION

3.1 Result

Corporate identity has many opinions on how to define it. Through Batraga and Rutitis (2012), The
International Corporate Identity Group (ICIG) proposes a comprehensive definition of corporate
identity, each organization has an identity that articulates the company’s ethos, goals, and values
as well as presents a sense of individuality that can help companies to make a difference with
other companies or other brands. The term ‘corporate identity’ is often confused with the terms
‘brand identity’ and ‘corporate image’. Unlike brand identity, which represents a way of the com-
pany to consumer perception of products and services, while corporate identity refers to the way
the company communicates its identity thoroughly to all stakeholders both internal and external,
namely consumers, employees, investors, partners, suppliers, distributors, and governments (Hatch
& Schultz 2008).

In the field of interior design, how to communicate the identity of the company can be done
through the implementation of the identity both tangible and intangible. Interior Design is a tool to
communicate the essence of corporate identity through the design of physical environments among
others through aesthetic visuals, or the atmosphere and mood of space. Corporate identity integrates
several design elements to convey a visual message to consumers. These visual messages include
graphic design (logo, color scheme, font, etc.), product design, and interior design. Visual identity
is one of the strategies in communicating the essence of a company, where visual identity that has
been designed by graphic designers can be implemented in space. According to Ali & Fathallah
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Figure 1. Proposed conceptual framework (Sattayawaksakul et al. 2019).

(2019), visual identity is a concept that can distinguish products and services from companies from
other companies, both from slogans, colors, and all that can be seen visually. In interior design this
visual concept can be shapes, colors, patterns, textures, light or other aesthetic elements.

Based on Sattayawaksakul et al. (2019), three fundamental components contribute and have a
significant impact on the existence of a brand, namely consistency, personality similarity, and brand
extension authenticity.

This research focuses on visual elements that consistently appear in the interior design of block71
coworking space. These similarities, consistency, and authenticity will be analyzed through the
following comparison table.

Table 1. Comparison of visual aesthetic elements coworking space Block71.
Block71 Block71 Block71 Block71
Element Bandung Jakarta Yogyakarta  Singapura Description

Consistency of visual
elements in the form of
tropical leaves pattern.
This pattern also shows
brand authenticity

Tropical Leaves
Pattern (TLP)

Lines Pattern
(LP)

Consistency of visual
elements in the form of
the same line pattern.
This pattern also shows
brand authenticity

Windows and
Building Fasades
Pattern (WBFP)

Consistency of visual
elements in the form
of window patterns and
building facades.

Interior Color
Scheme (ICS)

Similarity and consis-
tency in the use of inte-
rior coworking space
color scheme Block71
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Table 1. Continued.

Block71 Block71 Block71 Block71
Element Bandung Jakarta Yogyakarta Singapura  Description
Interior Material 2 Similarity and consis-
(M) H % tency in the use of
L exposed concrete mate-
rials dominant on the
m walls, wood texture ele-
- ments on furniture
source observation google maps  google maps  https://
documentation  image image block71.co

Some visual identities that are identical to block71 identity which is a differentiating value with
other coworking spaces are shown in the comparison analysis table above. Elements of identity
that consistently and have similarities in each block71 room in Bandung, Jakarta, Yogyakarta, and
Singapore are as follows,

3.2 Discussion

Table 2. Block71 visual identity application based on branding process
key factor: similarity, consistency, and authenticity.

Object Studies

Key Factor ~ Element Bandung Jakarta Yogyakarta Singapore

Similarity TLP * * * *
LP * * * *
‘WBFP * * * *
ICS * * * *
M * * * *
Consistency TLP * * * *
LP * * * *
WBFP * * * *
I1CS * * * *
M * * * *
Authenticity TLP * * * *
LP * * * *
WBFP * * * *
1CS X X X X
M X X X X

Based on the application analysis table of interior elements that implement the branding process
key factors, key factor similarity and consistency appears in all case study objects, especially on
Block71 Bandung. In contrast to the key factor authenticity that for interior elements of color
scheme and interior material, does not show authenticity, or can be said to have no uniqueness and
originality, because as we know that monochrome colors have been widely used in other interior
design, as well as interior materials that are very close to industrial style which is a representation of
urban life. The color scheme applied is indeed a derivative and translation of the logo of Block 71,
as well as the interior material used refers to the central interior design of Block 71 in Singapore,
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and the current interior design trend is industrial style trends. Therefore, related to the application
of color schemes and interior materials only implement key factors are similarity and consistency.

4 CONCLUSION

Research shows the implementation of the key factor of the branding process in the interior elements
of Block71 Bandung. All the interior elements of Block 71 that become parameters seem to imply
key factors similarity and consistency. There are similarities and consistencies in terms of the
application of tropical leaf patterns, identical line patterns, building facades, and window patterns,
as well as color schemes and interior materials. Related to color schemes and interior materials
appear similarities in terms of style, namely industrial style. This industrialstyle has become an
interior design trend today that represents a fast and simple urban life, not many ornaments, and
prioritizes material honesty. But for the key factor authenticity, it appears that it does not mean the
originality or uniqueness of block71 interior design, it seems that the design style is used. Where
the color scheme and interior materials used have been widely applied to other interior designs. In
interior design specifically, the trend is one approach that can also increase a person’s interest in
entering the space. In addition, the interior design approach applied to the Interior Block 71 does
not fully apply the brand identity of Block 71 and in the context of interior design, science is not
wrong. So it can be concluded that Block 71 Bandung applies a visual identity that is a hallmark of
Block 71, because of the implementation of branding process key factor similarity and consistency
in the interior elements. As for brand authenticity within the limits of visual identity is not quite
visible in the color scheme components and interior of the material. The author is aware that there
are still many shortcomings of this research because research related to the branding process in
interior design can still be said to be minimal. The author will continue research related to branding
in the interior by focusing more on brand authenticity in the interior and strive to collaborate across
science to produce more ideal research.
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ABSTRACT: Oplet is a popular public transportation in Jakarta from 1930 to 1979. As the Oplet
are getting older, there were government policies in 1979 to stop the operation of the Oplet and
replace it with the Mikrolet. This study aims to find a solution so that the remaining Oplet could
have a new function so that the Betawi culture could exist and prevent extinction. How to combine
the diversity of Betawi culture is the problem to support the new functions and build a representative
appearance of the Oplet. This study used the design thinking approach to create the design concept
to implement an Oplet with the new role of becoming a food truck that serves Betawi street food.
In addition, the final result of the outer appearance applies several forms of decorative elements
characteristic of Betawi cultures, such as roof ornaments and antique chandeliers. The result of
this study is expected to make it easy to introduce and educate society on the Betawi culture
preservation.

Keywords: Betawi culture, design, Oplet

1 INTRODUCTION

The existence of the Betawi tribe, the indigenous peoples of Jakarta, is increasingly displaced by
the urbanites. Since the Batavia era, the population in this area has continued to increase with
various tribes and ethnicities in it every year. The number of native Jakarta citizens no longer
dominates in the place of origin (Windarsih 2013). Naturally, these conditions will eventually
shelve the indigenous Betawi culture and even combine it with the culture of the immigrants or
the development of modern culture nowadays. Pluralism population is one reason why the local
indigenous culture can change from time to time. Those factors become why the government
continues to try to preserve Betawi culture (Musthofa 2020).

Culture is a life process experienced by a group of people to produce an identity or characteristic
(Koentjaraningrat 2002). One of the functions of identity that emerges in this culture is to become a
symbol system of a civilization experienced by a group of people who continue to learn to improve
their standard of living (Keesing 1997). Oplet is one of the symbols from Betawi culture in public
transportation. This motorized public transportation tool appears and is used by Jakarta residents,
primarily Betawi tribes, because of the changing times that have started to replace animal-powered
transportation (Hanggoro 2018). Not only Oplet, but various Betawi cultures also need to be
considered for preservation because they could be extinct by the times. Betawi has many cultural
elements, such as culinary, decorative elements of buildings, performing arts, and so on, which are
accommodated into a social system (Steven & Herlambang 2019).

Morris Minor is a brand car in the 1930s that used to be public transportation named Oplet.
By reconceptualizing the Morris Minor, we can revitalize the remaining Morris Minor to change
its function instead of displaying them in the museum. Creativity is needed in the design process.
According to Suryana (2003), creativity is an ability to create or innovate by developing ideas to
solve problems (Hadiyati 2012). Problem-solving that uses creativity is Design Thinking which
is a part of the design process. One of the manifestations of the culture is the design that creates
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a product that has value at a particular time (Rizali 2020). By design thinking, this study could
potentially be the problem solving how to preserve Betawi culture through the medium of Oplet
transportation with new functions following current trends. The expected results of this study, the
design of the new role of the Oplet can make it easy to introduce and educate the society.

2 RESEARCH METHODS

The design process is carried out through a design thinking approach whose stages are carried out
creatively and innovatively (Rao 2018):

. Empathize by tracing phenomena and problems.

. Define, and analyze various data obtained to determine the main problem.

. Ideate, sparking ideas that are arranged in a concept as a solution.

. Prototype, at this stage, the prototype is made scalable and measurable by digitalization.
. Test: The final step is testing through visualization close to the actual final design result.
. Implement, implementing the final result through the digital perspective presentation.

AN N kAW —

2.1 Data collection

Data was collected by direct observation and online research while visiting the transportation
museums in Jakarta and Malang to see the exact shape, material, and dimensions of an Oplet or
Morris Minor car. An interview with the government in the cultural department is conducted to
understand the Betawi culture and is supported by literature studies. A survey was also performed
on several societies to find out their knowledge about Betawi culture to achieve the objectives.

2.2 Data analysis

Furthermore, all data is mapped through brainstorming ideas to produce concepts as solutions to
problems. In this study, data mapping is the first step to analyzing the situation that generates
solution ideas and is right on target and objectives.

2.3 Design implementation

Making digital visualizations is carried out as a test of composing in a scalable way from ideas in
the form of design concepts that have been compiled. A trial is carried out by illustrating it into a
realistic 3D image to evaluate the perfection of the final design.

3 RESULT AND DISCUSSION

3.1 Data analysis

Regarding the uniqueness of Morris Minor’s exterior design found during the observation process,
it is essential to keep the authenticity of the design through the appearance of the Oplet. The
backroom is quite spacious and simple in shape, so it will be easier to modify. Based on the results
of interviews and questionnaires, there are many kinds of Betawi culture, such as the arts, buildings,
ways of life, culinary, etc. The most popular Betawi culture in the community, especially the young
generation, are Oplet, street food, and decorative ornaments in Betawi traditional houses.

3.2 Design concept

The result of design thinking is to combine several Betawi cultures at once in an applicative
work through Oplet transportation with new functions, which is a food truck with the Betawi
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characteristic. It comes from several Betawi cultures that are popular in the Betawi community.
Due to the limited spaces of an Oplet, it only facilitates popular cultures based on the interview
and questionnaires. The types of street food chosen were Kue Pancong, Kue Ape, Kerak Telor, and
Bir Pletok. While in the final display, on the front, it will maintain the shape and color of the Oplet,
the blue and black lines. Meanwhile, at the back, it has been completely modified to be a place to
prepare street food menus, wherein the roof is designed with a touch of a typical Betawi traditional
house.

3.3 Design implementation

(B} back cover shaped is shingles roof
typical of the Betawi House {C} Gigi Balang ornaments
o the edge of the covet

D) Antique faera,
specisl is shveys
af the lerace
Belawi house

(A) The shape of lhe Fonl w fwed and
Oplel's sigralure colot doesnt change

(&) Plelok besr brewing area

{F) Wocdsn diepiay case
setving place of food

(E) Siraet food cockware
pancong cake, egg crusl, ape cake

Figure 1. Design implementation on an Oplet with a new function that is a food truck.

The signature of the Oplet is the unique shape of the front of the Morris Minor car, so there is
no change at the front of the vehicle. The color of Jakarta Oplet, in general, is Blue with a touch
of black accentuation near the wheel (A). The backside was modified completely. It is used to
prepare or cook street food. The center is left empty to allow space for the chef to cook. There are
cooking tools for Kue Pancong, Kue Ape, and Kerak Telor (E) on the right side. While on the left
side, there is a table where Bir Pletok is mixed (G). The backside of the Oplet is made of a display
to serve the cooked food (F). All the furniture that supports the chef’s equipment and activities
had an adjustment between the chef’s needs and the available area so that their activities remain
comfortable. Complete the final appearance and the function of the back cover; the roof is made
to cover the kitchen against the sun and rain. The shape of the top adopts a shingle roof as in the
Betawi traditional house (B). The dimensions of the roof are reduced and adjusted to the size of the
rear body. As a complement to the characteristics of the Betawi traditional house that is applied,
the roof’s edge is given an ornament in the form of a Gigi Balang (C). In addition, an antique
chandelier with small dimensions is also installed on the backside (D). The shape of the chandelier
is similar to the chandelier often found on the front porch of a traditional Betawi house. The design
parts could be a new function of the Oplet to be a Foodtruck with the touch of popular Betawi
cultures.
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4 CONCLUSION

Preserve culture can be done with creativity. This creativity can be built through design thinking.
Design thinking starts from finding the phenomenon and problems, formulating the ideas and
solutions, and implementing them into the applicable product to support the preservation of Betawi
culture.

Based on the design concept, the solution to preserve Betawi culture through implementing the
culture in an Oplet is to change them into new functions without changing the signature charac-
teristic. Betawi culture, which is popular in society, is part of the strategy for culture preservation.
The implementation of a new function is a food truck. The Oplet can combine several popular
Betawi cultures, such as Betawi cuisine as street food that are Kue Pancong, Kue Ape, Kerak Telor,
and Bir Pletok. The other culture adopted in this study is a decorative element in the traditional
Betawi houses, Gigi Balang ornaments, and an antique chandelier. Thus, the touch of a unique new
function in the Oplet can attract the interest of the society to learn about several Betawi cultures.

This study can be used as a reference for producing new products that can increase the value of
a Betawi culture that can be applied. Due to the lack of this study, further research is necessarily
needed in the future. The prototyping process should be done along with the experiment steps on
the object when it is embodied. Of course, it needs to be supported by the availability of sufficient
research funds to complete further study.
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ABSTRACT: Paris Van Java Mall is one of the largest malls in the city of Bandung, West Java.
The Resort Level at the Paris Van Java mall has its own uniqueness because of the towering retail
facade, making it look like a two-story building. However, problems arise related to the dimensions
of the towering facade, namely the limited ability of consumers to see the overall design on the retail
facade. The limited ability of consumers is influenced by several environmental factors, such as
the dimensions of the corridor, the presence of retail merchandising units (RMU), and the presence
of decorations or displays in the resort level corridor area. This study uses a qualitative descriptive
analysis method to determine the extent to which the effectiveness of the design on the facade of
the retail store on the visibility of consumers. Significant results were obtained that the facade
design of retail stores in the Resort Level area could not be seen and felt optimally by visitors due
to anthropometric and environmental factors. The continuation of this research is expected to be
the proper reference for the basis of designing facades inside the mall.

Keywords: Visibility, Facade Design, Retail Store

1 INTRODUCTION

Paris Van Java Mall (PVJ) is a shopping mall that combines Mediterranean architecture and lush
greenery to provide a unique and memorable experience. PVJ offers a resort lifestyle place that
gives visitors an experience of Paris (www.parisvanjava.id : 2019). Located in the center of the city
center, Jalan Sukajadi 137—139 makes PV] Mall always crowded with visitors. PVJ Mall is divided
into several floors; resort level, glamor level, concourse level, and sky level. Resort level comprises
a corridor with towering retail store buildings on the right and left. The high-rise building looks
like a two-story building, but in reality the building only consists of one floor. With the form of a
two-storey building, the facade of the retail store building is designed in such a way (entrance and
window display) that the entire facade stands approximately 7 square meters high. Meanwhile, the
width of the corridor in that area is 8 square meters. For tenants who will rent a room at the resort
level, PVJ has provided a uniform facade shape, namely the facade of a two-story building with
window accents equipped with a balcony. However, the tenant may change the facade design in
accordance with the regulations brought by the brand of a retail store. The shape of the towering
facade is an interesting thing to study. The study is related to human visual abilities related to
anthropometry related to the surrounding environment to be able to see and be aware of the facade
design at the retail. This is certainly related to the effectiveness of the facade design provided by
the brand in a retail store.

1.1 Storefront

The interesting aspect about the retail store is the design owned by the retailer. The design owned by
a retail store attracts attention or directs visitors, which leads to potential customers. Based on this,
the store design functions as one of the stimuli. Levy and Weitz (1998:126) (in Kusumowidagdo
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(2015) suggest that the right atmosphere and interior design can encourage consumers to visit
a store. There are four design elements that make up the store, namely storefront (front view),
window display, interior design, and retail layout. Of the four elements, the discussion in this study
is related to the storefront. Kusumowidagdo (2015) says that the storefront has great influence on
the store image and should be planned carefully. With unique and attractive exterior, a shop can
be interesting to visit. According to Kusumowidagdo (2005), a fairly wide entrance will give the
visitors a sense of space and comfort. In addition to making visitors feel relieved and comfortable,
with a large retail front area, human visibility can be maximized to be able to enjoy the facade
design of a retail store, especially a retail store that has a facade height of 7 meters like at the resort
level mall Paris Van Java.

1.2 Visibility

Visibility is related to the human ability to see an object. According to Poerwadarminto (1972) (in
Kartika 2008) visuals are based on sight or what can be can be seen. According to Kartika (2008)
one of the things that can affect a consumer’s visibility is scale and proportion. The spatial quality
of the area can be achieved depending on the high and low ratio between the height of the building
(H) and the distance between opposite buildings (D) (Kim 2017; Maharani et al. 2019) said that
D/H is a measurement that architects have used since a long time to measure enclosures. Maharani
et al. (2019) adds the resulting value from the distance between spaces (D) and divides it by the
height (H) of the building that surrounds, which is the degree of enclosure. According to Nugroho
(2014) (in Maharani et al. 2019) if D/H<0.25, the space is narrow and congested, observers passing
through this corridor will feel like they are on a narrow cliff, and only a quarter of the building’s
elevation can be seen. If D/H<I, the space will have an intimate impression, a sense of enclosure
will arise, the shape of the building can be seen even though it is not the whole. If D/H=1, a balance
is reached between the buildings and the distance between them. If D/H>1, the space is spacious
and open.

1.3 Anthropometry

Human anthropometry related to visibility is the distance of sight. This criterion relates to visual
obstruction as a function of the eye position factor and the estimated location of the barrier. Accord-
ing to the theory of the eye’s ability to see, based on the eye’s point of view on an object taken from
the book (Panero 2003) “Human Dimensions and Interior Space”, the ability of the human eye to
see vertically has a comfortable standard of view, namely an angle of 40° down from the eye’s line
of sight and 30° up from the eye’s line of sight assuming the eyeball is looking straight ahead. At
that angle, the eye can analyze color differences well so that objects will be seen clearly when they
are within the range of that angle.

1.4 Environment quality at resort level

The environment is an area that is around a shopping center, usually associated with spatial planning,
or the condition of the population around the shopping center (Sinarwastu 2016). The environment
around the mall in this study refers to things that can affect the visual ability of visitors to consciously
and clearly see the facade design in retail stores, including Retail Merchandising Units (RMU),
plants or trees, decorations, and more. The quality of the environment in the Resort Level area can
cause disruption to visitors’ attention to the design of the retail store facade. Yoshiko and Purwoko
(2016) say that attention is an important part of cognitive function that can be measured directly by
involving visual stimuli. Yoshiko and Purwoko (2016) add that attention is a process of choosing
an object and maintaining attention to the object and solving problems or obstacles in the process.
It can thus be concluded that if the visual ability of the visitor is given special attention to be able
to see the design on the facade of a retail store, then environmental factors in the form of RMU,
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decoration, and plants can be considered obstacles so that their usefulness or specifications must
be reviewed, especially in the Resort Level area.

2 RESEARCH METHODS

This research uses the descriptive analysis method. Winartha (2006) said that the method of quali-
tative descriptive analysis is to analyze, describe, and summarize various conditions and situations
that arise from various data collected in the form of interviews or observations about the problems
studied. In this study, the analysis was carried out to examine the condition of the facade design
in the Paris Van Java Resort Level area related to human anthropometry. Environmental analysis
around the Resort Level area is also carried out considering that the environment can affect the
visual ability of visitors. There are two types of data collected in this study, namely primary data
and secondary data. Primary data are obtained directly by researchers. The primary data in this
study are the result of observations of the Resort Level area. While the secondary data in this study
were obtained from the Paris Van Jawa mall website, such as the vision and mission, the purpose of
building a resort level, layout resort level, and so on. In this study, researchers conducted observa-
tions to collect data. Observations were carried out for approximately 6 months to obtain various
conditions, such as conditions during the day, conditions at night, conditions during weekdays,
conditions during weekends, and conditions when there were special events (sale or special event).
The data analysis technique carried out in this study used a qualitative method with a descriptive
analysis model. The stages in analyzing the data are; collecting data on Paris Van Jawa Resort Level,
identifying problems that exist in the area with a design approach, searching for literature related to
human visual abilities, especially anthropometry and spatial quality, providing an overview of the
relationship between anthropometry and resort-level conditions, and providing recommendations
on the effectiveness of designs on retail facades, especially those with limited areas.

3 RESULT AND DISCUSSION

After the researchers made observations and obtained some related literature, the results were
obtained regarding the extent to which visitors can see or experience the designs that exist on the
facades of retail stores on the Resort Level area. The visual ability that is analyzed is when visitors
are walking in the corridors of the Resort Level area. Resort Level area is a long corridor with
rows of retail stores on the left and right. In this area, there is a walkway that is placed in front of
the retail store. Besides being used for walking, the trail area is also a limitation for visitors not to
walk in the middle of the Resort Level corridor. This is because the middle area of the corridor is
filled with Retail Merchandising Unit (RMU), plants, trash cans, decorations, etc.

Based on the analysis of the visual capabilities, visitors then pursed against the vertical visual
dimension. Panero (2003) said that the ability of the human eye to see vertically has a comfortable
standard of view, an angle of 40° down from the eye’s line of sight and 30° up from the eye’s line
of sight, assuming the eyeball is looking straight ahead. At this angle, the eye can analyze color
differences well so that objects will be seen clearly when they are within the range of that angle.
At this angle, the design on the existing facade can be seen and realized by visitors.

If you look at the analysis of the sketch above, it can be concluded that when visitors are in front
of or passing through a retail store, the visitor cannot be aware of the design on the top of the facade
of the retail store (Picture 1). Visitors are only aware of the existing design at the bottom of the
facade, namely the window display. This of course makes the design at the top of the retail store
ineffective. While the design unity that exists at the top and bottom of the retail store building can
be considered as a storefront. Kusumowidagdo (2015) says that the storefront character in a retail
store has a great influence on the store image and must be planned carefully. The shop facade can be
defined by the exterior condition of the store. This includes signage, entrances, lighting effects, and
construction materials (Kusumowidagdo 2015). In accordance with this theory, careful planning
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Picture 1.  Analysis sketch when visitor are in front of a retail store (the blue line shows the range of visitor’s
vertical dimension).

should also involve the scale and proportion of visitors’ visual abilities to be able to realize the
design of the entire retail store facade. According to Kartika (2008) one of the things that can affect
a consumer’s visibility is scale and proportion. In calculating the degree of space closure, it can be
concluded that the value for the position of visitors when they are in front of a retail store is 0.28.
The value is obtained from D (200)/H(700) resulting in <1. D is the size of the corridor in front
of the retail store, which is 200 cm and H is the height of the facade of the building, which is 700
cm. From this value, the space formed will be too narrow and congested. Kartika (2008) adds that
the real measure of the relationship between landscape components and their environment or the
proportional relationship between buildings or architectural works with one another that creates an
orderly atmosphere between visual elements. Careful planning is needed to place signage, lighting
effects, logos, and others on a storefront, especially with a towering shape but in a limited corridor
width area. That way, the effectiveness of the application of the design on a building facade will be
obtained so that it can be enjoyed by visitors and, of course, it will become a separate image in a
retail store.

The researchers do more analysis to see an illustration of visitor activity when walking and
looking at a retail store, which is opposite (Picture 3.2). Visitors who walk across retail stores at
the distance of 8 meters appear to have a higher visual ability to be able to see and be aware of the
overall design found on the facade of a retail store. However, this visual ability can be distracted by
environmental factors around the Resort Level area assuming the average visitor height is around
160 cm and the corridor width is 8 square meters.

—T il i

+————

Picture 2. Analysis sketch when the visitor crosses a retail store (the blue line shows the range of the visitor’s
vertical dimension).

The environment is an area located around the shopping center, usually associated with a spatial,
or conditions of people around the shopping center (Sinarwastu 2016). The environment around the
Resort Area in this study refers to things that can affect the visual ability of visitors to consciously
and clearly see the facade design in retail stores. Then the calculation of the degree of space closure
is carried out in the sketch above, with the condition that the end is opposite to the retail store
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with a distance of 800 cm, the result is D(800)/H(700) is 1.14. This value results in D/H> 1, which
means the space feels rather large. However, the human visual ability to see the overall appearance
of the retail store facade is hindered by the surrounding environmental conditions. In the sketch
above, it can be seen that the visitor’s eye can reach the entire design view on the facade of the
retail store, but there is a possibility that it is blocked by the Retail Merchandising Unit (RMU)
building, plants or trees, decorations, or even visitors passing by. The environment around Resort
Level has many variables that hinder the human visual barrier if we examine the effectiveness of
the design on the retail store facade. Yoshiko and Purwoko (2016) add that attention is a process
of choosing an object and maintaining attention to the object and solving problems or obstacles in
the process. So it can be concluded that if the visitor’s visual ability is given special attention to be
able to see the design on the retail store facade, then environmental factors in the form of RMU,
decoration, and plants can be considered as hindrances, such that their usefulness or specifications
must be reviewed, especially in the Resort Level area.

4 CONCLUSION

From the results of the analysis using qualitative methods, it was found that the facade display at
the retail store in the Resort Level area of the Paris Van Java mall could not be enjoyed optimally
by visitors. This is based on the study of the D/H ratio. For the position of visitors who are in
front of the retail store, the result is D/H < 1, which means that visitors feel that the corridor
space is narrow so they are not free to enjoy the overall appearance of the retail store facade. Then
the position of visitors opposite the retail store actually has a result of D/H > 1, which means
the room feels quite spacious, but the environment at the resort level such as plants, RMU, and
decorations hinders visitors’ visual abilities. This study also uses a sketch simulation that describes
the position of visitors when they are in front of a retail store and opposite a retail store to test
human anthropometric abilities. The results of the sketch analysis carried out also illustrate that
the appearance of the facade of the retail store cannot be enjoyed optimally by visitors. That can be
influenced by the dimensions of the building, the width of the corridor, and the distraction from the
surrounding environment, such as Retail Merchandising Units (RMU), plants or trees, decorations,
and others.
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ABSTRACT: The way a father and a mother interact and cooperate in their duty as parents is
referred to as co-parenting. Parents with a positive co-parenting connection can be more produc-
tive and have a more enjoyable parenting experience. Co-parenting is divided into four categories
(Feinberg et al. 2012): childrearing agreement, support/undermining, satisfaction with the division
of labor, and family management. Each domain has its characteristics, and parents may have diffi-
culties in their relationships, which contribute to the various co-parenting domain circumstances.
This study aims to create a mobile application that would allow users to better coordinate in par-
enting. The study was conducted in two sequential phases; phase 1 was to design Duet using a
user-centered approach and build and test the prototype. In phase 2, feedback was collected from
a group of parents that used the app. The survey was conducted on 110 Indonesian parents to
identify user preference with regard to interface design. To maximize the application’s features,
focus group discussions were conducted with 32 parents (16 mothers and 16 fathers), divided into
four categories according to the child’s age: toddlers, elementary, junior high, and high school. The
application was found to have significant potential in providing Indonesian parents with informa-
tion tailored to their unique requirements. Duet is a promising tool to help parents maintain balance
in parenting and improve a child’s entrepreneurial character development.

Keywords: co-parenting, mobile application, UI/UX, user-centred design

1 INTRODUCTION

Childcare is not only dependent on a mother but the support of both parents plays an important role in
the development of a child’s identity and personality, which is strongly influenced by parents (Janis
1969; Kiiciik et.al. 2012). Father’s participation in parenting is very important in the development
of children who are socially and emotionally healthy (Setiawan 2017). According to Pruett and
Pruett (2009), the quality of the father-mother relationship in parenting has a significant impact
on children’s growth and development, both positively and negatively. If co-parenting is done well,
then the child will be able to develop well, and vice versa. Not only at an early age, the results of
the study also found that parents play an important role in the development of adolescent identity
(Berzonsky 2004; Sartor & Youniss 2002).

Internal and external sources of stress and support influence the operation of the co-parenting
subsystem, which is frequently regarded as being at the center of family functioning (Feinberg
2018). Good co-parenting is often a challenge for parents. This is due to differences in values and
expectations between fathers and mothers. Such factors make it difficult to achieve cohesiveness in
co-parenting. Because good co-parenting is key to shaping the entrepreneurial character of children,
it is important to take efforts to help parents develop good co-parenting. Not only that, along with
technological developments, efforts to help parents strengthen the co-parenting need to be carried
out using media that are easily accessible and in accordance with their daily lifestyle, such as the
use of computer programs (mobile applications and websites on gadgets). Through this research, a
user-based collaborative platform—Duet—was created. A design and development methodology
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that focuses on users, such as user-centered design (UCD), is required to boost the acceptance and
success of such applications.

1.1 Co-parenting

Co-parenting is a collaboration between a father and a mother in parenting, which contains com-
mitment, agreement, and coordination (Mc. Hale, et.al., 2011; Cordova, 2009; Riina, 2014).
Co-parenting can also be referred to as partnership parenting, which is a type of parenting wherein
the father and mother work as a team and play an active role in parenting (Pruett, 2009). According
to Feinberg (2018), co-parenting is a way for parents to work together and share parenting roles.
These roles are divided into four main components, namely:

1.1.1 Support/undermining. This aspect of co-parenting entails each parent’s validation of the
other’s parental ability, acknowledging and appreciating the other’s contributions, and uphold-
ing the other’s parenting decisions and authority (Belsky et al. 1996; McHale 1995; Weissman
& Cohen 1985).

1.1.2 Childrearing disagreement. The differences in opinion on a variety of child-related matters,
such as moral values, discipline, educational standard, priorities, safety, peer associations,
and so on.

1.1.3 Division of labor, tasks, and duties linked to daily routines, childcare, and domestic work;
financial, legal, and medical issues; and other child-related responsibilities.

1.1.4 Parents’ management of interactional patterns in the family comprises three aspects: conflict,
coalitions, and balance. The primary issue in terms of how parents jointly handle relationship
conflict is how children are exposed to conflict—especially frequent, unresolved, and/or
physical conflict (Grych & Fincham 1990).

1.2 User-centered design (UCD)

UCD refers to how end users influence a design through their participation in the design process.
It encompasses a philosophy and a number of approaches. User involvement in UCD can range
from simple observation of end users in their work environment to including user representatives
on the design team (Hermawati & Lawson 2014). The UCD method is based on the understanding
of ergonomics and usability to determine the demands of the user. It’s a project-based method to
developing interactive systems. The technical standards of the UCD method are determined by
ANSI-ISO (International Organization of Standardization), which stands for American National
Standards Institute. The ISO defines user experience as “perceptions and responses resulting from
the usage or anticipated use of a product, system, or service.” As a result of the preceding, every
effort made to meet account requirements and technological features should be given the same
priority as those made to improve user experience (Chammas et al. 2015).

2 RESEARCH METHODS

This study makes use of mixed methods. In contrast to study questions or hypotheses, mixed method
research collects both qualitative and quantitative data. By integrating these data, explaining the
data, building from one database to another, or embedding the data within a wider framework, the
two types of data are incorporated in the design analysis. The data collection process is carried
out by distributing digital questionnaires using a Google Form. The questionnaire contains 20
open-ended and close-ended questions that aim to ask the most suitable design options for users.
In addition, data collection is also deepened through focus groups discussion (FGD) to ask for the
appearance and main features of the application according to the needs of each parent.
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2.1 Methods of data collecting

The data collection methods through a survey conducted from 6 to 15 May 2021 obtained 110
responses that match the criteria. Respondents’ criteria include being married and the age of
marriage is not more than 25 years. 20 questions given to the respondents, which were divided
into three sections, included basic information about respondents, childcare conditions, and co-
parenting applications. The answers to the questions in the section on co-parenting applications are
used as recommendations in designing the visual of Duet application. Figures 1 and 2 show some
questions regarding the visual alternatives. Respondents were also asked to provide reasons why
they chose each alternative so that the answers could be used as consideration in making visual
designs.
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Figure 1. Visual alternatives.
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Figure 2. Color combination alternatives.

2.2 Methods of data analysis

From close-ended questions about visual alternatives for co-parenting application designs, the
following results were obtained (Table 1).

Table 1. Results of the questionnaire about the co-parenting application.

Likert Scale (%)

Alternatives 1 2 3 4 5 Avg
Option 1 2.8 8.3 31.5 36.1 21.3 3.65
Option 2 3.6 13.6 44.5 30.9 7.3 3.25
Option 3 0.9 14 33.6 439 7.5 3.5
Color 1 21.8%
Color 2 39.1%
Color 3 35.5%
Other 2.6%
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3 RESULT AND DISCUSSION

From the questionnaires that have been distributed, it can be concluded that the most desirable
visual design is Option 1 with a choice of Color 2 so that the visual appearance made adjusts to
the results (see Figure 3). For logo creation, considering the results of the questionnaire, many also
choose Option 2 because the basic form is simple and easy to remember (see Figure 4).

U - o : : _ ”
& €.

Discover Together For | Care, Achieve
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Figure 3. Design visuals for Duet.

d+-O+A 3

Figure 4. Logo Duet.

The Duet logo concept is combining two circular and triangular shapes into the letter “d”” making
an element that can represent the familial bond between a spouse and their child. The use of blue
is often a sign that the application or service provided is trusted, honest, and reliable. Pink color
symbolizes emotion, love, and passion. White gives a neutral and calming impression.

Dashboard Education Profile Edit

Figure 5. Main features of Duet.
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To deepen the result of the data collection, FGD was conducted for 4 days (18, 19, 20, 25 May
2021) on 30 parents who were divided into four categories according to the age of the child—
toddler, elementary, middle school, and high school. The results of the FGD are used to determine
the main features that will be made for Duet, which would enhance parenting coordination between
fathers and mothers. From the FGD results, it was also concluded that in the initial prototype of
the Duet application, there were only three main menus (Figure 5), namely:

Dashboard. This page features some highlights such as calendar, assessment, and articles. The
calendar was made because from the results of interviews conducted during FGD, most respon-
dents felt that coordination would be easier if both fathers and mothers understood their children’s
important schedules, such as immunization times, tutoring, extracurricular activities, and so on. In
addition, the selected articles also make it easier for parents to read and get inspired in parenting
activities.

Education. The education page contains selected articles that can inspire activities that can be done
with children, tips on parenting, and information on parenting styles suggested by experts.

Profile. The profile page is used to update family information, making it easier for parents to access
data and get advice on information that is appropriate for the child’s age.

4 CONCLUSION

Previous research has shown that the development of children’s character cannot be separated from
the cohesiveness of parents in carrying out parenting tasks or what is called co-parenting. In reality,
many parents are not able to do co-parenting properly, so that parenting patterns for children become
ineffective. Therefore, this study aims to identify co-parenting problems and develop a computer
program that can strengthen co-parenting. With this application, it is hoped that more parents
in Indonesia can be empowered to do co-parenting so that parenting becomes more effective and
optimal. To make parents interested in using the application, we need interesting and needed things.
So, in this research, the focus is on finding a suitable visual style for users and the main features
needed. In the first year of application development, only three main menus were designed that
can represent the needs of parents in the division of co-parenting tasks: the main dashboard, which
contains schedule and activity highlights; education page to inspire parents to do co-parenting; and
profiles that each family can update. Because this study only aims to find designs and features that
best suit the basic needs of the user, further research and expert validation are needed, which would
help improve this application.
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design inspiration on environmentally friendly food delivery system
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ABSTRACT: Nagasari is one of the traditional snacks which is often served in several sacred
celebrations in Indonesia, because it is considered to have a special meaning. Signature of the snack
is that it is wrapped in banana leaf which is organic or can be decomposed by nature. But nowadays,
Nagasari is often found in a plastic wrapper that is inorganic or difficult to decompose. Nagasari’s
values and facts have inspired this research and planning to collaborate with the growing culinary
world, which also has problems related to disposable packaging usage, especially from purchases
through delivery services. The design thinking method is employed as a pattern so the mapping is
directed and supported by literature from scientific journals, cultural, and technology theory. There
is an expanded opportunity on innovation strategy to produce a more sustainable delivery services
system under the name Nagasary.id. This system is expected to be developed for other delivery
services, in addition to online food purchases.

Keywords: application system, environmentally-friendly, food delivery, Nagasari, traditional
culinary

1 INTRODUCTION

Amid the diversity of Indonesian cuisine, Nagasari is one of the traditional snacks which can be
found easily in the community. In Javanese culture, this cake is often presented at several celebra-
tions because it has a special value or meaning (Tania 2019). In addition, the selection of inspired
cultural or traditional elements is a form of representation and concern for preserving the existence
of an object (in this case Nagasari), both at the moment and long term (Ciptandi 2021). In con-
nection to today’s culinary, online purchase systems such as ordering through applications are not
novel for community. Wherein a courier personnel takes the food from the restaurant then delivers
it to the customer, and the payment is done with non-cash system or known as cashless. This rapid
development makes things easier, however, environmental issues arise, these include use of dispos-
able food packaging which becomes waste, especially inorganic (hard to decompose). The rapid
trend of environmental action movements has led to competition in industrial circles. The delivery
services industry can be a potential market, including food delivery, which is the development of
related journals (Higmah 2017) Observasi Tren Perilaku Pembelian Hijau Konsumen Indonesia Di
Berbagai Industri, so that it becomes a novelty in green products scope. Therefore, interpreting the
value of Nagasari is presumed to be important as a sustainable food delivery innovation system,
as an initiative to reduce packaging waste from food vendors to customers, so all of their payment
goes only for food, and the packaging is excluded.

1.1 Nagasari’s physical value

The signature of Nagasari is its white-colored batter, filled with a banana slice, as it is made from
tapioca or rice flour, sugar, and coconut milk, and wrapped in banana leaves (Achroni 2017). These
wrappers can be recycled by nature or commonly called as organic waste, but over time, Nagasari
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Figure 1. Nagasari. Source: Dapur Kobe (2020).

is wrapped in plastic. Distinctive aroma of this cake is also produced from banana leaves. This
physical value can be developed into innovative joint design of Nagasari’s non-physical elements
or values.

1.2 Naga mythology in java and Nagasari'’s name history

Nagasari consists of two syllables, Naga and Sari, in KBBI sari means the core of an object, while
Naga has a mythological value in Javanese history, which means Naga Serpent in Sanskrit, one of
them is Basuki (Putri 2019), and according to (Sejarahbali 2017) Basuki symbolizes balance over
nature and its cycles. Meanwhile, one of the stories about origin of the name Nagasari is from 1528
AD (Raditio 2017 in Tania 2019), from an Indonesian Buddhist figure named Mahawiku Astapaka
who received a dish from the First King of Pajang Kingdom and his consort. Impressed by his
sincerity, the food was given the name Nagasari which symbolizes sincerity, disease prevention,
and bad luck avoidance by the will of God Almighty. Based on the literature, symbol of balance
and nature in Naga, as well as the meaning of Nagasari such as being sincere and maintaining or
caring need to be elaborated on the creative concept of today’s culinary.

1.3 Culture, technology and online food delivery trend

According to Utami (2018) food is a medium for people to express themselves, expressions of we are
what we eat and we are what we don 't eat show the cultural identity of a community, even showing
a nation’s identity on a broader aspect. Food and cultural development happen side by side with
globalization where the rapid flow of communication technology continues to develop and cannot be
avoided (Wahyudin & Wulan 2018). With regard to technology, online food purchasing has certainly
become a trend that still exists, and according to (Setyowati 2019) there was a research by Nielsen
Singapore on 1000 respondents in big cities in Indonesia wherein 95% stated that they bought
ready-to-eat food within three months, 58% of them used delivery services through application or
an average of 2,6 times per week. This figure could be potentially presenting disposable packaging
in every transaction from seller to customer. In addition to COVID-19 pandemic situation in
Indonesia has changed since 2020. People’s consumption patterns have changed quite a bit and
considering hygiene, online delivery services have become very reliable. There is data in (Setiawan
& Tobing 2020) regarding the amount of waste from the capital city of Jakarta to Bataragebang,
Bekasi which shows that 35% is inorganic (non-biodegradable) and 14% of waste comes from
households. In a journal, there is a statement that the national standardized waste management
technology for the next few years is not yet available (Uthe 2019). Given this fact, it is necessary
to increase collaboration between traditional values or elements with technology to show that both
can work synergistically (Ciptandi 2019). From the literature and data above, the objectives of this
research and design are to adapt innovations that involve cultural elements, including Nagasari’s
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values application, by integrating them with technology to overcome problems, one of which is the
environmental issue of disposable food packaging.

2 RESEARCH METHODS

This research uses the qualitative method, with literature review or study by using various official
sources for validation. This research and design cannot take some of the values possessed by
Nagasari as elements that can inspire the design. Meanwhile, the environmental issues explored
focus on the issue of disposable food packaging resulting from the purchases at delivery services.

This research and design consider the point of view of culture, history, mythology, and physical
value of Nagasari. It is also supported by cultural literature, technology, food delivery trends, as
well as journals that have a common thread, especially about similar issues. Here, the author focuses
on journals that discuss environmentally-friendly lifestyle trends that produce creative strategies as
solutions to address one or more environmental issues. Considering that food is the primary need of
the community, and the value of technology that always bridges trends, this design considers various
aspects related to user convenience as well as strives for reduction of waste. The whole process of
this design uses the Design Thinking method, to facilitate the author in mapping, analyzing, until
the stage of development into an innovative idea.

2.1 Design thinking

Design Thinking is a human-centered approach to innovation that is taken from designer tools to
integrate user needs, technology, and business continuity elements (Brown 2020), divided into 5
stages including Empathize, Define, Ideate, Prototype, and Implementation. As for empathizing,
there is a process of collecting literature related to Nagasari as an inspiration and finding factual
data which becomes reference as well as keywords for planning, while the define stage is the
problem identification of disposable packaging waste that needs improvement. Furthermore, in
the ideate stage, the selected elements are developed into a creative concept in the form of a
visual identity sketch along with the system development stage or delivery feature. The prototype
stage involves making system simulations as well as product testing by users, measuring system
effectiveness, convenience, and other related matters are carried out. If the system is functioning
well and users feel comfortable with the product, it will proceed to the implementation stage to
prepare a ready-to-use finished product.

3 RESULT AND DISCUSSION

Looking at results from the accumulation of related literature, Nagasari’s physical and philosoph-
ical elements are obtained. Physical value’s form is visible, for instance, the cake is wrapped in
environmentally friendly packaging, as banana leaves can be recycled. Meanwhile, the philosoph-
ical or non-physical elements are taken from the perspective of mythology and history-related
element values of this traditional cake, including raiser, balance, and the universe. All of these
discovered elements become a unified identity which is the inspiration for designing sustainable
system innovations to overcome the disposable packaging waste problem. Following figure is a
design concept mapping collaboration between Nagasari’s value and elements commonly used by
the market, i.e technology.

As we take a look at five stages of the design thinking method, currently the design process is
at the ideate stage, with the final result in the form of a strategic creative concept, and research
development can advance to the next stage. Referring to the discovery and analysis above, the
concept of the design idea will focus on how to change the pattern of using disposable packaging
into reusable packaging to keep food contents hygienic, by adapting delivery-order patterns that
are still handy for users. Thus, the objective in designing this system is to build waste-free delivery
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Figure 2. Design concept mapping.

service by reducing disposable packaging waste such as plastic wrap, food wrap, plastic cups,
straws, and their derivative products. Its strategy is picking up used packaging before heading to
the place of food purchase, starting with scheduled daily catering so that the distribution of food
and packaging can be taken into account.

The target market for this service user is urbanites who live in big cities, as their profession
requires fast-paced and scheduled working hours or activity patterns but are keen to adopt an
environmentally-friendly lifestyle. This service system will accommodate the need for food delivery
under the name Nagasary.id which stands for National Green Action System and Delivery. Its name
is expected to elevate the traditional market snack globally, apart from being known as a system that
supports environmental action, and also maintains the cultural identity and values of Indonesian
culinary.

Option 1: Reusable Packaging is accommodated by Nagasary.id
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Figure 3. Alternatives of innovation on food delivery order system.

4 CONCLUSION

Along with the rapid technological advancements, Nagasari’s values can serve as an inspiration for
the food delivery innovation system which already has been a community mainstay service with all
of its conveniences. Nagasary.id is one of the concepts offered in the hope to connect people who
already are used to ordering food online but do not produce any disposable packaging waste. This
concept has a great opportunity to be developed in further research, to follow up on the maturity of
the system, order flow, and branding strategy so that Nagasary.id can be applied not only to food
delivery services but also to all other lines of delivery industry.
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ABSTRACT: The development and growth of the students, who increase every year, at the Junior
High School (SMP), related to the COVID-19 pandemic and learning activities, must continue to be
carried out. It is necessary to redesign the learning methodology for efficient learning. Until now,
the design only focused on improving the class according to the capacity of students. The benefits
of this design can be used by the school as a guide in designing classrooms with the aim of holding
face-to-face learning as well as maintaining health. In addition, the design is also needed so that
the layout can provide fulfillment of health values, especially those related to the needs of the new
normal in teaching and learning activities. This research and design were carried out using a case
study method at the Firdaus Open Junior High School in Arcamanik — Bandung. The final result of
the design produces an alternative floor plan for the entire room consisting of a classroom, teacher’s
room, and custom furniture adapted to the results of the analysis of seating needs determined from
user behavior during the pandemic and after the pandemic.

Keywords: Public Junior High School, Class Room, Layout, New-Normal/Post-Pandemic
Conditions

1 INTRODUCTION

Firdaus Open Middle School in Bandung is located in J1. Paragliding No. 2, Cisaranten Endah, Kec.
Arcamanik, Bandung City, West Java 40293. This school is located in the middle of a residential
area and is a medium-level community education facility that prioritizes the value of life as the
basis of education. The number of students is increasing every year, and expanding the school’s
coverage to surrounding areas outside the Arcamanik environment requires careful planning so that
education can take place efficiently according to the objectives of the Small Matahari Organization.
The following are the locations and environmental conditions of the Firdaus Open Middle School
in Bandung.

Interior of the class situations.

Source: Private Document.
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During pandemic students are prohibited from studying in class and are required to continue
learning online. However, this is hampered due to limited data coverage and different financial
capabilities. So to deal with this issue, in this study, a redesigning of the learning area will be
carried out so that students can still study in class and have activities in the area around the room.
Judging from the school area development plan, the foundation wants to maintain the learning area
and supporting facilities as a place for teachers and students to work. This design focuses on student
learning areas that can be used both during a pandemic or after a pandemic (new normal), so users
will still feel safe and protected when doing activities around the classroom. The design does not
only change the classroom area but also redesigns the teacher area, toilets, library, and warehouse.
Redesigning was also considered for custom furniture and classroom equipment in response to the
pandemic in terms of room and classroom furniture.

In addition, other problems faced are the need for designs that put forward the theme of health,
especially in dealing with the new normal and the comfort of students in the classroom, as well
as the need for a sustainable site design between existing buildings and new buildings, namely
classrooms so as to create a healthy, safe, comfortable, and in accordance with the functions and
needs of the Firdaus Open Middle School. In the context of designing safe and healthy schools for
face-to-face schooling, it is important to limit the number of students and determine the maximum
duration of each lesson. As per the green building council book, healthy and comfortable schools
during the pandemic and post-pandemic are schools with natural ventilation. To create a conducive
school environment during pandemic, two main aspects must be considered; First, reduce the
chance of the spread of the virus in the school environment. Second, maintain and improve the
comfort of the study room for students and teaching staff. Users who feel comfortable when doing
activities in buildings have been proven to increase concentration in learning and reduce symptoms
of sick-building-syndrome that can interfere with the body’s immunity.

2 RESEARCH METHODS

In this research, the method used is a case study. The problem is based on the Firdaus Open Junior
High School in Bandung, which is analyzed in terms of the interiors and exteriors of the building.
After studying the case, the researcher conducted a survey on the existing location to find out the
atmosphere and original condition of the building. During the survey, taking pictures and videos
was also carried out as documentation data collection. In addition, researchers also conducted
interviews with school partners represented by Mrs. Kansa to obtain complete and detailed data on
the actual condition of the building needed. When all the data is collected, the researcher continues
by analyzing and sketching alternative designs as solutions to existing problems. From the data
obtained, the available classrooms can accommodate 45 students from three classes, 10 teachers in
the teacher’s room, library, warehouse, computer lab, creativity room, and one restroom for girls
and one for boys.

3 RESULT AND DISCUSSION

This research was conducted regarding the increasing number of students enrolling in open schools
but limited space and unsupported learning facilities. The arrangement of furniture in a room can
affect human movement, thus it becomes the basis for this design rule (Nurkamalina 2018). The
importance of this research is also increasing the need for responding to the pandemic, to create a
proper learning area in terms of the size of the room, learning facilities, and student comfort when
in the classroom during the learning process. One of the data obtained from the interview process
is a building plan that will be processed into a three-dimensional design.
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Before After layout plan.

Source: Private documents.

The design of student classrooms is intended to meet the current number of students at the Firdaus
Open Middle School, and all students can study comfortably. The use of environmentally friendly
designs and materials is also one of the considerations in the planning of this class building. This
is in accordance with the journal, which states that the material in the room can affect the growth
and development of children. Especially during this pandemic, direct study area arrangements are
needed so that children can still feel comfortable during the learning process in class and the health
of children and teachers is not compromised (Rahmawati 2019). Thus, a class solution was created
as shown below:

Design alternative for classroom.

Source: Private Documents.

For the minimum distance setting and the rules of social distancing used in this design during
pandemic, refer to the book “Manual of Physical Distancing: Space, Time, and Cities in the
Era of COVID-19”. In addition, Safe and Healthy Return to School during the pandemic and
post-COVID-19 pandemic by Green Building Council Indonesia is also used in the design of
learning areas, teacher rooms in particular (Lewis 2020). The teacher’s room was also rearranged
to maximize the number of teachers who could use the room at one time. Like the classroom,
the teacher’s room is also designed in advance because it has to change all furniture positions.
In the student seating section, there is a 40-cm per table rule in the student seating section and
table size of 60 cm x 40 c¢m for each table. Thus, each classroom accommodates 15 students
and 1 teacher. Indeed, in the standard of maintaining distance, this is a bit too close together.
Therefore, the provision of partitions on the right and left sides of the table helps reduce the spread of
droplets.
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Design alternative for teacher room.

Source: Private documents.

The skills room and computer room were also rearranged as part of the Firdaus Junior High
School redesign. The space was maximized so that students could do their best and develop cre-
ative ideas. In the skill room, a large shelf was added to store students’ work that is being done
or has been completed. The design of this skill room also takes the arrangement of the work stor-
age area. These are made with open shelves or glass cabinets in air-conditioned rooms or rooms
with good air circulation (Hindarto & Honggowidjaja 2016). The library has not changed much.
Maintaining several bookshelf positions in the room and maximizing the function of the space by
adding a computer desk that can be used by visitors to access books and information digitally.
Books are compiled based on related subjects. In the teacher’s room, which previously could only
accommodate 8—12 teachers sitting next to each other, currently, the teacher’s room accommodates
12 teachers with a more organized and directed seating layout. Of course, it is also regulated by
the use of partitions on each table to prevent the spread of droplets.
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Design alternative for creative room.

Source: Private documents.

Design alternative for library.

Source: Private documents.
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Furthermore, dead space functions such as in warehouses and toilets were revived to maintain
them. In the warehouse, there is a storage rack attached to the wall so that when you want to store
things you don’t lie and scatter on the floor. The toilet is provided with additional sinks and a
replacement of ceramic material so that it is not slippery, thus preventing any accidents. Toilets are
divided according to gender. The hallway provides an open corridor with an overhang for shading
and wind direction, openings in the form of a net that can provide cross ventilation. With the
arrangement of classroom settings and several supporting rooms in the school, it is hoped that
it can maintain users’ health, increase students’ imagination and creativity, and maintain users’
emotional intelligence during the ongoing pandemic. This is related to the discussion in the journal
Designing Learning Spaces with the Approach of Improving Children’s Creativity and Emotional
Intelligence and Imagination and Creativity in Childhood, Journal of Russian and East European
Psychology (Rastegar & Charehjoo 2017).

4 CONCLUSIONS

In the implementation of this research, there were several obstacles, namely the difficulty of
conducting face-to-face meetings with the school or community and direct site surveys due to
the COVID-19 outbreak. Hence, there were some initial errors in data collection. This can be
minimized later with additional information about the existing condition of the building obtained
from the school to provide an overview of the conditions in the field. In addition, in the middle
of the community service process, partners from the small Matahari social community were very
difficult to contact and retrieve lost news to discuss the final design directly. Finally, they were
contacted even though it took a long time. At the sharing session stage, the discussion was also
tense because it was hampered by signals from the school. Hence, the time to start the discussion
was pushed back up to 3 hours. In the process of making the furniture that will be judged, there was
a problem with material communication with the craftsman, so they had to change the material,
and it was resolved properly. This research takes longer in discussion because several times it is a
little bit constrained in terms of problems of each member.
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ABSTRACT: After the pandemic Covid-19 strikes, bicycle as a mode of transportation has
become a trend in achieving a healthy lifestyle. Bandung city government has already provided the
3rd generation bike-sharing system. Unfortunately, trends in using bicycles do not significantly
impact the use of bike-sharing, and people tend to buy a bike instead. This research aims to find
whether aesthetic features of colour and bicycle type affect the interest in using bike-sharing. The
data was obtained in a qualitative method using a stated preference questionnaire, followed by
interviews of Bandung bike users. The results show differences in the preferences of the colour
chosen than the available bike-sharing, but not type of bicycle. The type preferences are different
between the aim of the bike user in using bicycles, whether for sport or commuting. The result of
this study can be used as a reference for the bike-sharing provider.

Keywords: bike-sharing, bike colour, public bicycles, bike model

1 INTRODUCTION

The use of bicycles suddenly arose after the pandemic of covid-19. The semi lockdown in Indonesia
called PPKM is an abbreviation for restriction on community activities, making the streets not
congested with the traffic. People use this situation to ride their bicycles to work and do sports.
Besides the reason for no traffic congestion, it is also correlated with a healthier lifestyle. Doing
cycling boosts immunity, with a 28% lower mortality rate on the body mass index for people who
cycle to work (Ege & Krag. 2005). A common problem like the infrastructure where most of
the roads or streets in Bandung are not suitable for bike lanes; only 42 out of 151 are qualified
(Weningtyas et al. 2015). However, this situation does not affect the trend of the use of bicycles.
Hence, considering the trend, the Bandung city government that provided 350 bicycles in the
bike-sharing system has no significant growth in the user during this pandemic. The trends in using
bicycles only have a minor impact on the use of bike-sharing. People tend to use their bikes; even
those who do not own bicycles prefer to buy their own instead of using the bike-sharing system
provided. Therefore, a question has been raised about whether the aesthetic features of colour and
the type of bicycle used in the available bike-sharing in Bandung impact consumer preferences?
Does it become one of the reasons why people prefer to buy than use the bicycle sharing system?

1.1 Bandung bike-sharing

Bike-sharing is a bicycle rental system that allows no cost to pick up a bicycle at one point and
return it to a different place, where the bike can be rented to another (Castro et al. 2010). Created
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by GIZ — a Sustainable Urban Transport Project, the Public Bicycle Schemes system (PBS) is a
renting bicycle by the scheme for a fee or free of charge. This system is convenient because the
user can get the bike anywhere and does not have to return it in the first place (Kodukula 2010).
Bike-sharing in Bandung itself started to operate in 2011. The 1st generation bike-sharing system
in Bandung was initiated under the name Bike.Bdg. However, the community has not adopted the
transportation system to carry out daily activities. The rental registration system is still separate
between the stations. It is still done manually by depositing an ID card or other identity card,
paying rent, and the user must return the bicycle they use to the origin station. Then in 2017,
bike-sharing Bandung improved with 3rd generation named Boseh. Boseh is an acronym for Bike
on Street Everybody Happy, which means: Bikes on the streets and everyone is happy. The word
“Boseh” literally means the word bicycle pedal activity, another term that is also often used by
cyclists is the word ride. This new bike-sharing system has simplified rental registration and has
already adopted digital systems. Furthermore, the user or renter does not have to return the bicycle
to the first station, and the station itself has been placed in numerous places. The main reason for
the bike-sharing in Bandung itself is to reduce traffic and allow people to use bicycles as public
transportation integrated with other public transport, so personal vehicles could be reduced.

Figure 1. The Boseh Bike-sharing station in Bandung.

1.2 The bike-sharing (Boseh) user in Bandung

Boseh user data shows that the users mainly used bicycles on weekends. From May-August, monthly
data shows that the user rises around July during the school holidays, and the number drops again
when the school holiday is over. To sum up the figure, the users of Boseh use it on weekends and
holidays for sports or recreation. The habit does not work for going to school or the workplace.

Boseh User May - August
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Figure 2. Boseh bike-sharing user from May to August 2019 (Fenmala Af. 2019).

1.3 DBpe of bicycle and colour

The bike-sharing in Bandung uses a city bike used in the urban with frequent short trips. It is
also a bicycle that is used for everyday riding. A few things have to be concerned to provide a
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bicycle sharing system: the safety, well-connected network of cycleways, convenience, policies
to discourage car use, and a well-managed public transportation system integrated with cycling
facilities (Wang et al. 2014). Safety and comfort will be highlighted in the research because they
are crucial factors related to the bicycle’s colour and type. Based on the safety, the colour used
must be bright, and the yellow bicycle colour is the fastest spotted by the driver (Szubski 2017).
The fluorescent orange, yellow, and yellow-green were highest in perceived importance (Zielinska
et al. 2014). Fluorescent colour contrasts with the environment, and night riding will be safer. If
the bicycle colour is not included in the safest colour list, the bike should be completed with other
safety items such as lights or wearing a safety jacket when riding at night.

1.4 Colour in consumer preferences

Colour preferences are believed could affect the intended product and the decision to purchase, but
also the functionality of the product can make the personal colour preferences secondary (Yu et al.
2018). The survey result will be compared to the bike colour used by Boseh to the colour chosen
by the user.

2 RESEARCH METHODS

The research method used is a qualitative descriptive method by collecting data through surveys
and observations, analysing the survey results and providing conclusions from the analysis results.

2.1 Methods of data collecting

The surveys have to be spread among the bike rider to find the best data result. The other methods
also study literature about the bike type and the colour used in the bike-sharing worldwide. The
online surveys and field observations were carried out to collect data systematically. The data were
taken with the bikers passing by Djuanda Street. The online surveys gather information about the
bikers on working days and during the weekend. The collected data is about the preferences, colour,
and the type of bicycle found most used by bike users. It is believed the most suitable for the user
to ride daily.

3 RESULT AND DISCUSSION

3.1 The most chosen colour of the bike-sharing

The total number of respondents obtained in the survey is 122 respondents, where 40,2% were
female and 59,8% were male. The result has shown that the colour of the bicycle chosen mainly by
the respondent was grey. Both gender, men and women, chose the grey colour as the most preferred
colour. The second preference is green for men and turquoise for women. Blue colour is the colour
used by the bike-sharing provider in Bandung. Still, the blue colour is not prevalent in women from
the results. It is only the least preference the result for women and the number 6th of preference in
male out of the nine colours surveyed. From here, we can see that the blue colour itself—which is
not popular, must be affected the user, as the colour influences the consumer’s decision to use it. If
a bicycle is provided with the favourite colour of bikers, it may get the user’s interest first for them
to try and ride. For safety reasons, the bike colour is also surveying the fluorescent colour, and the
result stated fluorescent orange is the most chosen between men and women.

Because the favourite colour in Bandung people likely chose a natural colour or not the colour
that contrasts the environment. The use of the grey colour and green colour that has low contrast
in the city of Bandung must be completed with the other safety equipment.
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Colour Preferences in Bicycle
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Figure 3. Colour preferences in bicycle.
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Figure 4. Colour preferences in bicycle (fluorescent).

3.2 The bicycle type

The preference type of bicycle used by bike users in Bandung from the survey is a mountain bike.
This answer also reminds us that the road in Bandung city is primarily downhill and uphill with the
curvy road. They believed mountain bikes are best in use for the hilly route and also lightweight.
The city bike used for bike-sharing weighs around 16 — 23 kg, but mountain bikes weigh less. It is
approximately 10—13 kg only and could be the other reason people chose to buy their bike because
the city bike provided does not match the hilly road in Bandung and is more convenient in weight.

Bicycle Type Preferences
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Figure 5. Bicycle type preference to be used.

Another survey is about the reason for using the bicycle. The surveys found that the most popular
reason is doing sport and recreation. This contradicts the aim of the bike-sharing system, which
the objective was to provide a system for commuting. City bikes are also not designed for sports
but short distance trips and low pace rides. However, it could be the answer to why the use of the
bike-sharing providers has not significantly increased, and people tend to buy the bicycle that suits
them the type and the colour.
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Figure 6. Reason for using a bicycle.

4 CONCLUSION

The result of a preferable bicycle chosen by the user is a mountain bike, and the colour is grey. The
Bike-sharing system provided by Boseh is a city bicycle in blue colour, which could be why people
tend to buy their bicycles than rent from bike-sharing. As for the type of bicycle as most common
use is for sport and recreation the most chosen type of bike is a mountain bike, which is contrary
from the purposes from the bike-sharing which is for commuting and the also type of bike used is
city bike. The peak day for the user in bike-sharing Bandung is the weekend when they ride their
bike for sports and recreation.

Further studies, the use of colour and the type of bicycle should be analysed for the safety and
comfort of riding on the road of Bandung. The colour contrast with safety and the kind of bike that
matches the hilly Bandung road. Suppose the grey colour is used for the bicycle sharing system. In
that case, it has to be completed with the safety items or further research about the colour contrast
in the city of Bandung to test whether the bicycle colour is safe to use in the street.
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ABSTRACT: Social distancing has become a normal lifestyle in the current times. This also
has an impact on the work habits of creative people who still need a supportive environment or
ambience to embrace their imaginations when they create ideas during the creative process. The
environment situations that enrich imagination can come from various conditions and locations.
They could be workspaces or even public spaces that provide a dynamic and diverse atmosphere.
The focus of this study is the need to embrace environmental factors to get the best ambience,
which is considered to support the four stages of Wallas’s Creative Process. It is narrowed down to
the situations of the environment in public space, which could be obtained by the creative people
and keep becoming an attention to social distancing protocols. A case study observation is used as
the research method and design analysis in meeting the needs and behavior of users. The outcome
of this case study becomes the basis for the idea of designing a portable seat pad for personal use
in public space as the needs of creative processes in social distancing meeting.

Keywords: creative process, social distancing, new normal, portable seat pad, public space

1 INTRODUCTION

Creative people have their own uniqueness of working. Their work ethos has flexibility in pro-
cess, action, and evaluation (Best 2006; Cross 2011). The work environments of creative people
sometimes cannot be set at the rigid times and rigid office systems, making some creative people
not comfortable or not suitable for working at formal work culture. The situations of work envi-
ronments are usually needed to enriching the imagination. It comes from various conditions and
locations. They could be the workspaces or even the public spaces that provide a dynamic and
diverse atmosphere. Nonetheless, social distancing has become a lifestyle that is applied in today’s
society and also has an impact on the work habits of creative people. They have to adapt and adjust
the work habits into some regulations to maintain the distance when meeting other people and
maintain personal hygiene among each other.

On the contrary, creative people need to obtain creativity by going out to some spaces to enrich
their imagination of ideas. Wallas’ 4 Creative Stages (1926) are preparation, incubation, illumina-
tion, and verification. Each stage has variables to trigger creativity. As per se, reading is one of
the activities which could trigger the creative process. Thus, it is analyzing, perceiving, and inter-
preting some knowledge carried out by the reader to obtain the message conveyed by the author in
various kinds of written media. It can eliminate anxiety and worries about unintelligence. With a
lot of reading, a person can develop their knowledge and gain experience from the written stories.
Although this activity is doable anywhere, this research is focused on the outdoor reading activity
which provides a dynamic and diverse atmosphere for creative people to enrich their process of
ideation.

However, as it is mentioned above, social distancing and maintaining hygiene is a must nowadays.
How could we do that? What must we do to comply? Is it safe to sit for long hours in public for
readings? What can we use as our hygiene pads? Those are the questions in creative people’s minds
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when they try to embrace the need of a supportive environment or ambience to get the imaginations
when they create ideas during the creative process. With the constraints of a place to sit while
reading, and the difficulty in carrying seating pads when moving from one place to another, the
author proposed a solution by designing a seating pad to carry without difficulty. The seating pad
is designed using lightweight materials and it has small dimensions. So it can support outdoor
reading activities. The design requirements of seating pad are:

1. The seating pad is designed with small dimensions, is lightweight, strong, and effective
2. The material used is environmentally friendly
3. The seating pad is designed to make it easier for users to carry when moving from place to place.

2 RESEARCH METHODS

2.1 Methods of data collecting

In managing design problems in both processes and practices, the decision making is conducted in
the event of specifying design materials, working relationships, and ethical responsibilities (Best
2006). This is considered as meeting the needs of creative processes and social distancing, as the
reading activity could be done in public areas by applying social distancing protocols. Considerable
imagination is required by designers and can often be unpredictable in its outcome. This creative
process to manage design problems enhances divergent and convergent thinking, which are the
most crucial things in blending both concerns (Yudiarti & Lantu 2015, 2017). The techniques used
in data collection are interviews and observations.

a. Interviews were conducted with few participants as a sample group of the object research.
This technique is carried out to obtain more detailed information to find problems that will be
processed to solutions. The following are the problems found from the interviews, namely:

(1) Using old tarpaulins or tarps, or unused banners when reading. The participants only provide
used tarpaulins or banners to sit during outdoor activities, because there are no facilitating
products on the site. Tarpaulins were unfolded on pavement and used as a seat. Also bringing
a tarp is more practical than bringing a chair on a motorbike.

(2) Limited space for placing chairs. A tarp is only part of the sidewalk that can be used and can
be occupied by several people than using a chair because using chairs take more space than
they should on-site and it is also difficult to bring a chair from basecamp to the location by
motorbike.

b. Observations were conducted by going directly to the field, observing the activities carried out
by the participants, finding facts that support, and strengthening the core of the problem that will
include giving solutions to problems that are being experienced, starting with preparation for the
location, then preparing for activities at the location until preparing to return to the basecamp.

2.2 Analysis data

Triangulation facilitates validation of data through cross verification from two or more sources
by combining multiple observers, theories, methods, and empirical materials as the application
and combination of several research methodologies in the study of the same case or phenomenon
(Bogdan & Biklen 2006). This research triangulates the data collected, which are obtained from
observation, interview data, and documents (Figure 1). The observation was the major data col-
lection in this research; the literature review as the path of theming data collection to reshape the
model from the phenomenon occurred; and finally the structured interview as the confirmatory
data about the phenomenon captured in the observation stage.
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Interview Literature

Figure 1. Data triangulation.

3 RESULT AND DISCUSSION

The first consideration in designing a product is to determine the design aspects that will support the
creation of a product and ensure that it will be applied to the product. There are two materials used.
The result of comparisons or parameters with other alternatives materials, the product is designed
with mixed material, on the part of the product frame is made using stainless steel material and on
the base is made using fabric material which has higher water resistance, and is easily cleaned up.
Because the product is designed to be used for outdoor purposes so it must have the durability of
outdoor products.

The seating pad is applied with several systems. As the result of analyzing the system parameters,
a system applied is more practical, easy to carry, and simplified the roll system like rolling a mat.
Then it is added with a locking system that uses hinges or a fastening system after using the
product. Or more practical using the hook button and scrolled manually. It is used by unrolling the
pads and spread them out in the flat spaces. The product is designed for outdoor activities. It uses
weather-resistant materials, so during bad weather, it is easier to pack and clean. The product could
be placed on the sidewalk in a form of a flat cushion using a roll system for easy portability. The
product is designed to serve function as a seating pad during outdoor reading activities. Users are
provided with seating pads so they can read books comfortably in public areas.

3.1 TOR

a. Product Description
A seating pad is designed and inspired by a soft and comfortable prayer rug used by Moslems. The
materials used in the design are using stainless steel, fabrics with a high level of water resistance,
and natural materials. The materials are selected based on the function and usefulness of the
product that meet the criteria of outdoor activities. The packing set of the pad is designed in
small dimensions and enlargeable dimensions when it used. The product uses a roll system
accompanied with a lock. The product is design with selectable colors based on the user’s
preference.

b. Design Considerations
Products made with a minimalist and elegant concept. As the percentage of materials, 75% of
all parts of the products used are of water-resistant fabrics, 5% of stainless steel, and 20% of
natural materials (Rattan). The shape of the product is like a roll cake, with a roll thickness of
30-50 cm and a seat width of 40-60cm, using automatic roll system and strong lock. The use
of materials affects the weight of the product.

c. Design Constraints
The materials used are those that are easy to maintain, such as some water-resistant and weather-
resistant level fabrics and materials, lightweight steels, and additional Rattan materials. The
materials are chosen to give the high-level durability for outdoor use. Thus, the system used is

63



the roll system, because it is simpler and more practical. If you use another system, it will not
necessarily facilitate activities.

4 CONCLUSION (VISUALIZATION PRODUCT)

Roll Out
Seating Pad

Combination of

natural motif

and color that
doesn't get dirty easily

Lock

Compact Upfront

Size

Strap / Handle to carry
Figure 2. Seating pad (magic bag).

As the necessity of meeting the Creative Process needs in Social Distancing protocols, as per se
the reading activity in pubic area, this study proposes equipment to provide the same. Portable seat-
ing pads were designed for personal use in public spaces. A seating pad is made with a minimalist
and elegant concept with automatic roll system and lock. It is inspired by a soft and comfortable
prayer rug and designed using high-level water-resistant fabrics and materials. The choice of mate-
rials supports the function and usefulness of the product that will be used outdoors. The use of
materials affects the weight of the product for compatibility and easiness to carry. Because the
seating pad is need to have a small dimension in packing and cover a board spaces when it used.
It is designed using materials that are easy to maintain and weather-resistant to prolong the use of
the product outdoors.
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means of forming subjective well-being
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ABSTRACT: This study aims to formulate interior elements that can produce an ideal design for
a bedroom space. Our responses to the design of spaces are sometimes conscious and sometimes
unconscious. Interior design is able to support the well-being of occupants but not provide it.
This research is a pragmatic research called mixed methods. The data was obtained by conducting
a literature study and field observations through the distribution of online questionnaires. The
results of the study show that suitability with activities, room size, completeness of facilities, space
atmosphere, and accessibility are attributes of the ideal bedroom, which are considered the most
important variables that must be met to produce the subjective well-being of the occupants of
the room. The information collected is expected to increase knowledge related to environmental
psychology science to become the basis for planning interior space design, especially for the
adaptation period of new habits after the pandemic.

Keywords: ideal bedroom, well-being, interior design, framework positive design, place
attachment

1 INTRODUCTION

Our responses to interior spaces are sometimes conscious, sometimes unconscious; most of us
have clear opinions about tastes that we can define, but many of our reactions to space take place
beneath the surface, planned and tied to our instincts for safety and stimulation. Never has this been
more important than during the coronavirus pandemic, when the entire world seemed to be mired
in anxiety. The ongoing pandemic has disrupted the daily routines of billions of people worldwide,
forcing everyone to sit back and do everything from home. But, perhaps more than anything, the
pandemic has pushed us past a tipping point when it comes to health and well-being. This pandemic
makes us feel interior space is the only thing we have to keep us safe (Clark 2021).

In fact, every individual’s home needs to feel like a sanctuary from the rest of the world. So
this psychology must always reflect good design (de Button 2007). A good space design will be
closely related to the welfare of its users. Well-being is a condition where there is a feeling of
wellness and happiness in all three parts of the self, wherein the body feels light and healthy,
and the mind and emotions become clear (Grigoriou 2019). Interior space as the most important
area that can protect humans today must ultimately be able to meet the welfare of space users. A
‘built environment’ always consists of various levels or ‘skins’: architecture, interior architecture,
and interior architectural objects. Together, these skins form a ‘whole’ that can be understood and
controlled, but must also be inspiring, meaningful, and empowering from the point of view of
the people who inhabit the space (Ann & Pohlmeyer 2014). The multi-component character of
happiness is reflected in the design literature: different initiatives focus on different components
of subjective well-being (Desmet & Pohlmeyer 2013).

This study aims to formulate interior elements that can produce the ideal design of bedroom
space. The background variable used is the point design for pleasure, one of the positive design
component frameworks by Desmet and Pohlmeyer (2013). The design for pleasure is described as
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happiness that comes from enjoying the current state. A particular well-being can be attained by the
amount of one’s occasional pleasure. The focus is on the here and now, the existence of positive affect
and negative affect. The measurement itself is formulated by asking for residential satisfaction and
the criteria for the respondent’s dream room. This is done with the idea that residency satisfaction
is closely related to the happiness that comes from enjoying the present moment. In addition, the
significance of a place can encapsulate the feeling of emotional closeness and aesthetic pleasure
that is more abstract, especially in a space that is very private. In many ways, all the richness of
environmental meaning is magnified in private areas which are often considered to have special
personal meanings and reflect broader cultural values (Canter 1995).

Residential satisfaction, and one’s attachment and love for a place or residential environment
(place attachment), are important concepts in Environmental Psychology (Altman & Low 1992;
Bonaiuto et al. 1999; Sundstrom et al. 1996; in Mustikawati & Ernawati 2010; Tognoli 1987).
For this reasons, the sense of comfort in the bedroom is used as a reference, the extent to which
a person is satisfied with the private space in the space he occupies. The more he feels he has a
sense of belonging, the more likely the occupant will have a high attachment to his bedroom. The
choice of room space as a case study area refers to earlier research from Rachman and Kusuma
(2016), which identified the type of place that made the most comfortable. Where the results are
that the house and bedroom are the most comfortable types of places. The fact that modern humans
spend approximately 90% of their life in indoor spaces is also reflected in the road map model of
coexistence with covid during the adaptation period of new habits which explains that people with
COVID-19 will be allowed to recover at home, so there will be less concern about the healthcare
system being stressed. Besides the demand that people who feel sick have the awareness to stay at
home and prevent employers from faulting them, this research is considered relevant. The position
of this research is the initial research to be used as a basis for the next stage of research.

2 RESEARCH METHODS

This research is a mixed-methods study (Creswell 2002) with one time setting of cross-sectional
studies and the number of contacts (Kumar 2005). The sample analyzed is the result of the analysis of
data collection in one contact with the respondent through the distribution of online questionnaires.
This technique is considered quite in accordance with the position of the research, which is in the
early stages, where this method allows data to be generated in a short time and covers a wide
population of data.

2.1 Methods of data collecting

In this study, the literature study data (secondary sources) were collected from scientific journals,
articles, and theories derived from literature books. This data is used to find the theoretical basis
and determine the research variables as for the primary data collection method using the online
questionnaire distribution method. Questionnaires are intended for groups that have been deter-
mined and have qualifications as part of the research sample, i.e., male or female aged between 18
and 40 years. Sampling itself uses a non-random/probability sample method or has been directed
from the beginning of the study using the accidental type, where the selected sample is anyone
found by the researcher and meets the sampling requirements. At this stage, the writer acts as a non-
participant (Kumar 2005). There were a total of 106 respondents who filled out the questionnaire,
with the youngest age being 16 and the oldest being 40. In addition, there are 7.5% (8 respondents)
male and 92.5% female respondents (98 respondents). The ages 18-21 is the age range of the
highest respondents who filled out the questionnaire (27 respondents), the next range is 27-30 (26
respondents), and the next is 21-24 (21 respondents).
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2.2 Methods of data analysis

This research is categorized as descriptive research (Kumar 2005). The data analysis method used
is mixed method analysis (Creswell 2002). The questionnaire was made by formulating the results
of a literature study. Furthermore, the results of the questionnaire were analyzed using a frequency
distribution diagram. After that, the resulting diagrams are given a descriptive interpretation based
on the variables that have been determined. To enrich the results of the analysis, the authors also
collect secondary data in the form of theories and results of earlier research to enrich the description
of interpretation.

3 RESULT AND DISCUSSION

3.1 Result

According to Generreux, Ward & Russel, 1995, the internal representation of a place, or the meaning
of a place, can easily be considered to involve at least three different types of knowledge, including
(1) knowledge of the objective attributes of a place, (2) knowledge of its affective qualities, and (3)
knowledge of the behavior that occurs in the place. The private space referred to in this discussion
is an individual’s zoning strata level, in that area, a person has privileged access to territory, so
it is assumed that he can do whatever he wants, namely the bedroom. For the criteria for a room
that makes the user feel at home are that a room is comfortable, the territory of the occupants can
be controlled, and allows the occupants to be responsible for space. Room comfort is manifested
by feeling calm, safe in activities, able to rest well, and psychologically comfortable. So from the
information above the author formulates it into Table 1 below:

Table 1. Formulation of concepts, indicators, and variables that prove that interior design has a role in creating
place attachments.

Source Attachment Assessment Concept Formula (Place Attachment)
Generreux, Ward & Knowledge of its Knowledge of the Knowledge of the behavior
Russel, 1995 effective qualities objective attributes that occurs in the place

of a place
Rachman & Comfortable room Allows residents to be The territory of the occu-
Kusuma, 2016 responsible for the space pants can be controlled

Rating Indicator

Groat, 1995; o Familiarity e Belongingness e Control/Freedom of
Korpela, 1995 expression

e Memories e Value/ preferences e Privacy

e Purpose e Idea e Activity

e Feature of the place e Conception of behavior e Humanization

From the table above, it is explained that yellow columns are concepts that are directly related
to interior design aspects. This is evidenced, among other things, by the statement of Rachman
and Kusuma (2016), which explains that the indicator of the completeness of facilities (feature of
place) consists of measurable variables, such as furniture, facilities, and entertainment facilities,
which is realized, for example, with complete and comfortable room furniture or the existence
of internet access. Or an attractive room design becomes a variable for the criteria for staying in
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the room. These factors are then used as variables in determining the questionnaire questions. In
general, this stage is the stage of processing qualitative data.
3.2 Discussion

Every design work always has a successful reference, as well as the bedroom. The following is a
formulation of things to consider when designing a bedroom (Figure 1):

Favorite features of the bedroom

Room size 44 (36.7%)
Design to suit desire 40 (33.3%)
Completeness of facilities 43 (35.8%)
Room atmosphere 43 (35.8%)
Accessibility 43 (35.8%)
Scenery 19 (15.8%)
Nostalgic feeling 19 (15.8%)
Fumniture layout 31 (25.8%)
Suitability for activity 58 (46.7%)
Everything is important 30 (29%)
0 20 '] &0

Figure 1. Favorite features of the bedroom diagram.

From the preference diagram above, it can be concluded that in determining bedroom design
preferences, the main thing to consider is the suitability with activities (form, follow, and function)
followed by the completeness of facilities, room atmosphere, and accessibility. In addition, the
control they have over a room and the feelings of attachment of each individual are different, for
example, can be seen in the diagram (Figure 2) below:

Bedroom Designer
Designer

Me and My partner _
Parents

Myself

Mot designed

Figure2. Diagramshowing the respondent’s position in the bedroom design process that is currently occupied.

The diagram above illustrates that the control factor is very influential when it comes to a
person’s freedom of expression, one of which is in designing a bedroom. Most of the respondents
who are single can freely determine the changes that will be made, in contrast to when someone
already has a partner or is married. The function of the bedroom is no longer private so that in
determining the design, or changes to be made, someone will consult with his partner. Likewise,
for respondents who are still at the student age, most of the bedrooms are designed by their parents,
so they must consult with their parents when making changes. This is required by several answers
to the questionnaire respondents. An example is a respondent no. 27 who is single and designs his
own bedroom. He admits that in his room, he can freely place attributes and designs according to
his wishes. This was done because according to him, no one would object if he made changes to
the design of his bedroom. In contrast to respondent no. 40 who works as a housewife and designs
bedrooms by discussing with her partner, even though she feels her partner will not mind if she
makes changes to their bedroom space, she still limits herself and consults when buying attributes
for the bedroom or making changes to design. The condition of her room she told was different
from when she was single.
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Thus, it can be concluded that the more control the room owner has, the higher his courage to make
changes or add and replace attributes in his bedroom. Conversely, when we do not have full control,
there are other individuals whose feelings and needs must be considered so that the freedom to make
changes and describe personal identity will be increasingly difficult. Associated with attachments
are likely to be felt more when the occupants have great control over their bedrooms. The results of
this analysis are in accordance with the statement in table 1 where control/expression of freedom
is a factor that affects attachment. More broadly, in the context of eliciting subjective well-being
factors, this variable is closely related to design for pleasure (Desmet & Pohlmeyer 2013), where
occupants can more broadly be associated with one of four distinct types of pleasure that people
may seek in human-product interaction, namely the physical aspect.

4 CONCLUSION

The research shows that suitability with activity, room size, completeness of facilities, space
atmosphere, and accessibility are attributes of the dream bedroom, which are considered the most
important variables that must be met to produce the welfare of the occupants of the room. The
criteria for the ideal room to produce subjective well-being for its users are more specifically stated
by some unique keywords by the respondents. Among them, there is complete furniture to support
activities, has many pillows, and and be used to rest as well as work (category according to activity).
In addition, the large size can be used for children to run (category of room size), aesthetic, elegant,
good ergonomics, and is minimalist (the design category as desired), as well as good lighting,
large window sizes, earth tone room colors, and choose a certain style (space atmosphere). All
the information collected is expected to increase knowledge related to environmental psychology
science to become the basis for planning interior space design, especially after the pandemic period
or facing a period of adaptation to new habits (new normal). This is important because it is suspected
that people will still be advised to stay at home a lot so that the dwelling automatically functions as
the main shelter, which must be the best place to provide a sense of security. The author is aware
that there are many shortcomings in this study. Because this is still preliminary research, the next
research is planned to deepen the search for aspects that affect wellbeing by using a positive design
framework as a whole. And also to take more samples so that the results of research dissemination
can be more valid. In addition, in further research, the current criteria factors can be adjusted and
discussed at each point in accordance with the rules of 10 Well Concepts for Achieve Well-being
for Well Certification.
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ABSTRACT: The role of a house in human life is not just a place to live in but also in forming
the shape of human life. However, in displacement cases where many houses can no longer be
inhabited by various forces, this attachment is severely damaged. The psychological damage caused
by force-displacement affected thousands of households in the 2006 mud-flow disaster in Sidoarjo.
Therefore an attachment with a new house needs to be built. This paper explores how displaced
persons perceived their new settlement and what factors significantly influence people’s dwelling
on forced displacement cases. A set of questions and questionnaires were given to displaced persons
who were the victims of Sidoarjo Mud-Flow. From this research, we found that besides the length
of residence, so many factors stimulated the sense of places such as social bonding to community
and environmental compatibility that led displaced persons to dwell in their new environment.
However, there seems to be a lack of sufficient consideration concerning the psychological needs
of affected people for the decision-making of relocation shelter.

Keywords:  dwelling, place attachment, relocation shelter

1 INTRODUCTION

Dwelling is safe in a safe place (Norberg-Schulz 1979). While it is a primary or basic condition
of humanity, dwelling also can be built to be a meaningful relationship between humans and their
environment (Norberg-Schulz 1985). Discussion of the meaning of home and dwelling has been
debated over decades and its meaning can differ from physical and abstract (Coolen & Meesters
2011; Sixsmith 1986). Its existence affects the well-being of human life.

Meanwhile, in forced displacement cases where disruptions are caused by external factors such
as natural disaster, armed conflict, or man-made disaster, there is a significant impact on the psy-
chology of victims or Internally Displaced Persons (IDP) (Erol & Munir 2005; Morina et al. 2018).
In forced displacement cases when the displaced community gets thrown away from their natural
environment caused by disaster, they need an immediate alternative environment for survival. This
temporary settlement and dwelling lead to forced adjustments.

Sidoarjo Mud-Flow erupted at the end of May 2006 and affected more than 14.000 households
(Badan Penanggulangan Lumpur Sidoarjo, BPLS 2010). For more than fourteen years from the
initial eruption, all of the victims have been relocated to several places. Length of stay in a new
settlement can be measured by a place attachment scale to look further at what makes Internally
Displaced Persons (IDP) feel at home in a new settlement. Relocation of the victims did not come
in an easy way, there were some cases where a victim did not want to move to a disaster relief
shelter and be relocated to a semi-permanent shelter. This raised a question that if the factors such
as place of attachment in a new settlement after forced displacement be a ground element for the
adaptation process, which in the end fosters a sense of attachment.
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1.1  Place attachment in dwelling

Some results in research written by Scannel and Gifford (2017) stated that the benefits of bonding
of people and place can make up on memories, sense of belonging, relaxation, positive emotions,
activity support, comfort-security, personal growth, freedom, entertainment, connection to nature,
practical benefits, privacy, and aesthetics. Place attachment is directly related to the concept such
as sense of belonging to the community, sense of coherence, sense of security, and confidence and
older adults with a positive sense of place have better well-being (Afshar et al. 2017; Rollero & De
Piccoli 2010).

In general, place attachment is linked to the well-being of people who experience this sense and
causes physical health problems, lower grades, sadness, and longing when disrupting like in cases
of forced displacement (Fullilove 1996; Scannell & Gifford 2017b).

1.2 Place attachment in displaced persons

Internal Displacement Monitoring Centre (IDMC) reported that 17,188,000 people around the
world became displaced persons as a result of the disaster in 2018, stretched from drought in
Afghanistan to flood in Nigeria. In Indonesia alone, the record states that 445,000 new displaced
persons caused by an earthquake in Lombok Island in 2018. Disaster relief shelters significantly
impacted death reduction and vulnerability towards affected people after the disaster (UNDRR
2019). The post-disaster shelter is more than just a roof. It becomes the grass-roots motivation
of survivors, their families, and friends (Ardizzola et al. 2017). According to UN/OCHA/ESB
(2006) stated by Bashawri et al. (2014), housing shelter must cover basic needs of livelihood with
underlying principles that all households have a right to adequate, appropriate, and safe shelter. All
households have a right to access housing options that best suit their needs and desires (Hodkin
2014).

After surviving, the existence of DR (Disaster Relief) shelter became the very first act in the
post-disaster period. Typically a home is associated with strong feelings of security and safety
developed by recurring activity bound to a sense of stability (Altman & Low 1992). When this
bond gets disrupted by disaster, the sense of stability along with a sense of security and safety
brought by the existence of home gets damaged along with the loss of residential buildings. And
this causes a change in a psychological state of an individual who experienced forced displacement.

2 RESEARCH METHODS

The method of this paper is qualitative method with descriptive analytic on depth interviews of
selected participants. Participants must dwell in disaster-affected areas and displaced persons should
be those affected by Sidoarjo mud-flow disaster. An interview must be conducted with displaced
people to know their perception of home, their attachment to the old house (affected area), and the
new house (after relocation). This method is most suitable for analyzing the underlying meaning
of the home of Internally Displaced Persons (IDP) and their attachment to their houses. Several
factors need to be looked at, which are the length of residence of the old dwelling in the affected
area and the length of residence of the new dwelling. These factors are crucial in analyzing the
depth of their attachment to places.

The bonding that increases attachment to places consists of place interactions, place identity,
place release, place realization, place creation, and place intensification (Scannell & Gifford
2017b). These bonds can be built using aspects that act as predictors to increase place attach-
ment, such as the physical (rootedness) aspect and social (bonding) aspect (Kamalipour et al.
2012). Suspected factors are being tested and questioned to each participant. Place attachment
factors in the old and new settlements are tested to see which settlement has a higher score. A set
of questionnaires are studied and analyzed to know which factors have a higher contribution in the
making, growth, and development of place attachment.
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2.1 Methods of data collection

There were four participants in the age range of 40 to 51 years, with three females and one male
from three different affected areas; Jatirejo, Porong, and Gempolsari. Interviews were conducted
in an open setting with the help of a Javanese language translator.

Data collection was limited to depth interviews with a set of ten main questions. The categories
are shown in Table 1. The questions were not limited to open discussion on those topics and further
questions were made on personal experience on relocation after they became victims of Sidoarjo
Mud-Fluw. During the interview, participants were open in sharing an intimate story when we
brought a distant memory of home.

Table 1. Categories of main questions.

Categories Topic
Factors Location
Building

Environmental Facilities

Surrounding Environment

Neighborhood (community)

Accessibility (to the main road and other city facility)
Variables Perception on Force-displacement Condition

Feeling at Home on Old Settlement

Feeling at Home on New Settlement

Length of Residence in Affected Area

Length of Residence in a new settlement

Other variables (personal experience)

Apart from four main participants, a set of questionnaires was distributed to 30 participants to
test the score of emotional attachment in the old settlement that was affected by disaster and in
the new settlement after relocation. This comparison is needed for knowing which aspects have a
higher contribution in increasing the attachment of places and speeding up the adaptation process
after relocation.

3 RESULT AND DISCUSSION

Place attachment is a bond of people with places that occurs because of a collective concept that
shapes the sense of place and gives meaning and value to the experience of places (Altman & Low
1992). An attachment is not a unitary concept but made up of independent dimensions that allow
four forms of attachment to be defined such as social attachment; institutional ties, social activity,
local intimate, and affective attachment (Lee 2003). One of the participants stated that an emotional
eruption was experienced when they were reminded of the old settlement. The length of residence
in the new settlement affected the depth of emotional attachment to the new environment, but this
may differ from case to case depending on personal experience. The community had a big and
important role in some of the victims of Sidoarjo mud-flow. A few numbers of victims chose to be
relocated to the same area with the same neighborhood.

With a wide range of meaning put into ‘places’, the environment where individuals live can be
named as ‘places’. After losing the entire neighborhood where most of the participants had longtime
lived, it was a difficult journey for them to find a new home finally. One of the participants stated
that some years after the disaster, she was still feeling very emotional just driving through the
affected area. Some groups of victims chose to be relocated or move to a new settlement with
several households from the old neighborhood. This case shows that the community is one of the
significant factors for emotional attachment.
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3.1 Shelter disaster for displaced persons

Sadiqi et al. states that factors of failures in building a housing after a disaster can be summarized
into lack of— or problem in the community participation, relocation issues, fraudulent use or waste
of project funds, and ignorance of the local needs and culture (Sadiqi et al. 2012). Therefore,
it is important for the stakeholders to comply with guidelines that focus on rebuilding housing
or recovery shelter to avoid issues that arise later. IFRC guideline book of recovery shelter after
the disaster (2015) mentions several points to be considered to build adequate shelter, including;
community willingness, effective government structure, adequate funding, technical competencies
in all important fields such as architecture, planning, engineering, etc. From this research, emerges
an additional factor to be considered, which is a shelter design that can adapt to local culture and
climate. Lacking one of the points will lessen the success of the project.

Three of four main participants were reluctant to move to a temporary shelter provided by the local
government immediately after the disaster. This was caused by an attachment to the old settlement
and neighborhood. Even after several eruptions of mud-flow, there are still some households who
stay in their home. The temporary shelter provided by the government is emergency shelters that
are not supposed to be used for the long-term and a sense of belonging to this settlement is not
built. Thus, the adaptation process is almost not progressing. Although cultural appropriateness is
mentioned as one of the things to consider in the design of shelter recovery development programs,
psychological needs from affected people are rarely mentioned as a significant factor to be one of
the determining factors in recovery programs mentioned above.

4 CONCLUSION

Many government policies regarding the relocation of disaster victims or urban eviction for city
development didn’t consider the psychological needs of relocation victims. The study of psycho-
logical needs and emotional attachment that stimulated through the interior and architectural design
of settlement for disaster relief shelter is limited. Attachment to places can indicate both positive
and negative impacts of people-environment bonding. As for negative attachment, it occurs due
to negative experiences of the environment. From the evidence in psycho traumatic research and
disaster relief shelter guide, we are aware that shelter design must provide the psychological needs
of the affected population that focuses on a transitional dwelling.
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ABSTRACT: Today’s packaging that is often used by the community is paper and plastic pack-
aging. In addition, plastic packaging is considered non-eco-friendly because plastic is tough to
decompose by micro-organisms, so the potential for environmental pollution is tremendous. An
effort is needed to reduce the use of single-use plastics by applying the principle of Zero Waste to
change the mindset about waste and the behavior in managing it. In this case study, one of the shops
in Bandung named Warung 1000 Kebun is currently implementing the principle of Zero Waste but
is still not wise in using plastics, especially for vegetable and fruit products. The aim is to apply the
Zero Waste principle using packaging and sustainable theory and visual communication design.
Then data will be collected in the form of observations, interviews, and analyzed using the SWOT
method.

Keywords: packaging, plastic, zero waste, eco-friendly

1 INTRODUCTION

Most individuals are aware that organic food has numerous health benefits. However, because
organic ingredients are perceived to be significantly more expensive, some people are still hesitant
to include them in their daily meals. As the proprietor of Warung 1000 Kebun, Ali Abdullah
knows how deeply this stigma is rooted in urban neighborhoods. As a result, Ali seeks to eradicate
this stigma by selling organic ingredients through the 1000 Kebun Community program. The
1000 Kebun Community is a gathering place for residents who share a passion for gardening and
a common goal: to eat healthy food grown in their gardens. Beginning with a shared practice
of purchasing organic materials, they found numerous benefits to growing it yourself. In 2017,
Warung Sehat 1000 Kebun was founded two years later to promote a healthy lifestyle through
organic food. Ali hopes that by establishing Warung Sehat 1000 Kebun, the public’s understanding
of eating nutritious, organic food will grow.

Each category of Warung 1000 Kebun’s items has a different price. The following is the price
range for Warung 1000 Kebun'’s items.

From spices to hobbies, Warung 1000 Kebun employs many ecologically friendly or readily
biodegradable materials in its packaging, although certain items, such as vegetables and fruits,
still use plastic packaging. The Zero Waste concept is now being implemented in Warung 1000
Kebun. Paul Palmer popularized the phrase Zero Waste by naming his chemical firm, Zero Waste
Systems Inc. when it was formed in California in 1974. Because the word had such a broad and rapid
worldwide reach, its definition became less specific than Paul Palmer had anticipated. According to
Paul Palmer, the Zero Garbage idea is a redesign of all commodities and processes in people’s lives.
No more objects become waste since they may be reused at multiple levels (zerowasteinstitute.org,
26-08-2021, 16:00).

However, they continue to use plastic wrapping for produce such as vegetables and fruits. Accord-
ing to the findings of interviews with the owner, Warung 1000 Kebun is not yet used as a proper
solution for using environmentally friendly paper bags and cardboard, but logging requires a lot of
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Table 1. The cost of items sold at Warung 1000 Kebun.

Product Price (IDR)
Spices 75/g

Vegetables 6.000-56.500
Fruits 30.000/kg
Animal Product 30.000-80.000
Processed Drink 25.000-80.000
Processed food 19.000-30.000
Rice, flour, and beans 20.000-30.000
Sugar and honey 26.000-220.000
Pasta, noodles, and cereal 15.000-20.000

energy. The design of Zero Waste packaging is one alternative media that may be used to reduce
the use of single-use plastic since Zero Waste packaging has various advantages over other types of
packaging. There is no waste generated because this packing may be reused or recycled. Further-
more, it can make use of natural resources and local craft artisans. Consumers can use Zero Waste
packaging for various purposes, including edible containers, “plantable” paper, and embedded
seeds.

In light of the preceding, there is a chance to educate the Zero Waste concept in the customers
of Warung 1000 Kebun through Zero Waste packaging design by taking advantage of the different
advantages of Zero Waste packaging design as a medium for reducing the use of single-use plastics.
In 2004 the Zero Waste International Alliance defined Zero Waste as an ethical, economical,
efficient, and visionary goal. It directs people to change their lifestyle and behavior to imitate
the natural life cycle, where materials no longer needed are designed to become other sources.
By implementing Zero Waste, we will be able to reduce the damage to land, water, and air that
threatens life on Planet Earth (Agustina 2013).

2 RESEARCH METHODS

Warung acts as a forum for producers to market their products directly to consumers. In addition, it
also functions as a knowledge center, community center, and information center regarding healthy
lifestyles for consumers, the producer community, namely local farmers and MSMEs, and the local
community there. It could be said that W1000K is a real action from the 1000 gardens community to
participate in spreading the principles of a healthy lifestyle, zero waste, and supporting agriculture
and sustainable development.

Also, the data about the promotional efforts that have had a significant impact on Warung 1000
Kebun’s goals has been obtained. Because of selling products, W1000K, a forum for local farmers
and artisans to market their wares, also embraces small farmers who are unsure how to market their
wares, lack management skills, haven’t received much standardization, and have limited access to
knowledge.

According to GreenBlue (2011), sustainable packaging is a packaging system that uses recycled
materials and remains economically beneficial as long as recycling is carried out. The Sustainable
Packaging Coalition (SPC), a GreenBlue project designed to be effective and safe throughout its
life cycle to meet market performance and cost criteria, is made entirely using renewable energy.
Once used, it is efficiently recycled to provide a valuable resource for the next generation. The
mission of the Sustainable Packaging Coalition is to use thorough research and a science-based
approach to help advance and communicate a positive, solid environmental vision for packaging
and support innovative and functional packaging materials and systems that promote economic and
ecological health (GreenBlue 2011:1).
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W1000K also offers seminars and talks in the community about healthy lifestyles to be aware
of the things they will consume. The W1000K is focused on two different target market behaviors.
The first is on the purpose of organic food and drink to help people live a healthier lifestyle, and
the second is people who are self-conscious of their appearance. Organic products can improve
consumers’ self-image who are concerned about their health and the health of the environment.

2.1 The needs Warung 1000 Kebun

According to the results of an interview with Ali Abdullah, Warung 1000 Kebun requires biodegrad-
able packaging. Warung 1000 Kebun has done its part to decrease plastic waste by providing
customers with shopping bags. Warung 1000 Kebun has a paper based shopping bag that incor-
porates handicrafts from local artisans, such as woven bags. Warung 1000 Kebun also wishes to
benefit from the work of artisans, such as bamboo artisans. Not only that, but they may also use
the craftsmen’s results to help them improve their economy and preserve their culture.

To be able to make readily biodegradable packaging, in designing sustainable packaging things
that must be considered according to Istigfarin (2017): 1) Finding more sustainable materials
without compromising economic and social functions; 2) The goal is to find creative packaging
designs that can solve packaging waste and reduce the carbon footprint. Also, consider the contents’
size, weight, and safety; 3) minimize the size of the material used and the waste generated. Also
consider cuts, waste, production processes, and costs; 4) Explore the efficiency of using ink; and
the last 5) Packaging usage patterns.

For the time being, vegetable and fruit products at W1000K still use plastic packaging compared
to the other products that already use environmentally friendly or biodegradable packaging. To
meet the needs of Warung 1000 Kebun, the design of Warung 1000 Kebun was assisted by bamboo
craftsmen Mr. Pibsa from Sukabumi. For the packaging, usually, it takes two days to manufacture.
The price range offered by Mr. Pibsa is 10k—30k. To determine the price, Mr. Pibsa calculates the
difficulty level and the size desired by the consumers. Choosing the bamboo and how long it takes
to make a bamboo woven for one product takes sufficient time. And also, the packaging needed
about four days for six packaging models made by Mr. Pibsa.

Figure 1. Packaging manufacturing process by Mr. Pibsa.
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3 RESULT AND DISCUSSION

Warung 1000 Kebun is a shop that sells organic food and encourages people to live a healthy lifestyle.
It creates a platform for local producers or farmers to sell their goods directly to customers. Warung
1000 Kebun'’s existence aims to propagate the ideas of a healthy lifestyle and assist agriculture and
the Zero Waste lifestyle. The primary goal of Warung 1000 is consumers who value the function of
organic foods and beverages. Those who want organic products and want to live a healthy lifestyle,
as well as customers who are self-conscious about their appearance. Organic products can help
consumers feel better about themselves and the environment, so the Zero Waste packaging method
should meet the needs of Warung 1000 Kebun’s producers and customers. The author has utilized
bamboo to depict the Zero Waste package design for Warung 1000 Kebun. Because bamboo has
robust and elastic properties, it is usually used to create packaging. The colors utilized in the design
of the Zero Waste packaging has vivid colors on the label. The choice of vivid colors was meant to
reflect Warung 1000 Kebun’s customer behavior and depict the color of the vegetables and fruits
themselves. There were additional supporting colors, such as black and white, which are used as
typographic colors for body text on packaging labels in addition to the primary color.

There are three sizes of Warung 1000 Kebun available: small, medium, and big. The three
versions each have their groupings, and not only do they have their packaging, but they also have
labels that provide information.

Figure 2. The 1000 garden Warung packaging sketch and dimensions.

Warung 1000 Kebun, a shop that sells organic ingredients for daily needs, supports a healthy
lifestyle. Provide a forum for local producers or farmers to market their products directly to con-
sumers. With the existence of Warung 1000 Kebun, they want to spread the principles of a healthy
lifestyle and support agriculture and the Zero Waste lifestyle. Woven Bamboo or Besek is consid-
ered more natural and healthy because it does not contain many chemicals. Therefore, it triggers
the behavior of consumers of typical souvenirs, preferring the use of Besek packaging as packag-
ing. Besek as packaging arouses consumer interest because it can explain the benefits of health,
prestige, and luxury with icons. This design can support the fulfillment of psychological needs and
facilitate the purchase of these products (Lukitasari 2013).

Figure 3. Packaging prototype.
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4 CONCLUSION

The design of zero-waste packaging aims to reduce single-use plastics and make the W1000K more
plastic efficient. In addition, it is obtained that the looks on packaging result is luxurious and has
a better image as woven bamboo material. It also increases public awareness to consume organic
food for personal health and reduces the use of single-use packaging for human survival with the
proper lifestyle.
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ABSTRACT: Every clothing production produces approximately 15% of textile waste in a cloth-
ing production process, and this is no exception for batik-patterned shirts. Shirts are one of the
fashion products that men widely use as a choice for everyday clothing. Shirts have experienced
rapid growth, especially batik-patterned shirts. Innovation and creation for designing the motifs for
the batik-patterned shirts are not always handled with the impact on the environment. On the other
hand, the ZWPC technique isn’t found in the development design of batik-patterned shirts, even
though its use can reduce waste by up to 0%. For this reason, this study will discuss the formulation
of the design of a batik-patterned shirt using ZWPC. The results of this study are the formulation
of the technique of designing a batik-patterned shirt using ZWPC, where the design is made by
analyzing ZWPC, developing motifs, and applying motifs to ZWPC.

Keywords: Zero-Waste Pattern Cutting, Shirts, Batik, Sustainability

1 INTRODUCTION

The increasingly diverse choice of clothing styles grows by the massive production of clothing that
comes with various models, colors, and motifs. The variety of techniques used can spur a favorable
economic climate in the clothing industry. But, in their research, Risannen & Almond (2013), the
waste of clothing production brings new problems that need to be solved. They explained that each
clothing production can produce approximately 15% of waste which is obtained from the remaining
pieces of cloth. However, not all of the waste produced can be recovered into a product because
it requires special skills for its development; thus, the development of waste into new products
cannot be relied upon in the management of waste leftover from clothing production.

Aware of the above conditions, researchers and designers are developing the concept of zero-
waste fashion design to support sustainable design, one of which is zero-waste pattern cutting
(ZWPC). ZWPC is a technique/ method that creates clothing patterns without textile waste;s it
integrates the pattern-making in the design process (Rissanen 2016). However, there is a difference
between the conventional production process and ZWPC; the difference lies in the pattern design
and cutting. In conventional concepts, these concepts were different, while in ZWPC, the processes
are united. With integration of processes, waste is not a top priority in the design, which enables
pattern-making and fabric-cutting into a single unit that is more concise and efficient and allows
each clothing production not to produce waste.

Several studies and designers have already used this study on fashion sustainability. In general,
these developments include the utilization of textile and non-textile production waste as value-added
products and the efficient use of materials by developing a zero-waste pattern and its application to
fashion products. But, unfortunately, it is not applied to men’s clothing products process, especially
shirts. A shirt is a type of clothing commonly used by men in everyday clothing; in Indonesia, the
batik-patterned shirt is one of the most popular shirts and is a clothing choice.

The innovation of the composition of batik motifs in batik-patterned shirt products develops and
adds clothing choices for men. Batik was used as clothing material in the form of a long cloth
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wrapped around the body, but nowadays, many fashion products use batik as material, one of
which is men’s shirts. Suryana (2013) said that the batik-patterned shirt was a development of batik
cloth which was initially used as clothing material and has now adapted to modern needs. Batik-
patterned shirts as a fashion product are growing, especially in the visualization and composition
of the motifs. Harmonizing various visualizations and compositions of batik motifs on shirt parts
is an essential part of the aesthetics of batik-patterned shirts (Mulyanto et al. 2019). To produce
harmonious batik motifs on shirts often create waste because harmonious visualization plays an
essential role in batik-patterned shirts. Because at first, the reference pattern in the design of the
motif was still made in general and not counted the waste risk at the end of the clothing production
process. On the other hand, the development of shirt patterns with the concept of zero-waste
has been widely developed, provides opportunities, and can support fashion sustainability in the
clothing production process.

The conditions above will examine the formulation of particular patterns in the design of batik
shirt motifs by utilizing the ZWPC technique and the development of batik motifs. Formulating a
motif development technique in the design of a batik-patterned shirt product can drive a sustainable
climate and streamline the production process for the clothing industry players and batik craftsmen.

2 RESEARCH METHODS

The research method in this study uses qualitative methods descriptively. The analysis approach
on this study is fashion design, through an analysis of studies that researchers and practitioners
have developed in fashion and batik. According to Davis (1980), there are three main components
to designing fashion. It’s structural, functional, and decorative components. All of it united to
use in a fashion design. The analytical step to formulating the development of particular patterns
in the design of batik-patterned shirts by utilizing ZWPC is carried out by analyzing the ZWPC
pattern shirts as structural and functional components and developing batik motifs as decorative
components.

3 RESULT AND DISCUSSIONS

Sustainability in fashion design drove from a production process from upstream to downstream,
which still impacts the environment. Based on Jin Gam in Muthu (2020), the clothing industry is
the largest contributor to environmental damage in the textile category. Its needs to be solved by
designers to create environmentally friendly fashion innovations, for that designers play a signif-
icant role in implementing the concept of zero-waste fashion design. Zero-waste fashion design
itself is a concept of minimizing waste from upstream to downstream, starting from the use of
materials, material processing involving water, pollution until the product is ready to be marketed,
even after use (Rissanen 2013, 2016).

There are two categories of fashion process, namely individually and en masse, which have
different process flows. Mass production involves time, human and material resources, and a longer
design process than individual production processes. The two clothing design methods apply the
design process, pattern making, and material cutting in separate work lines, unlike the production
process with the zero waste concept, which combines the three techniques in one work line. Muthu
(2020) explained the meaning of Zero-waste Pattern Cutting (ZWPC) according to Risanen (2016),
Joseph-Armstrong (2010), and Saedi and Wimberly (2018) it’s a technique or method of designing
a pattern without waste. The pattern has different principles; development of conventional patterns
that develop based on changes in the dart, adding fullness and contouring.

According to Davis (1980), it is necessary to consider structural, functional, and decorative
components in designing clothing itself. Structural components in clothing are components related
to the construction of clothing, such as the location of pockets, cuffs, and other things related to
making fashion patterns. Functional components focus on the function of each piece and details of
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Figure 1. The concept of fashion design using conventional methods and zero-water fashion design
(Risannen & Almond 2013).

clothing, so it can use when it is worn, such as openings using buttons or zippers. And decorative
components, namely components designed to visually appeal to a fashion design, for example,
motifs on the surface of the fabric or motifs generated by weaving or even clothing details as
decorations.

As with other types of clothing production, the batik-patterned shirts process is not much
different. Batik cloth as the primary material in making shirts, intended initially as a clothing
material/cloth wrapped around the body, the adaptation of batik cloth to modern needs (Suryana
2013) gaverise to batik in a different form shirt. This changing form affects the batik design process.
Previously, the making of batik motifs referred to a long cloth or sarong with a pattern consisting
of a kepala, badan, hiasan pinggiran (Djomena 1990). Cutting its batik-patterned fabric by the
shirt pattern with a particular placement on the surface of the cloth; this technique results in a lot
of wasted cloth residue and eventually becomes waste (Bimantoro et al. 2015).

This study aims to develop environmentally friendly batik products formulas; it’s coming from the
identification of ZWPC and batik motifs was carried out. Previous explanation of the components
of fashion design, the ZWPC pattern has been analyzed by the previous researcher, namely Timo
Risannen (2013); the results of the analysis show that the pattern does not match both in terms of
detail and dimensions of the fabric. Therefore, for shirts, it needed to be developed again with the
needs of batik shirts. The detailed adjustment of the shirt, such as the length or short sleeves of the
shirt (in the development of the Risanen pattern only long-sleeved shirts), pocket details, and the
dimensions of the fabric to be used; for batik cloth using a cloth width of 115c¢m, while the Risanen
pattern shirt did not explain it in detail. Based on these findings, the ZWPC pattern design for
shirts considers the size, dimensions of the fabric, details, and type of clothing. Scope size includes
the available user sizes based on fabric optimization (because this system does not recognize size
grading). The dimensions of the fabric are the width of the material. The last is details; parts of
clothing attached to the shirt, such as collars, pockets, plackets, and cuffs on long-sleeved shirts,
and the type of clothing means a variety of shirt styles; standard type or casual shirt, short or long
sleeve.

Furthermore, for the decorative component, identification of motif development is carried out
by analyzing the pattern of motif development; referring to Susanto (1973), the way of developing
batik motifs can be categorized into several types, namely geometric and non-geometric groups.
In general, the composition of batik motifs consists of three main categories, namely the central
motif, complement, and isen-isen. The main motif in this category refers to the dominant motif
compared to other motifs, while what is meant by complementary motifs are supporting motifs
that complement the central motif. And for the isen-isen motif is a small stuffing motif in a
series of motifs (Doellah 2002; Susanto 1973). Furthermore, the repetition pattern in batik motifs
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Figure 2. (a) ZWPC Risanen shirt pattern development (Rissanen 2016a); (b) author’s ZWPC shirt pattern
development (short sleeve).

is composed as a group into 1) Tubrukan system, 2) Onda-onde system, 3) Parang system, 4)
Mubeng system, 5) Mlampah sareng system.

In the process of designing batik motifs, according to Kudiya (2019); The pattern of placement of
motifs in batik shirts can classify into 1) Pattern-I, 2) Pattern I-1, 3) Pattern U, and 4) A-symmetrical
pattern. In another explanation (Rifaah 2020), the placement of motifs with specific patterns, such
as patterned batik cloth products, can be categorized as particular motif patterns. The design of
motifs in shirt construction needs to pay attention to the repetition and continuity of motifs on parts
of the shirt, such as the front of the shirt with buttons, the left and right sides, pockets, collars, and
cuffs on long-sleeved shirts (Mulyanto ef al. 2019). In his research, the shirt pattern used did not
apply the ZWPC concept, so it seemed to have a reasonably large remaining part as waste.

Kamponen Struktural &
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- Ukuran Pola Motif

- Dumensi Kain - Komposisi Motil
Detall busana - Pola Perulangan Motif

- lenis busana g

Penerapan motif batik pada ZWPC

(c)

Figure 3. (a) Batik fabric with the application of a shirt pattern (Bimantoro et al. 2015); (b) Batik fabric with
special pattern placement (Mulyanto et al. 2018); (c) formula design of motifs with ZWPC.

With the explanation above, the arrangement of batik motifs on shirt products needs considering
composition in clothing patterns; in this study, the ZWPC pattern is the basis for developing motifs.
So motifs can be composed in harmony with specific motif preparation techniques that refer to
the concept of developing batik motifs; this method can optimize fabric dimensions through the
ZWPC pattern. More than that, it also gives an aesthetic and harmonious motif at the end of the
product.

4 CONCLUSION

A designer plays an essential role in driving the concept of sustainability in the fashion world.
Innovation in various aspects is needed to impact the environment positively; one aspect that needs
attention is the clothing production process. This study focuses on the types of batik-patterned
shirts. The production process of batik-patterned shirts still generate waste. This study optimized
material by designing shirt motifs that used the ZWPC technique as the basis for developing motifs.
Whatever steps need to be taken, namely analyzing the ZWPC, analyzing the development of batik
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motifs, and applying batik motifs to the ZWPC. ZWPC analysis includes size, fabric dimensions,
details, and types of clothing to be developed. The motive analysis consists of the kind of motif,
the composition, and the pattern repetition. Application motif to ZWPC is placing the composition
of the motif on the parts of the ZWPC by attention to harmony and aesthetic aspects.
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Upcycled design: From plastic bag to bicycle bag
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ABSTRACT: Upcycling is a method of turning waste or used goods into new materials to make
products with higher functional and economic values than the original materials. This method aims
to reduce the amount of product waste that is not used by converting it into potential, reprocessing
into raw materials and new products. The plastic bag is one of the waste materials that can use again
by the upcycling method. Plastic bags are one of the most significant contributors to waste in the
world. Eco Watch data present that the percentage estimation of plastic waste is about 10% of the
whole waste in the world. Indonesia is ranked second as the biggest waste producer globally, with
a total amount of waste reaching 187.2 million tonnes. The purpose of processing waste material
using the concept of upcycling is to reduce the amount of waste, especially plastic bag waste,
and produce new products with economic value. An alternative product from processing plastic
bag waste with plastic melting techniques is a bag for a bicycle rack. The product was chosen by
considering the character of the upcycled material that is suitable for use as a bag material, with
surface characteristics and textures that give a unique impression. In addition, the need for bicycle
bags is increasing along with the increasing way people use bicycles as a mode of transportation
during the pandemic.

Keywords: bicycle bag, design, plastic bag waste, plastic fusing, upcycling

1 INTRODUCTION

1.1 Sustainable design concept

At the beginning 1990s, the concepts of eco-design and green product design developed. The
company’s approach was to reduce the negative impact on the environment from their industrial
production activities. Until 1997 UNEP announced a statement regarding eco-design; it is an
understanding to create products and sustainable consumption (UNEP 2009). The statement is
the forerunner to the beginning of the current sustainable design concept. In order to regulate the
movement of industrial expansion so that it is in balance with the environment, the environmentalist
organizations expand their scope of reach by including social, economic, and environmental issues
to give a source to the concept of sustainable design.

According to McLennan (2004), Sustainable Design is a design knowledge that attempts to max-
imize the quality of our ecosystem while reducing or discharging negative impact to the natural
environment." The concept of sustainable design is an answer to environmental collapse due to
air polluting, the greenhouse impact, and deforestation, which causes a more significant prob-
lem, specifically global warming. Sustainable design relates to the mindset and responsible human
activities in harmony and respect for nature-based on three principles of sustainable design: envi-
ronmental, social, and economic ecological parts (Walker 2006). All of them are related to the
practice and application of the concept of sustainable design. So that in the application of the
concept of sustainable design, it is not only focused on environmentally friendly design but also
being engaged for the community’s social life and creating economic value or increasing economic
growth both locally and globally.
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1.2 Plastic waste

Based on the UNEP (United Nations Environment Program) data in 2017, the estimation of plastic
waste pollutes the environment is about 8 million tonnes, especially the pollution that occurs in
the oceans. Almost 80% of plastic waste originates from household consumption activities. It is
mainly plastic bag waste; Plastic bags are the most common plastic waste found in household waste
because regularly, these plastic bags get free of charge when buying at the market.

After China, Indonesia is the second-largest waste-producing nation, with 3.22 million tonnes of
plastic trash discharged into the ocean (Jambeck 2015). The Ministry of Environment and Forestry
data said the projection of Indonesia’s total amount of waste would reach 67.1 million tons in 2020.
There are three more significant types of waste:

1. Organic waste (38.4 million tonnes)
2. Plastic waste (8.96 million tonnes)
3. Paper waste (5.76 million tons)

Household activities are the most significant origin of waste in Indonesia, 48% of the total waste.
Plastic bags are the most common type of plastic waste, almost 265.000 kilograms per month. With
a massive quantity of waste, it is vital to do fit and proper waste management.

Meanwhile, in practice, plastic waste management is still not optimal. About 69% of waste
piles up in landfills outwardly being correctly managed and processed. It becomes a problem that
is quite worrying if it occurs continuously and then can cause more significant problems, both
environmentally, socially, and economically around the area.
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Figure 1. Waste data infographic in Indonesia (Source: Ministry of environment and forestry).

1.3 Plastic bag

There are three most popular plastic bags, i.e., HDPE, LDPE, and PP. Each type of plastic bag is
often seen and used in household activities. The first type is HDPE plastic, which has a more robust
and stiffer material with a darker and duller color than other types of plastic. It is more resistant
to high temperatures, so it requires much energy during the smelting process to be recycled. The
thickness is between 0.015 mm to 0.150 mm. They are usually used for packaging or plastic bags
to contain food with high heat temperatures. The second type is that LDPE plastic is more plastic
than HDPE and PP. Better recognized as Plastic Kresek, for carries groceries at the market and is
also used as a garbage bag. This type is most commonly found in household waste. The third type is
PP plastic; The material is translucent but not see-through. Thin and sturdy, resistant to fumes and
oil penetration. They are usually used as packaging for dry food, wet food, and beverages. Often
found as food packaging in fast food restaurants.
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1.4 Upcycle material

Upcycling is a method of turning waste or used goods into new materials to make products with
higher functional and economic values than the original materials. This method aims to reduce
the amount of product waste that is not used by converting it into potential, reprocessing into raw
materials and new products (McDonough & Braungart 2010). This method will decrease the need
for brand-new raw materials to make unique products. This method helps decrease energy usage,
air polluting, water contamination, and also greenhouse gas emissions.

By using the up-cycle method will provide better benefits than materials processed by the
recycling method only. Here is a comparison between up-cycle and recycle materials:

e Recycle:
e Decreasing the result of waste on environmental pollution
e Turning used waste materials into brand-new raw materials
e Not all kinds of waste could be processed into new raw materials
o It takes a complex process and enormous energy
e Upcycle:
e Decreasing the impact of waste on environmental pollution
o Turning used waste materials into raw materials or new products
e Almost all used waste materials can be treated by this method
e Provide products of good quality from the previous starting material
e Provide products with unique and beautiful material characters
e Produce new functional products and have more economic value than the previous original
raw materials

2 RESEARCH METHODS

The type of research conducted is qualitative research. Qualitative research is a method for finding
out and understanding the context of social problems in specific communities. This process requires
critical basic steps, such as asking and collecting questions, collecting and analyzing specific data
from participants, events, or issues that occur, analyzing the data inductively, and interpreting the
context and content of the data obtained. The results of this study are usually flexible depending
on the point of view and research objectives (Creswell 2014).

The qualitative research strategy applied in this design is a material study approach and product
design. Material studies were carried out using the plastic fusing technique, a heating process on
the surface layer of plastic bag waste. This method was chosen because it is considered the easiest
to do with minimal resources.

The analysis that will be carried out in this study focuses on selecting bag waste and applying
the plastic fusing method to produce new materials for up-cycled products. The following points
of analysis will be carried out:

a. Analysis of sorting the type and amount of household waste plastic waste
b. Technical analysis of the application of the plastic fusing method
c. The concept of up-cycled product design that will be made based on the plastic fusing method

2.1 Plastic fusing method

According to Instructables.com (2021), the fusing or heating method is one way to change the
flexible plastic character to become stiffer by heating the plastic stacked in several layers. The
result of this fusing is a rigid plastic material, a unique texture, and a vintage-inspired color. The
tools and materials that must be prepared are as follows: The first step, prepare some sheets of
plastic waste, iron, scissors, parchment paper, or tracing paper. The next step is to cut the top
and bottom of the plastic, then unfold it so that it opens into a rectangle. The next step is to
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cover the bottom of the base with parchment paper or tracing, then place the plastic on top. The
number of layers of plastic is adjusted to the desired result. The ideal number of layers of plastic
is approximately 5—7 layers. Then cover the top with parchment or tracing paper. After that, iron
slowly and evenly. Use enough heat to prevent the plastic from melting. The final result of fusing
is ready to be used for materials to make new products.

3 RESULT AND DISCUSSION

3.1 Selection of type and amount of plastic bag waste

The first step that must be prepared for processing plastic bag waste using the fusing technique is
to select the type and number of plastic bags to be used. The choice of the type of plastic bag will
affect the product material, texture, and shape. The number of plastic bags will affect the thickness
and strength of the product later.

a. Choosing the type of plastic bag waste
e Avoid using biodegradable plastic bag waste. Using this type of plastic bag in the fusing
technique is not recommended because the material will crumble more easily when heated.
e The recommended type of plastic bag is the LDPE type; this type is the most widely used and
found in household waste. The low melting point makes it easy to process using simple lats,
such as a household iron.
b. The number of plastic bags used.
e The number of thin plastic bags required is about 5—7 pieces of plastic.
e With this amount, the strength and thickness of the plastic bag fusing results can be achieved
well.
e The number of thicker plastic bags required is about 3—5 pieces. With this amount, the strength
and thickness of the plastic fusing results can be achieved well.

3.2 Application of the plastic fusing method

The plastic waste material processing method used is a heating process using a simple tool in an
electric iron. The focus of the material used is plastic bag waste. This material was chosen because
of the abundance of plastic bags, and it does not sell well if sold to plastic waste collectors because
it is difficult to recycle into quality plastic products. The heating device used is a household iron;
this tool was chosen because it is easy to obtain anywhere and produces enough heat that can be
used in the material processing process.

The result of processing is sheets of raw material from plastic bag waste with an attractive texture
and vintage impression. The resulting material is also more robust than before, as it consists of
several layers of plastic sheets. It can be used as material for craft products such as bags, wallets,
cell phones, or tablet pockets to cardholders.

Figure 2. Result of plastic fusing method and product example.
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3.3 Concept design
The product design concept to be made must consider the following parameters:

e Ease of application of plastic fusing techniques so that they are easy to made.

o Efficient use of tools, as much as possible, the tools used are simple tools that are easy to obtain
and use.

e Functional product

e Dual mode bag, first tote bag mode, and second is bicycle rack bag

e The target market for the product is young people who are aware of

e the environment and enjoy using upcycled products.

Figure 3. Result of plastic fusing method and product example.

4 CONCLUSION

Applying the upcycled design concept by using the plastic fusing method to treat plastic bag waste
can produce new and valuable products. The fusing plastic process results produce a new material
with a unique texture character and are more robust than the initial material (plastic bag waste).
Thus, the fusing plastic method can become an alternative for processing plastic bag waste into
new materials and products as a form of sustainable design concepts. In the future, the product
development resulting from the plastic fusing method can be developed for each type and design.
We still need to improve the quality of the material so that it can be used in other products.
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ABSTRACT: The ability to customize a mass product is one solution for the survival of the
industry in today’s global competition. Hence, understanding what users want becomes a very
important aspect of the customization ability of a mass product. The emotional side of the user is
often used as an approach to understand and evaluate the needs and wants of the user. Thus, the
emotional satisfaction of users is a determining factor for the success of a product in the market.
This paper proposes the Association Rule Mining (ARM) method to map the emotional side of
the users from a product design in which the basic requirements that the user needs and wants
can be identified. Using the “rule mining” method to evaluate users and product specifications
(in the form of a motorcycle as a case example), this study was conducted in three phases: data
preprocessing, extracting association rules, and rule evaluation. This approach can be useful for
designers and the industry to develop a mass product that can satisfy the emotional side of users
so that mass-produced products can be more personally accepted by users.

Keywords: Rule Mining Association, User’s Preferences, Customized Product

1 INTRODUCTION

The excess production of manufactured products can lead to heavy competition. To be able to
maintain an edge in the competition, the ability to provide products that can meet individual needs
at competitive prices with mass products emerged as a very important ability. This capability is
called mass product customization.

Goebert and Rosenthal stated that the main problem of a product is not related to the original value
of a product, but is in the relationship between the product and its users (Goebert & Rosenthal
2001). From this opinion, it can be interpreted that what is the main consideration for users in
choosing a product depends on their emotional point of view when interacting with the products
they are dealing with.

Users do not have access to an original design of a product, but they have control over the
choice of which product they will buy, when, how, and where to use it (Norman 2004). This means
in a competitive market condition, it requires the manufacturer to be able to understand how the
emotional condition of the potential users is so that the product created can have a greater possibility
of being accepted by its users.The main problem faced by producers in terms of emotional design,
of course, started from the difficulty of translating subjective emotional terms into the structure of
certain design elements.

Initially supported by the strong rule concept, Rakesh Agrawal, Tomasz Imielinski and Arun
Swami introduced ARM to search out regularities among products in huge-scale data transactions
recorded by point-of-sale systems in supermarkets. For example, a rule found in supermarket sales
data would indicate that if customers buy onions and potatoes, they’re also more likely to shop for
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burgers. Such information is often used as a starting point for creating decisions about marketing
actions like, for example, promotional pricing or product placement (Agrawal 1993). In this study,
the concept of the same method is applied to find out about several things that are interconnected
when a user customizes his product. The ARM method is used in this study because currently it is
rarely used to understand user behavior in the realm of product design.

2 RESEARCH METHODS

To map the emotional side of the user from a product design in which the basic requirements
that the user needs and wants can be identified, this study was conducted in three phases: data
preprocessing, extracting association rules, and rule evaluation (Figure 1).

Data Preprocessing

extraction of
perceptual design
elements

extraction of
emotional terms

r

Assosiation
Rule Mining

Rule evaluation

Figure 1.  Steps that used to conduct this study.

This study uses data on sales of motorcycle product modification services from Geba Leisure
Parts Bandung, as a case study for the data collection and processing process, taking into account
the sales data for modification services which are quite good, and motorcycle products are the
main means of transportation for workers who make up the majority of the population in Bandung.
Data mining in this study involved several data from 40 customers and 40 modified motorcycle
prototypes, which were provided by Geba Leisure Part, Bandung.

3 RESULT AND DISCUSSION

3.1 Data preprocessing

Customer evaluations of motorcycle modifications were taken from data belonging to Geba Leisure
Parts and perceptual design elements extracted from data with the same owner. Certain market
segments were selected for a simple illustration after preprocessing the data on as many as 40
evaluations on 40 motorcycle prototype models were used for analysis.

3.1.1 Extraction of emotional terms

Customer response evaluation data were taken from the Geba Leisure Parts customer satisfaction
survey in free form. Extraction of emotional terms is done manually by merging for terms with
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similar meanings (17 emotional terms collected). Positive responses are processed for extraction
in this stage as shown in Table 1 below.

Table 1. List of emotional terms extracted.

Sporty Ergonomic More agile
Classic look Comfortable Great build
Great-looking Beautiful color Overall good
Stylish Rider-friendly Worth
Perfect Rocks Solid
Fantastic Feature-rich

3.1.2  Extraction of perceptual elements

The perceptual elements must be extracted from factor categories available as Geba Leisure Part
standard specification. With a total of 9, perceptual elements (see Table 2) that might relate to
customer evaluations have been extracted manually from the factor categories.

Table 2. List of perceptual elements extracted.

Category Perceptual Design Elements Number of supporting models
Basic factors New combination 14
Unexpected application 23
Interface factors Color 11
Fit 19
Shape 14
Functionality & Convenience 29
Sense of material 22
Emotional factors Ambient 32
Design Image 29

3.2 Association rule mining

The Apriori algorithm was chosen for mining association rules. The C# implementation found on
the “Free data processing Source Code” website (http://www.kdkeys.net/forums/) was modified to
be used for this approach. General properties of the required rules like support level, confidence
level, and the number of things, are configured during this interface.

3.3 Rule evaluation

It can be noted that the rules are not completely exclusive because the design elements revealed
by the rules for a particular customer’s emotional needs can be combined to serve as product
requirements.

From the report sheet of data processing obtained as shown in Table 3, it can be seen through the
generated rating results, several groups of rules are the main consideration for customers when they
carry out customization activities on their motorbikes. In this simple case study, a map of consumer
priorities is formed and can be seen based on the customer’s emotional needs and desires. In the
table above (see Table 3), it can be seen that “new combination” is the main thing that attracts users’
interest, followed by “unexpected application”, and so on.
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Table 3. Rules table.

ID Rules C S W Rating
1 New combination 95.2% 15.9% 100 95
2 Unexpected application 93.8% 11.9% 100 93
3 Color 85.2% 18.3% 100 85
4 Fit 85.7% 14.2% 100 85
5 Shape 88.5% 18.3% 100 88
6 Functionality & Convenience 88.5% 18.3% 100 88
7 Sense of material 88.2% 23.8% 100 88
8 Ambient 90.3% 22.2% 100 90
9 Design Image 92.3% 19.1% 100 92

4 CONCLUSION

This approach applies to the evaluation of a customer who made modifications to his motorcycle
at Geba Leisure Part, Bandung as a pilot, to gain valuable information to assist in emotional design
works to be applied elsewhere in the future. Through this case study, it is shown that this approach
can reveal rational rules for a particular customer’s emotional needs, and the found rules can be
used to determine the minimum requirements on the product platform. Also, this approach can
be easily adapted by the manufacturer to reveal valuable information from extensive data. The
approach needs to involve a lot of manual information extraction and filtering and is an obstacle
that needs to be addressed in future research.
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ABSTRACT: Assembling bamboo as a building construction material becomes challenge to using
a sustainable technology. One technique for assembling bamboo is to unite bamboo using ropes
or items with long threads, made from various materials, such as coconut fiber, artificial fibers,
plastic, etc. some of which are spun. The principle is to use the frictional force between the surface
of material that is tied to material of the strap. This study aims to show the behavior of use various
materials that are often used in tying bamboo for building construction and recommend the type
of fastening connection. The research was conducted by observation and experimental testing to
make a bonding model on bamboo and then described it descriptive. The problem that occurs is
that over time the construction of buildings from bamboo using tying techniques will experience
changes in shape due to loosening of the bonds at the joints which disrupt the stability of the
building construction. The cause is the occurrence of expansion or shrinkage of the bamboo stem
and its binding tools.

Keywords: bamboo, construction, fastening, stability, durability

1 INTRODUCTION

The use of bamboo as a building structure material, especially in Indonesia, is not a foreign thing.
The issue of using environmentally friendly building materials instead of wood that can be cultivated
with a life cycle or fast harvest cycle so as not to disturb the balance of nature and facilitate the
supply and content of materials that do not harm living things, especially humans, re-elevates
bamboo into building materials in the current era. In addition, bamboo also has strength, stiffness,
and ductility according to the requirements of the criteria for building structural materials, which
are shown in the following table (Rittironk et al. in Dewobroto 2012):

Bamboo material for building materials is generally arranged in the form of a portal structure,
which is a combination of column and beam elements that work in a single system to carry the
load which is then channeled to the ground. In assembling bamboo as an element of columns and
beams, care must be taken so as not to experience construction failures that cause the collapse of
the building with bamboo as its structural constituent.

Setyo (2012) discusses that one of the causes for failure of building structures made of concrete,
steel, wood, and bamboo is related to the problem of assembling, or it can be said that the connection
factor is a weakness of the structural and construction system in buildings. The techniques and
methods of assembling bamboo and the tools used. One of the problems that arise is that bamboo
cannot be notched or welded for the connection process because bamboo is a natural material in
the form of fibers arranged in parallel and physically in the form of a hollow tube inside (Gunawan
et al. 2020). The simplest connection tool and often used in a series of construction with bamboo
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Table 1. Mechanical properties of some construction materials.

Intensity (MPa) Intensity +

Density Elastic modulus Density
Materials (kg/m?) (MPa) Melt Ultimate (IE+6 * 1/mm)
carbon fiber 1760 150,305 - 5650 321
Steel A 36 7850 200,000 250 400-550 5.1-7.0
Steel A 992 7850 200,000 345 450 5.7
Aluminum 2723 68,947 180 200 7.3
Cast Iron 7000 190,000 - 200 2.8
Bamboo 400 18,575 — 60* 15
Wood 640 11,000 - 40%* 6.25
Concrete 2200 21,000-33,000 - 20-50 0.9-2.3

material is a tie system/technique. The fastening system/technique in construction with bamboo
material is considered the lowest-strength connection tool (Morisco 2006). This study aims to open
up development or engineering opportunities to improve the weaknesses of the system/binding
technique on the portal structure with bamboo material.

The benefit of this research is to find out the weaknesses or shortcomings of the tying sys-
tem/technique, either because of the influence of bamboo or the material used for tying tools.
Furthermore, the weaknesses or shortcomings of the system/binding technique will be used as a
foothold in designing new connecting devices as sustainable technology in the field of construction
from bamboo material. Besides that, this research can be used as a basic guide or reference related
to how the system/technique of tying in assembling bamboo for building construction.

2 RESEARCH METHODS

This study uses a quantitative descriptive analysis method, data collection is carried out first by
conducting field observations as primary data is carried out to create a model to see or validate
the researcher’s hypothesis, which is strengthened by secondary data obtained through library data
from related journals. The model is made with a measured scale of 1:1 focusing on the study of the
connection of the same binding system/technique on a series of portal structures made of bamboo
with a variety of different binding materials. Grouped into 2, namely: natural materials group:
materials made from natural fibers, namely palm fiber rope, group of artificial materials: in the
form of plastic rope, wire, and rubber tires. Compression and tensile tests were also carried out on
the model, to see the behavior of each binding system/technique with different binding materials.

3 RESULT AND DISCUSSION

The choice of the material for the fastener is adjusted to the modulus of elasticity of the material
that is often used, which can be seen in the following table (Gere & Timoshenko 2000).

Why this can happen is because the mechanical properties of bamboo are heavily influenced by
the load it experiences (Prayitno 1995) from the bamboo factor, which is influenced by the age of
the bamboo used, the diameter of the bamboo, the thickness of the flesh of bamboo, the density
of bamboo fibers, the position of laying the connection in the hollow or bamboo segments and the
ties used. The material is more influenced by the plastic—elastic properties of the fastening material
used and the ability to create a frictional effect from the surface of the smooth or textured/rough
bonding material due to friction or shear forces between the bamboo surface and the connection
tool.
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Table 2. Modulus of elasticity of the material.

Density Elastic Modulus
No. Materials (kN/m?) (MPa) Poisson Ratio
1. Aluminum 26-28 70.000-79.000 0.30-0.33
2. Steel 77 190.000-210.000 0.27-0.30
3. Rock 9.4-28 20.000-100.000 0.20-0.30
4. Cast Iron 68-72 83.000-170.000 0.20-0.30
5. Concrete 23-24 17.000-31.000 0.10-0.20
6. Glass 24-28 48.000-83.000 0.17-0.27
7. Rubber 9-13 0,7-4.,0 0.45-0.50
8. Wood 4,7-7.1 11.000-14.000 -
9. Plastic 8.6-14 700-3.400 0.40
10. Copper 87 110.000-120.000 0.33-0.36

Table 3. Experimental results.

No Pull Position Connection

Press Position
Connection

Evidence

Palm Fiber

The connection tool is not damaged, just
shifted and the bond is still strong.

2 Wire
The connection tool is damaged, some-
thing breaks, the bond becomes loose, the
position shifts but is still binding.

3 Plastic Rope
The connection tool is intact, not damaged
but the bond loosens and shifts away from
the initial position.

4 Used tire rubber

Fixed position, does not move or change
much, the connection tool is not damaged,
the bond is still tight. Able to withstand the
movement of loads in the circuit.

Bamboo experiences shrinkage due to changes in air conditions related to humidity or in other
words a change in the air content around it. This causes the bond to become loose unless the
material is made of rubber. Rubber fasteners can be said to have the best performance. But the
rubber material has problems becoming brittle over time due to hot and rainy weather. In addition,
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rubber and wire experience strain, which causes a decrease in the value of the strength of the
material. For materials made of natural fibers, in this case palm fiber, the bond is very strong and
has a higher frictional force but will loosen when the bamboo experiences shrinkage. Plastic straps
have poor performance. In addition to the bamboo shrinkage problem, the smooth surface of the
splicing tool does not produce maximum friction on the slippery bamboo surface and the slippery
splice surface.

4 CONCLUSION

It is necessary to know the mechanical properties and characteristics of a material to know the
weaknesses and advantages of the materials used. This is reinforced by the modulus of elasticity
of the splicing material which affects the stability of the joint, particularly in relation to the elastic
and plastic properties of the material, its durability and resistance to weather, such as in the case
of rubber fasteners.

This research opens opportunities for further research related, firstly: modification of the binding
system for connecting bamboo such as techniques and methods of binding, secondly, engineering
materials that are suitable for use as fastening materials.
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ABSTRACT: As part of city development, the identity of a place is taking high priority. The dif-
ferent appearance and activities during the day and night will provide a different spatial experience
in terms of the identity of the city. Bandung, as one of the cities in Indonesia, has several places that
deliver a strong identity, one of which is Jalan Asia Africa, which has significant historical value
to create the identity of Bandung. This study was conducted to identify and review the identity of
the Asia Africa corridor at night, using the theory of lighting scheme from the elements that build
its corridor. As result, the identity of Asia Africa corridor as a public space with strong historical
value is supported by its warm color temperature, heightened position of the light source, repet-
itive density, and the up-lighting. This study can be used as a reference for future lighting design
improvements.

Keywords:  city branding, city identity, urban lighting, nocturnal city

1 INTRODUCTION

An image of a city is strongly related to its identity. City identity is an environmental image that
distinguishes it from others as a separate entity (Lynch 1960). In the Architectural context, it is the
qualities of the city’s image which act as attributes of the city’s identity and provide structure to the
mental image of the observer, namely imageability and legibility. Imageability is the quality of a
physical object, for example in shape, color, or arrangement that produces a strong image for the
observer. While legibility is the ability of the observer to be able to navigate himself to be able to
move with the help of physical form.

As a spotlight in the development of today’s cities, a strong identity of a city function as selling
point in the promotion of a city. This can happen through steps, such as creating events in the city,
carrying out restoration, promoting the history of the city, and constructing iconic buildings in the
city (Hankinson 2007; Kavaratzis 2004). Bandung has also taken steps regarding its identity by
enhancing its identity as tourist-friendly city as mentioned in Regional regulation no.15 of 2015
which includes the street corridor of Asia Africa. It is done by doing continuous development of
the city of Bandung, in form of revitalization, maintenance of historic areas and buildings as well
as the creation of iconic buildings and facilities.

At night the identity of a city becomes important in relation to the promotion of a city (Li et al.
2017). In creating identity at night, the image of a building and street corridor elements becomes
important, because through a good lighting strategy, those physical elements such as shape, color,
arrangements, ornaments, or any special facade characteristics, can be beautified thus creating
different effects compared to lighting during the day (Nikoudel et al. 2018).

At Asia Africa Street corridor, where this area has a high historical value, and as one of the
centerpieces in creating the identity of Bandung, the image quality of several historical buildings,
namely the Great Post Office, PLN Building, Merdeka Building, Preanger Hotel, Savoy Homann
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Complex, the State Finance Building and also landmarks such as the Bandung square and the
Bandung Grand Mosque need to be perceived strongly both during day or night time to create the
identity of the place. During daytime, one can perceived the image clearly but at night time the
perceived image by the observer should be studied further in relation to the lighting schemes that
used. Until now there are less research regarding the use of lighting design in relation to the identity
of the Asia Africa street corridor and what kind of lighting schemes have contributed to the creation
of the city’s identity.

2 RESEARCH METHODS

The method of this study is carried out using qualitative research through the elaboration of the
lighting scheme theory on historic buildings along the Asia Africa road corridor. The first step
is to describe what elements are part of the lighting scheme. Descottes stated that there are six
visual principles that are the main part of lighting design that contributes to the image perceived by
observer, namely, illuminance, luminance, color and temperature, height, density, and direction and
distribution (Descottes 2011). These six attributes are an integral part in creating visual elements
in buildings through artificial lighting.

Ganslandt and Hofmann stated that there are two parts to the lighting strategy of the building,
namely quantitatively and qualitatively (Ganslandt & Hofmann 1992). Quantitative lighting design
has a lot to do with creating sufficient lighting to carry out certain activities, while qualitative design
prioritizes visual perception of the objects being lit. From the two theories above, this research will
take part in qualitative lighting design elements, which are obtained from six principles of visual
perception in lighting design as follows; color, height, density, directions, or distribution.

Perception of color is the ability of the human eye to receive light stimuli in various spectrum
waves. Another thing that is assessed in color perception is the degree of color of light or color
temperature, which is likened to a black body radiator in receiving heat in degrees Kelvin, thus
giving color to the object. It is divided into three parts, namely; 500-3000 K described as warm
white, 30004000 K described as neutral white, 4000-6500 K described as cold white, above 6500
K described as sky blue. Height is defined as the height a light source is placed on. The height
provides a spatial relationship between light sources, ground planes, ceilings, and our bodies to
determine understanding, placement, and exploration of environmental boundaries.

Density is measured in meters, providing the perception of movement or rhythm through the
quantity and spatial composition of the light source. In lighting design, density provides an overview
of armature placement or lighting quantities such as illuminance and luminance in the illuminated
field in the form of rhythm. Direction or distribution is described as processing light as a medium
and then adjusting its direction and distribution so that it gives different effects on the object being
lit. In the direction or distribution, the division can be divided into; Concentrated downlights,
concentrated uplight, diffuse downlights, diffuse uplight, and multidirectional light.

Data collection was carried out through direct observation of lighting that occurred in historic
buildings along the Asia Africa road corridor. The assessment of the elements assessed is based
on the identity that formed the city based on Kevin Lynch’s theory, such as Path, Edges, District,
Landmarks, and Nodes. Paths are circulation routes that are used by humans to move from one
place to another. In this study, the path taken as the path is pedestrian walkways and their lighting
elements such as public street lighting. Edges are the edges of an area. This boundary is formed
because of the influence of the building facade and because of the characteristics of its function. In
this study, the boundary used is the intersection between Jalan Tamblong and Jalan Cikapundung
Barat, related to the historical value of the road as a form of city identity.

A district is a specific area whose boundaries can be physically identified. In this study, the Asia
Africaroad corridor area is a downtown district, economy, tourism, and worship, with high historical
value. A city’s landmark is a city-forming element, it can be in the form of physical buildings, mass
compositions, spaces, or architectural details that are specific and highly contextual to the area.
Within the Asia Africa corridor area, the landmarks are the city parks, namely the square and the
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Great Mosque of Bandung. Nodes or activity centers are areas that become the center of activity so
that people can feel a change in the structure of space, for example, the meeting point of movement,
and the end of the road. In the Asia Africa corridor, the nodes are the road elements that change
the spatial structure such as gates, monuments, road boundary markers such as sculptures.

From the description above, the elements that are taken as the identity-forming the city at night
are part of the elements forming the city and the image formed at night on the following buildings
or road corridor elements; Buildings that have a high historical identity, namely the Great Post
Office building, PLN Building, Merdeka Building, Preanger Hotel, Savoy Homann Complex, and
the State Finance Building. Landmarks are also elements that become the identity of the city, such
as the Bandung square and the Grand Mosque. Nodes that are part of the Asia Africa Road area
such as gates, monuments, and road boundary markers such as sculptures.

3 RESULT AND DISCUSSIONS

The method used is to provide identification to the lighting schemes being used to illuminate the
building or street corridor elements in creating perceived images by the observer, thus creating the
identity of the city.

Table 1.

No. Rated Elements Image Color  Height Density Direction or Distribution

1 Building: Post
Office

Warm  3.5m  Repetitive Uplight per column
white Per 6m

2 Building: PLN Neutral 4m One uplight on PLN sign
white

3 Building: Cold 4m Repetitive Diffuse multidirectional
Museum of Asia white per 4m on top, diffuse multi-
Africa (Gedung directional on fence,
Merdeka) diffuse multidirectional

downlight

4 Building: Cold 4m Repetitive Concentrated uplight per
Hotel Preanger White per 4m column

5 Building: Warm  Above  Linear uplight, concentrated
Hotel Savoy White  4m uplight on tower
Homann

6 Building: none None none none
Gedung
Keuangan
Negara

7 Landmark: Warm  4m Repetitive Multidirectional on pole
Square (Alun white
Alun Bandung)

(continued)
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Table 1. Continued.

No. Rated Elements Color Height  Density Direction or Distribution

8 Building: Warm  Above  Repetitiveon  Uplight on tower,
Mosque white 12m 4 sides diffused downlight on
(Masjid Raya fasade from pole
Bandung)

9 Nodes: Cold Sm Repetitive Downlight
Gate white per 3m

10 Nodes: Neutral 2m Linear Diffuse multidirectional
Monument titik white as hidden lamp
0 Bandung

11 Nodes: Warm  2m Repetitive Uplight
Sculpture Asia white surrounding
Africa the ball

12 Path: Warm  4m Repetitive Diffuse multidirectional
Road Lighting white per 10m

From the table, it was found that the identification of lighting schemes in the Asia Africa road
corridor was assessed from the visual forming elements as follows: The lighting color in the Asia
Africa corridor is dominated by a warm white color temperature, gaining 60 percent, 25 percent
has a cold white color, and 15 percent has a neutral white color temperature. The height of the light
source on the Asia Africa road corridor element has a height of above 2m, which arises from the
placement of the sculpture, monument point 0, while the rest is above 2m. This means providing
an illustration that in this road corridor, the space formed is judged by the height of the position of
the light source in the public zone.

The density or density of the placement of the light source or the light produced is 67 percent
repetition, with the distance adjusted based on the architectural formation such as the distance
between the columns, or adjusted to the shape of the field to be lit. 17 percent of light density is a
form of line lighting. 16 percent of lighting has no density or order because it only has one lighting
or no lighting at all. In terms of lighting direction, up-lighting has 50 percent of the total elements,
40 percent has multidirectional lighting direction, and 10 percent has downlight lighting direction.

4 CONCLUSION

From the results obtained, the identity of the Asia Africa Street corridor at night is created through
the warm color application, thus giving a dim and romantic impression. The height of the light
source which has a height of more than 2 m is dominant, thus enhancing this area as public
area without applying a low level of light source which required to create a level of intimacy in
public spaces, such as the sitting room. Feel of the public area is also identified by up-lighting
that dominates the lighting application at this street corridor, thus the perceived image is above
the eye level of the observer. The identification of the Asia Africa street corridor at night is also
created through repetitive lighting density that dominates, creating impression of order, but with
the difference in lighting density at the Savoy Homann hotel which applicate linear lighting density.
Another concern is that the State Finance Building as one of the buildings that have a high historical
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value, and nodes in this area like sculptures, and the monument of zero point of Bandung don’t
have its visual image at night, because the lack of lighting strategy. Such important elements have
to be seen clearly in order to create visual image to contribute to the Asia Africa street corridor.
Through these results, it is hoped that the existing lighting strategy can be improved to provide a
visual image to enhance Asia Africa corridor identity and to act as a promotion value.
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ABSTRACT: One of the changes in people’s lives during the pandemic is that people are now
getting used to doing more activities at home. It certainly gives more demand to housing activities.
Meanwhile, many Indonesian houses have limited spatial areas that are not designed for multi-
ple or complex activities. Thus, this paper aims to find the spatial conflicts that occur during the
adjustment. The research method is quantitative, using questionnaires to collect data from respon-
dents whose houses are less than 50 square meters in size. It is found that spatial conflicts mostly
happen in the communal areas, kitchen, and home office, with noise, arguments, and interruptions
between occupants as frequent disturbances. This study contributes to designers and house experts
to help find the upcoming solutions to ensure the house’s and the household’s resilience towards
the pandemic.

Keywords: house design, interior design, pandemic, spatial conflicts

1 INTRODUCTION

The current pandemic has forced many people to stay at home and perform almost all of their
activities at home, mainly known as working from home, telecommuting, teleworking, virtual
work, mobile work, as well as study from home (Purwanto et al. 2020; Savi¢ 2020). Students and
workers who can do remote working have switched their methods from onsite to online. As for
remote working, some companies have applied it as an option to choose by the employees, and it is
predicted to become permanent in the near future (Saraf 2020; Stanciulescu 2020). Hence, houses
are loaded with more activities. Before the pandemic, houses served as a place to rest and relax
after work, however now houses are also the place for occupation itself. This considerable demand
given to the house does not become a problem when there is sufficient area to provide space for
everything. But when there is a boundary about size, spatial conflicts in small-sized houses are
inevitable.

A house should be adaptive as a form to resist the spread of infectious diseases (Cahyani et al.
2019). Since the beginning of the pandemic, it is emphasized by Rogers and Power (2020) that
housing researchers and experts think over the emerging housing issues in varying ways (Rogers
& Power, 2020). Many have discussed the impact of the pandemic in housing from the aspects of
physical health, indoor air quality, productivity, and mental health (Adediran et al. 2020; Ardan
et al. 2020; Nwanaji-Enwerem et al. 2020; Rosenberg et al. 2020), but very few have mentioned
the issue about space adequacy. A study found in Nigeria about housing quality and COVID-19
reported that the lack of space affected the dwelling (Adediran et al. 2020). Diandra also noted that
the lack of space affected the changes in the primary function of every room (Diandra et al. 2020).
Meanwhile, the Indonesian regulation about the minimum size for housing allows four occupants
to live in a 36-square-meter house or 9 m? per person (Suryo 2017). In the United States, this size
is for a tiny house or micro-housing (Evans 2020), and in Italy, the average size is 80 square meters
for four occupants (D’alessandro et al. 2020).

As seen from the description above, we notice that the size of housing in Indonesia is considered
small. Still, the activities are not less complex compared to the situation in other countries. However,
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houses as a residence should provide adequate space, especially for sleeping, living, dining, and the
level of privacy (Ibem et al. 2015). As the number of home activities increases due to the pandemic,
people adjust their interior settings. It is also reported that people tend to integrate several functions
in the same space in their home (Ariyani 2020), and 90% of employees said they needed proper
furniture to work from home (Fivanda & Ismanto 2021). Previous data indicate that people have
attempted to rearrange the interior space.

Noting the interior adjustments done during the pandemic, it must have been done intuitively
by the occupants due to difficulties that need solutions from house experts or interior designers.
Since the situation is more challenging when the house area is limited, it is more urgent to look
at small houses, especially where many Indonesian citizens live in 36 to 45-square-meter houses.
Thus, this paper aims to find the types of obstacles related to spatial use, and we refer to it as a
spatial conflict. However, in response to COVID-19, modifications through design and behavior
are required in houses with limited space (Imran & As’adiyah 2020). By discovering the spatial
conflicts experienced by occupants, the interior designers and house experts will be able to think
about the upcoming solutions to ensure the house’s and the household’s resilience towards the
pandemic.

2 RESEARCH METHODS

The method of this research is quantitative. The study is focused on houses with areas less than 50
meter square. We use questionnaires as the research instrument, using Google Form to distribute
questions and summarize the responses received. In the given questionnaires, respondents are
allowed to select more than one answer. This approach helps identify kinds of situations at home
that indicate where spatial conflicts may take place.

We had 165 participants, consisting of 108 workers and 57 college students. 150 respondents
live in a type-36 or type-45 house, representing the interior’s floor area. From the respondents’
profiles, we can classify the type of their houses. 120 persons live in clustered housing built by the
developers, 30 persons live in a dense housing area, and 15 persons live in a landed house at the
city center. 85% of our respondents or 135 persons have experienced a switch to remote working
due to the pandemic. So our respondents are eligible to represent our study observation.

3 RESULT AND DISCUSSION

The pandemic has stretched for more than a year now. New habits at home are already formed,
and people have made some modifications in their houses. The most distinctive change shown
by our respondents is an interior re-layout without adding new furniture, as mentioned by 72
out of 165 responses. Other significant answers are adding plants to bring fresh air at home (63
responses), adding new furniture (52 responses), and modification for getting more natural lighting
and ventilation into the house (43 responses). Regarding the obstacles in the implementation, 78
respondents mentioned that they had difficulty finding a space to modify. The main reason was the
lack of area that led to such restrictions.

Other than finding a space to modify, 158 respondents who live with other people at home
complained about the conflicts they experienced when two persons had to do their activities simul-
taneously. If parents work from home and children also do their distant-learning from homes, the
house’s activities will peak during the productive hours, usually daytime. This kind of conflict is
reported primarily in the family room and the living room (52 and 27 responses, respectively). Type-
36 and type-45 houses put these rooms together as an open communal space, usually at the center
of the house. Later in the occupancy, some people prefer to create a partition to separate the private
area for the family members from where guests or neighbors may visit and sit inside the house.
With a partition, there are two spaces available for ‘work from home’ and ‘school from home’,
but 69 respondents are still dissatisfied with the noise disturbance. Other unpleasant situations are
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arguments when they have to use the same item or furniture at the same time (37 responses), a
feeling of getting disturbed by the presence of another occupant (36 responses), interruptions by
another occupant while working (35 responses), and arguments due to meeting intensity between
occupants (18 responses).

Next to the communal area, kitchen and workroom or home offices also face spatial conflicts in
significant numbers (30 and 25 responses, respectively). The mentioning of the kitchen as a place
of conflict shows that the food provision holds an important role in house activities. Whether it is
cooked at home or delivered from a restaurant, people still need the kitchen to prepare and serve
the food. On the other hand, not every family is accustomed to having every meal at home. Those
who used to go to work and school in the daytime usually ate lunch outside and had developed
personal food preferences and habits that other family members never knew. When all are forced to
dine at home, an occupant wants to cook a particular menu, but the other one might want to order
a different meal. The kitchen then becomes busy and also overloaded with the meal packaging.

New Habit

Re-layout without adding new
furniture

New Conflict

Parents work at home and
children also do their school
from home., the house's

New Resolve

They must find another area to
work at home, which is less
comfortable,

activities will peak during the
productive hours
Adding plants to bring fresh air

at home
The noise disturbance when

two persons had to do thelir
activities simultaneously
Adding new furniture

when they have to use the
same furniture at the same
time, a feeling of getting
disturbed by the presence of
another occupant

ta show that many
occupants have not found a
comfortable way to work on
their activities at home

Modification for getting more
natural lighting and ventilation
into the house

Figure 1. The spatial conflict of new behavior during work from home. Source: Authors.

Regarding the spatial conflict in the workroom or home office, it is inevitable when more than
one family member needs to work with a device. It usually happens when one of them used to work
at home and got the interior changed even before the pandemic. Suddenly other family members
also need to work from home and demand to take turns to use the available space. In reality, this
is not what happens according to the respondents. To resolve the spatial conflicts, 67 respondents
said they must find another area to work at home, which is less comfortable, and 46 mentioned
that they must postpone their activities. Only 15 respondents reported that they could do activities
together side by side, and 8 said that the conflicts were still unresolved. The data show that many
occupants have not found a comfortable way to work on their activities at home.

Since most respondents have attempted to adjust their interior space, we also asked about their
overall obstacles when providing their needs for remote working and sharing the space with other
occupants who also work in the same area. Both questions received the most significant responses
regarding the increased frequency of tidying up the house. It is interesting to find out that neatness
is seen as more important than having adequate space. This finding shows that most respondents
can provide what they need inside the house during the pandemic but lack the ability to keep the
house neat. It might happen due to the ineffectiveness of spatial arrangements when they bring new
furniture into the house, but it is worth further study to know the causes.
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4 CONCLUSION

Spatial conflicts at home occur when more than one occupants need to use the same space or
furniture simultaneously. The conflicts mostly happen in the communal area, whether it is named
a family room or a living room, but the kitchen and the home office also become places with
spatial conflicts. Noise is reported as the most significant issue, followed by arguments when
occupants have to use the same furniture, a feeling of getting disturbed by the presence of another
occupant, interruptions by other occupant while working, and arguments due to meeting intensity
between occupants. Many occupants choose to find a less comfortable area at home or postpone
their activities to solve the conflicts. Only a few can do activities side by side with their fellow
occupants.

Interesting data is found during the research and is worth further study. Occupants face difficulties
in finding an area to modify when they need to rearrange the layout or bring new furniture for work
due to space inadequacy. Nevertheless, the size of the space does not become the greatest obstacle
when they try to adjust the interior setting to their activities. The increasing frequency of tidying
up the house is seen as the biggest challenge, indicating that occupants perceive neatness as more
important than space adequacy.
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ABSTRACT: Every culture in the world passes down stories from generation to generation. These
stories shape society and serve as moral guides. Unfortunately, with the rise of modern pop culture,
the younger generations are no longer familiar with their cultural heritage. The latest developments
in the creative industry show a rise in trends to adapt local culture into famous creative works with
economic value. In light of the trend, the Visual Communication Design Department of Universitas
Ciputra Surabaya and Da Yeh University Taiwan (Taiwan, ROC) created “Folktales of Indonesia
and Taiwan”. This research will use the said book to determine whether illustrations are practical
for cross-cultural storytelling. Qualitative data were collected from book users in both countries;
the data was then compared with results from the literature study. The result shows that illustrations
are effective as cross-cultural storytelling media as long as these are created based on extensive
research of the source materials.

Keywords:  cross-cultural, design model, illustration, local culture, popular culture.

1 INTRODUCTION

Indonesia and Taiwan are two Asian countries, which consist of various ethnic, and diverse cultures,
the diversity in each country is caused by the influence of geographical locations. The word Culture
originated from the Sanskrit “buddhayah”. The word “buddhayah” itself is the plural form of
buddhi (mind), therefore culture can be interpreted as things that are produced by human minds.

Even though Indonesia and Taiwan have different backgrounds and various cultural forms, both
nations have seven cultural elements, as stated by Koentjaraningrat, namely (1) Belief, (2) Science,
(3) Social systems and community organizations, (4) Language, (5) Arts, (6) Livelihoods, and (7)
Technology. According to Sulistyorini (2011): 1), “culture is a broad and complex concept” so,
even if it is universal, every community must have a local culture that holds the local wisdom of
their respective regions (Unsriana 2013).

Kearifan lokal, or also known as local wisdom, local knowledge, and local genius, is a perspective
of life, knowledge, and various values of life that are taught from generation to generation in the
forms of folktales (Kristanto 2014). In Indonesia and Taiwan, ethics and cultural values are generally
passed down from parents to their children through retelling folktales. When our ancestors pass
on cultural values to the next generation, they choose folktales because these stories contain many
noble values. These noble values can be used as life guidelines for the next generation.

Indonesia has several forms of oral cultures besides folktale, such as Pupuh, Carita Pantun,
Pamali, Wawacan, and so on (Widiastuti 2015). For the Indonesian, the tradition of passing down
values in the form of oral traditions is an effort from the older generation to guide the younger gen-
eration on their daily activities (Komarudin 2016). But unfortunately in this modern era, folktales
have been mostly forgotten and considered unimportant by the younger generation. Furthermore,
with the increasing variety of children’s stories from popular culture such as Hollywood animated
films, and Japanese Manga or Anime. The existence of oral stories is gradually marginalized; even
though these oral stories contain many positive values that are important for social life.
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As one of the pioneers of the global animation industry, Disney’s animation studio has tried
to adapt oral culture from various countries as animated movies. One of the most recent Disney
productions is Moana (2016) inspired by Polynesian and Tongan culture. Moana was an exemplary
success both critically and commercially; it manages to convey the various aspect of Polynesian
culture to the big screen with visuals (Adrian Baker Swicegood IIT 2018). As an animated movie,
Moana is created for the younger generation, which is considered capable of becoming agents of
change or individuals who can make changes. From the success of Moana,it can be concluded that
every local culture has the potential to be adapted as a popular culture that appeals to the younger
audience.

The success of Moana is largely related to the media used to convey the story, which is animation.
In communication, media are tolls used to convey messages, ideology, and values (Ridaryanthi
2018). Since animation is a series of illustrations in sequence to simulate movement. This means
that illustration has the potential to be used as a medium to raise awareness towards folktales by
the younger generation.

To find out whether or not Illustrations is an effective medium for cross-cultural storytelling
and to encourage the creation of creative content based on local oral culture, the Department of
Visual Communication Design at Universitas Ciputra Surabaya took the initiative to design folktale
books. This project was done in collaboration with Da Yeh University Taiwan. After the folktale
book is completed, it will be tested with users or readers from Indonesia and Taiwan to determine
whether illustration can be used as cross-cultural storytelling media.

2 RESEARCH METHODS

This study uses a qualitative approach to explore illustration as cross-cultural storytelling media
for Indonesian and Taiwanese folktales. There will be two stages of the research. The first is the
Design phase for creating the illustrated books; data were collected from observation and literature
study during this stage. For the second stage, the interview method was employed to measure the
user’s assessment of the book.

2.1 Design phase

The initial research process started with designing a folktale book that was used as a storytelling
medium of Indonesian and Taiwanese folktales. Representatives from Universitas Ciputra Surabaya
and the Da Yeh University of Taiwan initiated the design of folktale books. The book featured ten
folktales, both from Indonesia and Taiwan. After careful study, five folktales from each country
were selected. Each Folktale is given to the students for illustration. Students of Universitas Ciputra
will be drawing folktales from Taiwan and vice versa.

2.2 Methods of data collection

After the design phase was completed and the book was finished, it was tested on users from both
Indonesia and Taiwan to find out whether the illustration book was an effective cultural storytelling
medium. The effectiveness of the book was measured with two elements: Visual Clarity (characters,
objects, and settings) and Narrative Clarity.

3 RESULT AND DISCUSSION
Oral tradition is a part of a culture that is usually passed down from generation to generation

through the process of telling stories to the next generation in each community group. Every
country, including Indonesia and Taiwan, has an oral tradition that reflects the noble values of
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its society such as folktales. Cultural values contained in folktale can be passed on to the next
generation through tales (Kristanto 2014).

According to Sulistyorini (2011), several individual moral values are commonly found in folk-
tales, namely: (1) obedience, (2) brave, (3) willing to sacrifice, (4) honesty, (5) fairness and wisdom,
(6) respect and appreciation, (7) hard work, (8) keeping a promise, (9) gratitude, (10) good charac-
ter, (11) being humble, and (12) careful action. Besides individual moral values, social moral values
are also reflected in folktales. These include: (1) cooperation, (2) being helpful, (3) compassion,
(4) harmony, (5) love to give advice, (6) care for others, and (7) pray for others (Unsriana 2013).

Based on the aforementioned considerations, observations were made on various Indonesian to
map stories that have individual and social moral values as described by Sulistyorini. From these
observations, five Indonesian folk tales were chosen, namely: Telaga Warna, Ringkitan dan Kusoi,
Lutung Kasarung, Joko Kedil, and Cindelaras. The same process was used to observe and select
five Taiwanese folktale titles, namely The Great Race, The Tigress Witch, Sun-Moon Lake, Sisters
Lake, Qian Li Yan, and Shun Feng Er. After selecting the folktales from each country, the design
process begins with understanding the folktale contents by the students. Students are given folktale
script and the design process is continued with visual research to obtain references to costumes,
colors, settings, and character designs that best reflect the contents of the folktale (Unsriana 2013).

Tllustration as one of the manifestations of visual communication design helps describe the
actions and characters that were previously only described through oral and written media (Hunt
2005). [lustrations in books help readers to understand the reading through the display of visual
images of the characters in the story, settings of place, maps, and other important objects (Remedia,
June 2014). Thus, it can be concluded that the role in storytelling, is to identify the following things:
Important characters in the story, the setting and the cultural background of the story, objects and
important artifacts that have a role in the story, mythical animals in the story, important events in
the story, and the main theme of the story.

To achieve this objective, each folktales story is assigned to a group of students. Each group
was then asked to make three illustrations based on the folktales they received. These works were
compiled into a trilingual book entitled “Folktales of Indonesia and Taiwan” which was published
in printed and digital versions via Google Playbook to determine the effectiveness of the book as a
storytelling medium for conveying the oral culture of Indonesia and Taiwan as well as their moral
values. Thus the book will be tested by several users or readers, from Indonesia and Taiwan. Four
users from two countries were first asked to read the book and were given questions to explore the
elements as follows.

3.1 Visual clarity

Users will be asked whether the illustration as the visual element in the folktale books helps them
recognize (1) characters who have an important role in folktales, (2) the setting where the story
and events in the folktales take place, (3) objects and important objects have a role in the story, (4)
mystical animals that appear in the story, (5) events or important event that happen in the story,
and (6) the main theme of the story.

3.2 Narrative clarity

Users will be asked whether the content of the folktale storybook contain universal moral values,
namely individual moral and social moral. Those included as individual and social morals as
described above.

4 DISCUSSION

From the research results on the elements of Visual Clarity and Narrative Clarity in the Folktales
of Indonesia and Taiwan book, the following results were obtained.
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4.1 Visual clarity

All Indonesian users agree that the illustrations in the book help them to identify the characters,
settings, and objects in the story, mythical animals, and important events in folktales. Whereas
users from Taiwan, although they agree that the illustration as a visual element in the folktale book
helps them identify the characters, objects, mystical animals, and the theme of the story, argue
that the illustrations should be made more detailed so that readers can identify the setting or the
location where these folktales occurred, and also in order for the reader to be able to understand
important events that occurred in the folktales.

With further observations, it is clear that most illustrations are not thoroughly visualizing the
story. For example, these are the comparison of two illustrations from the book, each of them is
the work of students from Universitas Ciputra Surabaya and Da Yeh University Taiwan. The first
example is the Illustration of Telaga Warna by Zhuo, Xin Peng.

Figure 1. Telaga warna by Zhuo Xin Peng and Tigress Witch by Gilbert.

The illustration depicts the character of a jewelry craftsman in the Kutatategeuhan King-
dom. However, from the above example, it is clear that there are no visual elements and details
such as patterns, ornaments, artifacts, and utensils that indicate that this character is a goldsmith
or gold craftsman who originated from West Java.

The next example is an illustration from the Taiwanese Folktale; The Tigress Witch by Gilbert.
This illustration is trying to show an important event in the story when the Tigress Witch captures
one of the characters. However, in the example above, there is no clear indication of when and
where this event occurred. The depiction of the event is also very vague and merely symbolic.

4.2 Narrative clarity

From the factor of narrative clarity, all users from Indonesia and Taiwan agree that the ten stories
within the folktale books contain individual moral values (1) obedience, (2) brave, (3) willing to
sacrifice, (4) honesty, (5) respecting and appreciating, (6) work hard, (7) understand gratitude, (8)
having good character, and (9) act carefully. For social morals, users agree that the ten stories in the
folktale books contain social moral values ((1) cooperation, (2) being helpful, (3) compassionate,
(4) harmony, (5) care for others.). All users agree that both Indonesia and Taiwan folktale s contains
many moral values that need to be retold through modern media.

5 CONCLUSION

After analyzing the data gathered from interviews with book users from both countries, this research
concludes that the illustrations used in the Folktales of Indonesia and Taiwan books adequately
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represent folktales from both countries. The user can identify the most character, object, mythical
animal, and story theme. However, the users also criticize that the illustrations in this book still
lack accuracy and detail—users reporting that they are having difficulties identifying settings and
important events that occurred in folktales.

Klimchuk and Krasovec state that an illustration that conveys traditional elements can educate
the audience about its culture. Thus, illustrations as a visual element should help readers immerse
themselves in an imaginary world. Moreover, the Folktales of Indonesia and Taiwan were a cross-
cultural book written in three languages for multinational users (Klimchuk & Krasovec 2013).

As a suggestion, careful research needs to be done during the design phase to use illustration
as cultural storytelling media. Especially when the designer tries to depict local elements such as
costumes, accessories, artefacts, and mythical creatures, illustrations could bridge the gap between
readers and the foreign culture described in a folktale with proper research and visual references.
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ABSTRACT: This paper offers a critical voice in the discourse of Art and Design: Recontex-
tualization of Nusantara Tradition and Indigenous Culture. While cultural heritage is dominantly
perceived as a commodity for the creative economy, the context of culture is broader as it embodies
every aspect of human life, in which economy is just an element of culture. By using extensive
literature review to examine Indonesian policies concerning the creative economy and in reviewing
key thinkers in the field of Cultural Heritage Studies, Cultural and Creative Industries, Design
Studies, and Art and Design Higher Education, this paper argues that the Art & Design Higher
Education should understand the original context of cultural heritage and the critics towards the
creative economy to be able to take on the ideal role of educating future creative and cultural
workers who understand the true significance of their work which is the co-creation of sustainable
heritage for the future.

Keywords: Culture, Creative Industries, Creative Economy, Design Studies, Education,
Society 5.0

1 INTRODUCTION

This paper temps to offer a critical voice in the discourse of Art and Design: Recontextualization
of Nusantara Tradition and Indigenous Culture. Since this paper is trying to address a topic which
arose from an academic institution that is in support of a conference theme of “Embracing Future:
Creative Industries for Environment and Advanced Society 5.0 in Postpandemic Era”, therefore, this
paper is written based on the hypothesis that the (Indonesian) Art and Design Higher Education feels
the urgency to and is trying to recontextualize Indonesian cultural heritage for the post-pandemic
creative economy in a way that is in line with the advancement of Society 5.0. This will be the
contextual framework in which this article is written. Consequently, several key questions need to
be addressed: 1) What is the definition of “recontextualize”? 2) Why there is such an urgency to
recontextualize Indonesian cultural heritage? 3) How should the Indonesian Art and Design Higher
Education recontextualize Indonesian cultural heritage in the context of the creative economy and
in support of the implementation of society 5.0? Within this framework, this article examines
and discusses the relationship of cultural heritage with Art & Design Higher Education (HE), the
creative economy, and society 5.0.

The word “recontextualization” is to take something from its original context and reposition it in
a different context (Oxford Reference 2021). On the assumption that the Indonesian Art & Design
HE needs to recontextualize Indonesian cultural heritage for the creative economy, it is logical to
re-examine the past to understand how we arrive at this notion and to create a better and more
sustainable future. Either way, the main objective of the development of the Indonesian creative
economy is also deeply concerned with the issue of the development of a sustainable economy
based on creativity, within which the Art and Design HE is one of its contributing shareholders
(Departemen Perdagangan RI 2008).
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The earliest framework for the development of the Indonesian creative economy was published
by the Ministry of trade in 2008, in which it stated that the development plan for the Indonesian
creative economy was formulated based on a study of various nations, such as Thailand, Malaysia,
Singapore, China, Taiwan, New Zealand, and UK. Even though it acknowledged the existence of
the creative cultural industry and copyright industry other than creative industry, it was mostly
influenced by UK’s creative industry concept and policies. That is why Indonesia defined the
creative industry and adapted its sub-sectors mapping based on the UK Creative Industry task
Force document (CITF C. I. T. F 2001; Departemen Perdagangan RI 2008).

Concerning Indonesian cultural heritage, the policy document stated that Indonesia as a nation
rich in cultural diversity faces difficulties in promoting Indonesian culture and its local products
to the domestic market due to a lack of interest from the younger generation towards traditional
products. It had forewarned that this phenomenon can lead to the extinction of Indonesian cultural
heritage. On the other hand, it acknowledged Indonesia’s diverse cultural heritage as an infinite
source of inspiration for creative practitioners, therefore, it is a common practice to present newer,
more modern, and popular cultural products (Departemen Perdagangan RI 2008). This statement
and sentiment have continued to influence Indonesian creative economy policies as shown in the
documentation of the founding of Indonesia Creative Economy Council (Bekraf) in 2015, whereby
President Joko Widodo stated that the creative economy shall be the backbone of the Indonesian
economy and in a later document presented by the Republic of Indonesia Ministry of Coordinator
of Economy, the government acknowledges cultural heritage as a resource for the creative economy
(Bekeraf 2019; Hamdan 2016).

These documents have shown that there is an underlining notion to recontextualize Indone-
sian cultural heritage for the creative economy based on the perception of cultural heritage as a
commodity. This paper argues that this is an uncritical understanding of cultural heritage that hap-
pened because Indonesia adopted the UK’s creative industry definition and its sub-sectors mapping
without fully understanding the phenomenon concerning the shift of terminology from Cultural
Industry to Creative Industry that happened in the UK before the adoption of the concept of Creative
Industries in 1998. Consequently, the whole discourse concerning the fundamental role of cultural
heritage in the modern age of industrialization-from the very beginning of the first Industrial Rev-
olution to the current development of Industry 4.0 and in the light of Society 5.0-and the critics
towards the commodification of culture and the alienation of cultural workers has been overlooked
(Kurniawan 2017, 2019).

Hence, this paper aims to address how should Indonesian Art and Design Higher Education
approach the issue of the recontextualization of Indonesian cultural heritage within the framework
of the creative economy and in support of the implementation of society 5.0.

2 RESEARCH METHODS

This paper reviews the literature which focuses on examining Indonesian policies concerning
creative economy, supported by extensive literature reviews by key thinkers in the field of Cultural
Heritage Studies, Cultural and Creative Industries, Design Studies, and Art and Design Higher
Education that has been reviewed by the author in the previous publications.

3 FINDINGS

Upon reviewing the document published by the Republic of Indonesia Ministry of Coordinator of
Economy, it showed an inconsistency in its policy implementation which indicates that the Indone-
sian government is unclear on how to manage and contextualize cultural heritage for the creative
economy. The document stated that Bekraf was in direct coordination with State Institutions,
Ministries, Non-Ministerial Government Institutions, Regional Governments, and other related
parties, except with The Ministry of Education and Culture which manages: 1.) Pre, Primary, and
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Secondary Education and 2.) Museums, art galleries, libraries, and other non-formal cultural insti-
tutions (Hamdan 2016). It is apparent that the Indonesian government acknowledges its cultural
diversity as a key resource for the creative economy, but it has not fully comprehended the funda-
mental role of culture and its institutions, such as the museum. Kurniawan (2017; 2019) asserted in
his findings that historically, the museum and Design HE in the UK had a very close relationship
in which the museum functioned as the Design HE’s design laboratory during the first Industrial
Revolution. However, on the other hand, it was also in this historical background that Theodore
Adorno and Max Horkheimer in 1979 coined the term Cultural Industry to criticize how the capi-
talist industries dominate the social life through Mass Culture within which the commodification
of culture and the alienation of cultural workers took place (Adorno et al. 1979; Hesmondhalgh &
Pratt 2005; Kurniawan 2017, 2019).

Re-examining the issue of the commodification of culture and the alienation of cultural workers
which occurred during the first Industrial Revolution is critical and very much relevant to the
topic of this paper because even as the world embraces the current Industry 4.0, the issue of the
commodification of culture and the alienation of creative (and cultural) workers is still at the heart
of it. With the advancement of technology in Industry 4.0, the fear of how technology will replace
human producers is still a scenario to be reckoned with. Being aware of this issue as part of the
social problems that need to be addressed, the Japanese government promoted the concept of Society
5.0 which aims to achieve a human-centered society: a society that can both promote economic
development and find solutions to social problems by utilizing advancement in technology (Society
5.0 2021). In 2007, Prof. Victor Margolin has reminded the Design HE that creative (and cultural)
workers, such as artists and designers in general terms are essential to the building of a more
humane world and that they are responsible for their creation that make up the social world as we
know it (Margolin 2007).

Returning to the issue of the recontextualization of cultural heritage, Prof. Margolin stated that
designers are always informed by the past and the present even though their work is oriented
towards the future (Margolin 2007). The past is indeed a cultural resource, in which the ideas and
values of the past can be the inspiration for new creation (Hewison 1987), but this is exactly why
Indonesia needs to focus more on the management and development of culture not just for the
creative economy, but for the development of Indonesia as a society that upholds pluralism, has a
strong cultural identity, is religious and upholds ethical values (Bekeraf 2019). Indonesia needs to
understand that cultural heritage is co-created in the present based on past values for the future by
stakeholders who are included in the triple Helix of Education-Enterprise-Expertise as mentioned
in the Master Plan Book for the Creative Economy Development (Departemen Perdagangan RI
2008; Harrison 2013).

Indonesia is not alone in the issue of recontextualizing its cultural heritage because even though
Indonesia mimics the United Kingdom Creative Industries policies, the UK itselfin the past decade
has also been exploring the role of culture and its cultural institutions, such as museums and galleries
for its creative industries. On this effort, in many ways, countries such as Australia, New Zealand,
and Canada have developed more systematic approaches, based not only on acknowledging the
economic value of cultural related industries but also on the importance of the development and
protection of national cultural heritage from the invading danger of popular culture from foreign
countries through global free market. Ideally, these approaches respect aboriginal rights, high
culture and encourage the creation of new cultural forms to create a space for local (and more
sustainable) cultural production and consumption (Hesmondhalgh & Pratt 2005).

Indonesian Art & Design HE as a critical, creative, and cultural institution needs to understand
the original context of the culture in a broader sense. Culture encompasses every aspect of human
life, culture is ubiquitous, and the economy is only an aspect of it (Harrison 2013). Maybe the way
to recontextualize cultural heritage is to return it to its original context, to rethink the fundamental
role of culture critically and creatively in the Art & Design HE, the society, and the economy,
including the role of the creative and cultural workers as those who not only have the power but are
also responsible in creating a more humane world; a sustainable future that will be their legacy. In
a sense, we are all part of the effort to co-create sustainable heritage.
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“Heritage is an active process of creative engagement with the past in the present in the production
of our future. It is more than just preservation, but an active and informed process of assembling a
series of objects, places, and practices that can be used as a mirror to the present, associated with
a specific set of values that we wish to take with us into the future” (Harrison 2013).

4 CONCLUSION

A critical perspective on how the Art & Design HE should contextualize and re-contextualize
cultural heritage is needed because cultural heritage is dominantly perceived only as a commodity
for the creative economy, while the context of culture is broader as it embodies every aspect of
human life, in which economy is just an element of culture. By understanding the original context of
culture/ cultural heritage, the Art & Design HE could then approach the issue of recontextualizing
Indonesian cultural heritage within the framework of the creative economy and in the spirit of
Society 5.0 which is to create a more humane world through technology. The statement of Prof.
Victor Margolin in which designers (and artists) play an essential role in building such a world
(Margolin 2007) is in line with Dr. Nigel Spivey’s from University of Cambridge thoughts; that is
the drive to create art has made the world as we know it and it will continue to shape the future
(How Art Made the World 2005). That is why the Art & Design HE indeed plays an important role
in the creative economy which is to educate future creative and cultural workers who understand
the true significance of their work which is the co-creation of sustainable heritage for the future.
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ABSTRACT: Hatsune Miku is a phenomenon in which this first Virtual Idol character is highly
accepted and has a significant influence, especially among Generation Z. Luo Tianyi, a virtual
idol from China. Luo Tianyi is not merely an idol figure but can also present traditional culture to
generation Z. The purpose of this research is to examine how Luo Tianyi entered the generation Z
and its role in introducing traditional culture. The data collected was obtained from observations
of related social media supported by literature studies. Based on this research, Luo Tianyi was
well accepted by utilizing the social power of generation Z. These social powers include economic
capital, information, and legitimacy. The creators demonstrated Luo Tianyi’s role in introducing
traditional culture through classical songs concerts, regional-style clothing worn, and collaborations
with other traditional musicians.

Keywords:  generation Z, promotion, traditional culture, virtual idol

1 INTRODUCTION

The virtual idol is a phenomenon, a product of postmodern culture. Hatsune Miku is the first virtual
idol who gained high international popularity. Virtual idol Hatsune Miku’s popularity as well as
Hatsune Miku’s industrialization are growing. The increased demand shows this regard for Hatsune
Miku merchandise; even this virtual idol has held several concerts in the in various places of the
world and was attended by thousands of people at each concert.

This virtual idol phenomenon has gone global; apart from Hatsune Miku, who came from Japan,
other countries have also started introducing their virtual idols, one of which is Luo Tianyi, who is
part of VSINGER, the Vocaloid software from China. Luo Tianyi’s “career” is also very bright in
China. Luo Tianyi has been used as the official brand ambassador of several companies, namely
KFC, Nestle, and Pizza Hut.

Reviewing from the visualization, this virtual idol character from China Luo Tianyi, integrates
elements of Chinese culture in this character design. The integration can be seen from the character’s
hair model design, which is similar to the traditional Chinese painting with a goddess theme.

Figure 1. Luo Tianyi and the Chinese traditional painting of Chang E, a moon goddess from the Tang dynasty.
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The traditional cultural elements included in the character’s design became a bridge for virtual
idol Luo Tianyi to introduce the local culture to his fans. One of the main targets is generation Z.

Generation Z is the generation born between 1995 and 2010 (Zemke et al. 2000). Generation Z is
often called the “net generation” because they were born when digital technology has dramatically
evolved. The digital environment is essential in their lives. Generation Z uses social networks
intensely (Sudrajat in Nurjanah, 2012), and they can even die without a gadget (Sari 2019). Since
they are accustomed to the digital world and the high global connectivity, Generation Z is very
familiar with global pop culture. Globalization affected by the advancement in technology and
information has a significant impact on all aspects of life, including how people enjoy work,
standard changes in evaluating results, and the incoming of global influences in creating the work.

The importance of this research about the virtual idol phenomenon is based on the fact that now
the virtual world has become an essential part of social life in society. In the future, the virtual
and cyber worlds will be connected with the social life of people in the world. The purpose of this
research is to examine how virtual idol Luo Tianyi can enter the world of Generation Z to become
an idol figure who reintroduces their traditional culture. The kind of strategies used by virtual idol
Luo Tianyi do to be accepted by Generation Z will be described in this study.

2 RESEARCH METHODS

The data in this study consisted of qualitative data obtained through observation and supported by
literature studies. The data collection method is described as follows.

2.1 Qualitative data collection

Qualitative data were collected through observation. Observations were made on related social
media, including Luo Tianyi’s Weibo account and other VSINGER; as well as several videos of
Luo Tianyi’s concert which were accessed via YouTube.

2.2 Literature study

The literature study was conducted by searching for references from books and journals related to
this research.

3 RESULT AND DISCUSSION

Based on qualitative data obtained, Luo Tianyi occupies the position of the virtual idol with the
most followers on Weibo social media. The Weibo account with the domain name “luotianyi0712”
has 5,069,745 followers based on monitoring dated July 19, 2021, at 10:18 p.m. This number is
well above the average VSINGER account followers on Weibo social media which are 1,187,493.
This figure is obtained from the average followers of VSINGER accounts on Weibo social media
accounting 5 accounts, among others belonging to Luo Tianyi (luotianyi0712), YANHE (luo-
tianyi0712), Yuezheng Ling (vsingerofficial), Ling Caiyin (luotianyi0712), and Mo Qingxian
(moqingxian0712).

To increase public awareness and acceptance of Luo Tianyi in Generation Z, there are social
forces aspects that need to be considered. The social forces mentioned are the economic capital
of a group, information capital, and legitimacy (Calhoun in Calhoun: 1993). These three capitals
determine whether Luo Tianyi can be accepted or not by Generation Z society.

Economic capital refers to the material strength of a group. In this case, most of the Generation
Z, both from them able to the underprivileged to the less able have the same material power that is
smartphones (Hastini 2020). Generation Z can accept all that they can access through smartphones.
Luo Tianyi can harness this power. Luo Tianyi’s concert conducted online was easily accessed by
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the Generation Z increasing the awareness of the virtual idol Luo Tianyi. This also affects the
acceptance of Luo Tianyi as a part of Chinese Generation Z life.

In addition to the economic capital in the form of materials, information capital is also needed
so the existence of Luo Tianyi to be accepted. Still connected to smartphone ownership, the main
source of information generation Z has been in their palms. From smartphones, a lot of information
is received, especially through social media such as Weibo and as much as 66.2% of the total users
come from the age group of 18-30 years (Wang 2018). With more than five million followers, Luo
Tianyi made it into the world of the Generation Z.

Another social force capable of incurring acceptance is capital legitimacy. Legitimacy here is
taken from the word legitimate which according to Oxford Dictionaries means reasonable, accept-
able, and legitimate or not unlawful. When something new is introduced, people judge it if it is
as per their way of thinking, acceptable, and not against any principle. This also applies to the
Generation Z’s view of Luo Tianyi. The fact that the Generation Z is aware of pop culture and has
several idol figures is utilized by Luo Tianyi to enter as a new figure of modern idols. When Luo
Tianyi is judged to have conformed to the nature of generation Z thinking, moreover, being able to
walk according to other social forces, Luo Tianyi can be accepted as their idol figure.

Luo Tianyi who was able to enter into generation Z began to introduce traditional Chi-
nese culture. Luo Tianyi often performed classic Chinese songs in concerts and albums. Luo
Tianyi also collaborates very often with local Chinese artists both modern and traditional art
artists. One of Luo Tianyi’s performances is with Chinese traditional lute instrument Master
Fang Jinlong at the Bilibili 2019 New Year’s Eve Party event which can be accessed through
https://www.youtube.com/watch?v=ngqfloJqfg0 YouTube link. In the concert that utilizes modern
technology, traditional culture is displayed so that it is not presented as an event of traditional
culture that seems ancient. Luo Tianyi performed the classic song “Jasmine”; wearing traditional
patterned clothing; along with traditional master musicians and performed magnificently using
advanced hologram technology. In addition to the concert, Luo Tianyi also performed a concert
with a song titled “Sun Quan the Emperor” which can be accessed through the YouTube link
https://www.youtube.com/watch?v=_CZoFhFrMKE. The song tells the history of the Three King-
doms and Luo Tianyi wearing war clothes that have certainly been modified to look more attractive.

The concert received an excellent response from the Chinese market as a whole and especially its
fans who are mostly from Generation Z. The concert made the audience of most of the Generation
Z more familiar with traditional Chinese art and also promoted traditional Chinese art to the inter-
national world. In addition, in several live shows as well as “interview” sessions and introductions,
Luo Tianyi is shown as a young girl who loves traditional Chinese culture. When viewed in terms of
communication science, this statement also invites fans of Luo Tianyi who are mostly Generation
Z to join in loving traditional Chinese culture and arts.

Figure 2.  Live concert Luo Tianyi with Fang Jinlong.

4 CONCLUSION

Luo Tianyi is a virtual idol who managed to become an idol figure for the generation Z in China.
The generation Z accepted the cause of Luo Tianyi because of social forces possessed by this
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generation. These social forces mentioned are economic capital (almost all generation Z have a
smartphone), information (easy internet access), and legitimacy (easily accepted by generation Z).
By understanding these three capitals and utilizing them, Luo Tianyi has become a part of generation
Z life in China.

Not only became an idol, but Luo Tianyi also introduced traditional culture to the generation Z.
Her visual display showed her cultural identity; the outfits that she wore when performing concerts;
traditional songs performed, and collaborations with traditional musicians. Luo Tianyi became an
idol figure who supported the preservation of traditional culture.

This research expectation is to add a perspective on how virtual idols introduce traditional
culture to generation Z. Further research is also expected to explore the utilization of this virtual
idol phenomenon, to create another model that can introduce traditional culture to the generation
Z in other countries and employ technological developments to preserve traditional culture.
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ABSTRACT: In the industrial world, brand is not just to differentiate a product identity, but
also symbolizes particular image in the public’s perspective. On the other hand, there are a lot
of forgotten traditional cultures that actually possess potential for industrial images, such as The
Flag of Marawa, a cultural artifact of Minangkabau. This qualitative-interpretative research will
discuss philosophical values of Marawa Flag, and reinterpret it for implementation purpose on
a brand design (trademark, logo, role, and product), which also serves as symbolical attribute
of social movement. Hopefully, this will inspire other designers to design something with deep
philosophical meaning inspired by traditional culture.

Keywords: Brand, Culture, Marawa, Minangkabau, Social movement

1 INTRODUCTION

In the developing digital age, image is very important. The importance of image is also the concern
of many brands to touch their consumers. By building an image that is per with its consumer
segment, a brand becomes more meaningful in the minds of its consumers, thus, the importance
of image is the main thrust of the industry. Not infrequently brands ride social issues to strengthen
their image. With the right image, the brand can reach consumers that are related to these social
issues. According to the data from SproutSocial (2020), 36% of consumers demand a brand to join
the struggle of social movements if the brand has values that align with the movement.

This research will focus on extracting the values contained in the cultural artifacts of the Marawa
flag. The Marawa flag itself is a cultural artifact originating from West Sumatra and is the symbolic
flag of the Minangkabau tradition. With the values contained in the Marawa cultural artifacts, the
author will look for the potential for the development of associated values in the industry. This
development will be realized in a brand design that becomes a symbol of social movement and sells
products in the form of merchandise. With the continuous increase in the merchandise industry in
recent years, the designed brand will compete in the merchandise industry with the philosophical
values of the Marawa flag in it.

1.1 Marawa

The Marawa flag is a cultural artifact of the Pagaruyung kingdom (1347-1833) from Minangkabau
culture, West Sumatra, and served as its official flag. According to Diradjo as cited in Salamintargo
(2019), the Marawa flag as a part of Minangkabau’s traditional identity consists of three colors
which symbolize the three strengths of the Minangkabau community. Each color in Marawa has
a meaning: 1) Black, symbolizes strength, mercy, and obeying mind and wisdom; 2) Yellow,
symbolizes majesty and rule; 3) Red, symbolizes courage and mutual respect. Each color in Marawa
Basa Alam symbolizes an area (luhak) which is the core of Minangkabau culture.
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Quoted from Sikumbang (2019), the meaning of luhak in Marawa Basa Alam is the area of origin
of Minangkabau culture. The three luhaks are the center of Minangkabau culture itself. luhak Tanah
Datar is yellow, the luhak of Agam is red and the luhak of Limapuluh Koto is black.

Figure 1. The Marawa flag.

2 RESEARCH METHODS

This section will explain the research and design methods that will be used. Starting from
determining the subject, collecting data, analyzing, interpreting, looking for potential, to designing.
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Figure 2. Research to designing a scheme.

2.1 Research method

This is qualitative research, a study that pays attention to the suitability between the techniques
used and the general flow of thought and theoretical ideas (Raco 2010). Data collection is done
through a literature study related to the cultural types of Minangkabau and the interpretation
of the cultural values. Analysis and data processing is done using the descriptive-interpretative-
comparative method. The purpose of the descriptive method is to systematically describe certain
facts or fields factually and carefully (Wirasari 2016). In the process, the author describes the
cultural artifacts of the Marawa flag and interprets its meaning, followed by a comparative analysis
of the Marawa flag with other forms of Minangkabau culture to obtain certain results. These results
will be used as the basis for designing.

2.2 Design method

The design is done by processing and interpreting the values obtained from the analysis results.
These values are developed using the mind-map method. From the development’s results, the
attributes such as brand, role, product, and marketing are needed for this potential realization.

3 RESULT AND DISCUSSION
Here, the author will analyze the values and meanings contained in the cultural artifacts of the

Marawa flag. The author will explore the meaning and interpret the values contained in it. Then
the author will develop that value through a design that will add value to the industry of the future.
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3.1 Analysis

In analyzing the values contained in the Marawa flag, the author will try to see other forms of
Minangkabau culture, namely ABS-SBK, Merantau, and Matrilineality. Adaik Basandi Syarek,
Syarek Basandi Kitabullah (ABS-SBK) is the basis of the cultural philosophy of Minangkabau
culture which means “culture comes from sharia, sharia comes from Al-Quran”. Quoted in the
journal by Asrinaldi & Yoserizal (2020), “ABS-SBK is a value system that guides the interaction
between individuals and their environment based on Islamic and customary values”. Merantau is a
cultural activity where Minangkabau people leave their homeland to seek glory. In the book Mov-
ing Places: Relations, Return and Belonging by Natasa Gregori¢ Bon (2016) quoted “Merantau:
‘Leaving one’s cultural area voluntarily either for a short or long time, to earn a living or seek
further knowledge or experience, usually to return home’ (Naim 1976: 150)” The Minangkabau
are the largest matrilineal indigenous group in the world (Metje 1995 as cited in Stark, 2013).
Matrilineal culture is the lineage of mothers which has become a characteristic of Minangkabau
customs. According to Ariani (2015), “Matrilineal comes from the word “matri” (mother) and
“lineal” (line), so it means mother’s line. The meaning is a term to describe the kinship system that
refers to the mother’s lineage.

The results of the analysis found a pattern from Minangkabau culture, namely the pattern of
“origin”. In the Marawa flag, each color symbolizes the “origin” area of the Minangkabau people.
In the basic philosophy of ABS-SBK, culture originated from the Shari’a, and Shari’a originated
from the Quran. In Matrilineal culture, lineage is determined by the female side, which is the
“origin” of life (birth). In the Merantau culture, Minang people are required to leave home and are
expected to return with glory to develop West Sumatra. In this case, this culture respects the “area
of origin” as the only home and expects the development of the area of origin. It can be concluded
that there are values of orderly life and respect for the origin of things in Minangkabau cultural
forms, especially the Marawa flag.

3.2 Symbol and social movements

The phenomenon of celebration or movement that has sprung up globally generally has a symbol
as its main identity. Some of them are the “Pink Ribbon™ as a symbol of breast cancer awareness,
and the “Rainbow Flag” as a symbol of the LGBTQ+ social movement. These symbols in addition
to interpreting the values of the movement also support the movement in terms of distribution,
especially with the presence of digital media. According to data from sproutsocial.com, 36% of
consumers demand a brand to join the struggle of a social movement if the brand has values that
align with the movement. A clear example can be seen in the merchandise sold by the LGBTQ+
community on the www.rainbowdepot.com page. According to data from statista.com (2020), the
increase in the value of the merchandise industry from 2014 to 2020 was 20 billion US dollars.
This data certainly illustrates the potential of the merchandise industry today.

The Marawa flag concerning matrilineal culture can be associated with motherhood theme cel-
ebration. International Mother’s Day which falls every 2nd week in May does not have a symbol to
support its movement. This can be a great potential for the design of this social symbol. Strengthen-
ing the international identity of Mother’s Day as a form of respect for women will certainly help the
struggle of mothers in social life. Symbols derived from Marawa values can be used as an identity
of a celebration/movement as well as a merchandise brand that will have value in the industry as a
social symbol.

3.3 Brand design

In designing a brand to become a symbol in the social movement of women’s struggle, a brand name
is needed that is under the values of women’s struggle. The name “Motherstood” was chosen from
a combination of the words “motherhood” and “understood”. The word “understood” was chosen
as the essence of the social struggle of women who want their value in social life to be understood.
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In making its symbol, the Motherstood brand will combine two symbols, namely the carnation
flower as an embodiment of a mother’s love, and the yellow and black colors in the Marawa flag as
a symbol of wisdom and majesty.
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Figure 3. Logo creation through simplification of the shape of carnation flower.

3.4 Role of the brand

Quoting Han Ji-Ae and Oh Seung-Hwan (2007), there are roles of tradition: as a group identity, as
aprocess of lifestyle creation, and as a bridge between past values and present life. By applying for
this traditional role as a brand role, Motherstood is expected to play the same role as tradition. In its
role as a group identity, the Motherstood symbol will become the brand’s identity and the identity of
the social movement for women’s struggles in general. In the role of the lifestyle creation process,
the Motherstood brand will sell merchandise that plays a direct role in the lifestyle of the people
who buy it. In the role as a bridge between past values and the present situation, the Motherstood
brand will sell merchandise that has the philosophical values of the Marawa flag. This merchandise
will be a representation of past values that will be used in the present.

3.5 Product

In determining what merchandise will be produced and sold by Motherstood, the mind-map method
will be chosen as a model in describing the values that can be transformed into the form of a product.
The values of tidiness, accuracy, balance, guidance, birth, love, respect, defense, and identity were
found in the cultural artifacts of the Marawa flag. After that, we can describe what products can be
sold as merchandise under the Motherstood brand.

Orderiness |<—< Marawa ,—’| Pride

Motherhood
1
¥ ¥ ¥
Guidsrce | Birm ] Lowe

Figure 4. Products mind-map scheme.

These values can be associated with several types of activities which will later become a source
of inspiration for these products. The value of “identity” is represented by clothing, member cards,
and flags. “Respect” is represented by pins and badges. “Defense” is represented by hero-related
products. “Love” is represented by toys and family-related products. “Birth” is represented by
baby/pregnancy-related products. “Guidance” is represented by educational products. “Accuracy”
is represented by an alarm clock, to-do list, and time-related products. “Balance” is represented
by aromatherapy candles and exercise equipment. “Tidiness” is represented by post-it notes and
products related to styling.
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3.6 Marketing

Following the concept of “think globally, act locally” which is generally adapted, especially in
Asian countries (Koesoemadinata 2013), Motherstood will start from the local market but with a
global vision. It is hoped that implementing things at a local scale will also produce a global impact.
Motherstood will participate in donating some of the profits to the social movements for women’s
struggles in the world. This is done so that the impact of this brand will not only become a morale
boost for women’s social conditions but also become financial support for their struggles.

4 CONCLUSIONS

Cultural forms contain philosophical values that can be developed and have potential in today’s
industry. The Marawa flag with its philosophical value of “origin”, can potentially fight for women’s
social movements by participating in the merchandise industry, such as the Motherstood brand.
By taking part in social struggles, it is hoped that the Motherstood brand itself can play a role of
tradition, through shaping the identity of a group, shaping lifestyle, and a bridge between past values
and current activities. Many other potentials can be explored from the philosophical values found
in the cultural artifacts of the Marawa flag. The value of pride, motherhood, and orderliness can be
further investigated for its potential in addition to being a merchandise product. The development
of this potential can be in the form of activities such as events or a system that are inspired by these
values.
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The adaptation of Javanese Weton on new media for matchmaking
applications
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ABSTRACT: Javanese Weton is a particular calculation used for mate selection based on numeri-
cal values in Javanese customs or traditions. As local wisdom, Javanese Weton needs to be preserved
because it reflects the Javanese way of life regarding the relationship between humans and natural
phenomena with all their regularities. However, the rapid development of technology is unavoidable
and causes changes in social behavior. Hence, this study aims at Javanese Weton in the possibility
of developing a matchmaking application, not only easy to use by anyone but also creates a new
medium that is invasive, likable, and helps create understanding and interest in Javanese culture
of global audiences. This study uses a qualitative descriptive methodology with an emphasis on
interviews and social phenomena. This research is expected to maintain Javanese Weton following
the laws governing, maintaining, and promoting traditional culture in Indonesia.

Keywords: adaptation, applications, Javanese culture, new media, Javanese Weton

1 INTRODUCTION

In Indonesia, culture has become a close part of social procedures, social life, etiquettes, or
applicable rules. Welianto (2020), referring to the population census conducted by the Central
Statistics Agency in 2010. Of the 1340 ethnic groups in Indonesia, the Javanese are the largest
group in Indonesia, with 41% of the total population. One of the local wisdoms from Javanese
culture that still survives is Javanese Weton. This culture is one of the Javanese traditions used
in selecting a mate based on certain calculations. At the same time, when modern society cannot
avoid technological developments, it causes the exclusion of local wisdom and the dominance of
the entry of foreign cultures into Indonesia.

Law No. 5 of 2017 Article 33 discusses the use of objects to promote culture and adjustments
to these cultural objects’ changes. And this study aims to adapt Javanese Weton in the design of
matchmaking application development to create a new, invasive, easy-to-use, user-friendly media
that develops more understanding and interest in Javanese culture throughout the world. This media
should be aligned with the law regarding the use of objects for the advancement of culture.

1.1 Javanese Weton

As one of the largest ethnic groups in Indonesia, Java has many cultures born based on natural
phenomena, perspectives, social life, and various other aspects. According to Ronald (2005), the
Javanese people’s view of life can be broadly broken into four pieces; beliefs, knowledge, social
ethics, and aesthetic sense. One of the Javanese cultures that still survives today is Weton. According
to Ranoewidjojo (2009), Weton is a combination of days (Monday, Tuesday, etc.) and Pasaran when
the baby is born. Pasaran consists of five days: Kliwon, Legi, Paing, Pon, and Wage. In Javanese
tradition, Weton is often associated with a person’s characteristics. Based on the calculation of
the Javanese calendar, every day and Pasaran has a Neptu. Neptu is the basis for its adherents
in determining various activities, one of which is the determination of a mate and the search for
auspicious days. In calculating Weton’s good days, the Javanese use Primbon as a guide.
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1.2 Javanese calendar

Based on Fuadah (2017) interview with Kihandaru Mansur, the Javanese calendar was first created
by Mpu Hubayun in 911 BC. At that time, the people of Nusantara Archipelago had already made
a calendar. During the reign of Sultan Agung Hanyokrokusumo of the Mataram kingdom, there
were three dominant calendars used, namely Hijri (lunar system), Javanese (solar system), and
Hindu (solar system). At that time, Sultan Agung aimed to maintain his power in the Mataram area
against foreign nations by unifying the calendar used. The amalgamation of the Javanese and Hijri
calendars sets aside one day when two calculations will appear, namely Aboge and Asapon years.
This calendar merger coincides with; Muharram 1st 1043 H, Besar 29th 1554 Saka, and July 8th,
1633 AD, so the merger was determined to be Suro 1st in 1554 Saka.

1.3 Symbolism, Neptu, and Pasaran

Table 1. Saptawara and Pancawara.

Pancawara
Day Neptu Symbol Day Neptu Symbol
Sunday 5 Sun Kliwon 8 Monkey
Monday 4 Moon Legi 5 Cat
Tuesday 3 Fire Pahing 9 Tiger
Wednesday 7 Earth Pon 7 Goat
Thursday 8 Wind Wage 4 Cow
Friday 6 Stars
Saturday 9 Water

Neptu and Pasar can be found in the Javanese calendar. The value of each Neptu and the symbol for
each day (Doyodipuro 2000). There are two days based on the Javanese calendar, namely Saptawara
and Pancawara, every day, and Pasaran has its Neptu value and symbol for each day. Neptu makes
the basics of people who believe in Weton in various types of calculations. Belief in Neptu as the
basis for various calculations is also used in matchmaking. Weton Matchmaking is relatively easy,
as it adds up the results of the Nepru of lovers.

1.4 Weton partner

Table 2. Weton partner.
eton Partner

Name Number of Neptu Meaning

Pegat 1,9,10,18,1927,28,36 Problems are often encountered by the “Pegat” couple that can lead to divorce.

Ratu 2,11, 20,29 They are appreciated and respected by the environment.

Jodoh 3,12,21,30 They can accept each other’s strengths and weaknesses.

Tinari 5, 14, 23,32 The “Tinari” couple will find happiness. They are given the ease of finding
sustenance.

Topo 4,13,22,31 In building a household, the “Topo” couple will often experience difficulties
at the beginning of the season.

Padu 6, 15,24, 33 In marriage, the “Padu” couple will often have fights. Although they often
quarreled, the two did not get divorced.

Sujanan 7, 16, 25, 34 Inmarriage, the “Sujanan” couple will often experience quarrels and infidelity
problems.

Peshti 8,17,26,35 The household will run harmoniously, peacefully, and prosperously until
old age.
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Weton Partner is obtained by looking at the calculation of the Neptu of couples’ birth dates. There
are eight kinds of Weton Partner according to Neptu's calculations. The results of the summation
of the number of Neptu will describe a couple’s life when in a relationship.

1.5 Cultural product design

An industrial potential in a culture certainly requires media to “translate” the culture in the commu-
nity to be used and accessible. In addition to improving the community’s economy, it is expected that
the use of cultural product designs can maintain the promoted culture. Cultural product design is a
process of rethinking and reviewing cultural features, which are redefined to design new products
suitable for society and satisfy consumers and aesthetics (Lin et al. 2007).

1.6 Framework theory
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Chart 1. Framework theory chart.

Cultural values in Javanese society have regularity in almost all aspects of life with the density of
meaning and philosophy in these rules, starting from the creation of the Javanese calendar until
the birth of Neptu, giving rise to guidelines for the beliefs of the people of one’s character, stories
of ancestors, horoscopes, and so on. These also produce beliefs regarding selecting a mate based
on previous beliefs, including Katuranggan, matchmaking Weton, and judgment through one’s
Neptu. Cultural values can be felt from all aspects of this culture, including having particular
rules and philosophies in each element. They can be used as an industrial potential, for selecting
a mate in Javanese culture with the utilization of aspects and rules, especially in matchmaking
Weton. Therefore, based on public trust regarding the selection of a mate, a potential industry can
be developed based on the influence of technology and information, the influence of social life
behavior in the modern era, and the influence of cultural exploitation. In addition, to underlying
industrial potential, there is Law No. 5 2017 concerning the maintenance and development of
culture in Indonesia.

2 RESEARCH METHODS

This research uses a qualitative descriptive methodology that focuses on social events, phenomena,
and interviews, which can later be developed into a new concept for designing a matchmaking
application based on Javanese Weton. The data in this study were obtained in various ways, including
literature studies from the internet and various discussion forums to seminars and interviews.
According to Wirartha (2006), the qualitative descriptive analysis describes and summarizes the
conditions and situations from various interview data or direct observations.
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3 RESULTS AND DISCUSSION

Based on the phenomenon of finding a mate using one of the cultural values of Javanese Weton
during this digital era, Javanese Weton has the potential to be developed into a cultural product
design to preserve the original culture of Indonesia. It has opportunities to be introduced to all
corners of the world. Interviews with Adi Nugroho and Sony Jati Sahdany explained that many
rules exist in Javanese culture in everyday life. These rules aim to create an orderly life and follow
the human nature that God has bestowed. Based on this phenomenon, one of the rules in Javanese
culture is the selection of a mate, namely Javanese Weton. Javanese Weton has its uniqueness and
has the potential to be developed into a matchmaking application to bridge anyone who believes in
this culture or become a medium that can maintain and introduce Indonesian local wisdom to all
corners of the world in rapid technological developments.

Meet Find Chit chat with Make New Expand your
Mew People the right matches naw friend Friendship natwork

NYAWLII! ¢

iki match lo ———

Figure 1. UI/UX App suggestions.

Here the design potential can be raised by making a matchmaking application design based on
Javanese Weton calculations. This application is named Nyawiji, which means “unifying, commit-
ted, aligned,” and so on in Javanese. This application aims to find a partner who can automatically
display only potential partners matched in calculations using Neptu. If the user finds a match that
fits their criteria, they can swipe right, and if the user is not interested, they can swipe left. If both
users swipe right, they are both compatible and can start a conversation, which is expected to unite
users to carry out a more serious relationship. Figure 1 depicts the design suggestions that can be
used for application development.

4 CONCLUSION

Javanese culture makes a lot of rules related to various aspects of human life. It is related to the
value of regularity and density of meaning in the culture. The development of technology causes
changes in social life, changes in one’s way of thinking in the modern era, and the invasion of foreign
cultures challenges the local wisdom and Indonesian culture. However, with these technological
developments, Javanese Weton as Indonesian local wisdom in finding a mate can be developed into
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a digital application product that is easy to use and preferable to maintain and introduce Indonesian
native culture to all people in the world. Suggestions for developing this research are to make this
research a reference in developing digital application products. In addition to maintaining local
wisdom and Indonesian culture in the digital era, it is also hoped that indigenous Indonesian culture
can become a culture that invades and becomes a medium that invites knowledge and interest in
all corners of the world.
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ABSTRACT: Referring to previous research, the use of natural fiber materials can increase
consumer interest while answering the need of people who apply the “Back to Nature” lifestyle
especially in home living. Then in this follow-up research will implement natural fiber materials
to home living textile products targeting the community as a target market that adopt the “Back to
Nature” lifestyle. The movement to implement materials made from natural fibers, which can be
called sustainable fashion, is increasingly echoed in Indonesian society, its practice is expected to
fulfill several points in The Sustainable Development Goals by United Nations especially respon-
sible consumption and production. At that moment, it was seen that there was an opportunity for
this home living product to be useful for various things in everyday life. So the use of materials
that are in accordance with the character of the target market is very necessary. This study uses a
qualitative method with a business opportunity planning approach, which is considered to be one
of the innovations that have the opportunity to be developed in the business realm and increase the
creative industry in Indonesia.

Keywords: Textile craft products, Home living textile, Natural fiber, Lifestyle

1 INTRODUCTION

The emergence of phenomena such as caring for the environment is now starting to make the
development of fashion product concepts by offering various product development solutions that
can overcome or reduce the issues of natural damage. The community is the actor and the driving
force in the process of tackling this problem. Most people have their patterns in terms of interacting
with their environment and make it a lifestyle that is lived in daily activities. The lifestyle with the
theme “Back to Nature” is a movement to improve the quality of life based on that everything that
comes from nature is good and useful and ensures a balance. So that people who live the “Back
to Nature” lifestyle will always pay attention to all aspects of their daily lives to maintain their
health and the environment by minimizing the use of chemicals and waste of resources. Consumers
who have a high awareness of the environment will choose environmentally friendly products
even though the price is relatively more expensive. In addition to food, the form of clothing or
clothing made from natural materials is now popular with Indonesian people who are accustomed
to consuming and adopting healthy lifestyle patterns. The environmentally friendly concept that is
being promoted is now developing into the concept of sustainable design and sustainable fashion.
Many local brand designers have responded to this lifestyle by creating clothing made from natural
fibers that can be used for daily activities.

However, it is felt that this has not been widely applied to other fashion sub-sectors such as home
living products. Products that use natural fiber materials are not only needed for clothing, but also
for other ready-to-use products that can be used in daily life activities.

‘When examined further in its development, the current residence does not only function as a place
to live but can also be a means to realize all the wishes of the owner, develop work and creativity
and show social status. In this study, the author tries to implement the application of natural fiber
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materials in home living products, especially blankets, with knitting textile processing techniques.
The goal is to create new environmentally friendly products that have their characteristics to meet
the needs of people who adapt the “Back to Nature” lifestyle in their daily lives.

2 RESEARCH METHODS

This study uses a qualitative method with a business opportunity planning approach because the
development of the combination of home living textile and sustainable fashion has continued to
develop until now so that it is considered to be one of the innovations that have the opportunity to
be developed in the business realm and increase the creative industry in Indonesia.

2.1 Methods of data collecting

The research method is carried out using the qualitative method, with data collection methods as
follows:

1. Literature or review that is used: scientific journals, books, internet media, and others that
discuss the merger of the fashion industry, sustainable fashion, fashion with textile craft design,
mood board concepts in fashion, and business opportunities.

2. Observations relating to the work that was inspired were carried out by indirect observation on
local brands that have similar product categories.

3. Experimental method is carried out by exploring using natural fibre materials, using surface
textile design techniques to give different characteristics and values to the product.

2.2 Design analysis method

In the process of data analysis, the author uses the SCAMPER method. SCAMPER stands for
Substitute, Combine, Adapt, Modify, Put to another use, Eliminate and Rearrange. SCAMPER
analysis is also used in the production of this home living textile product to create added value.
The technique applied to the exploration design is by hand embroidery stitches textile processing
on the textile surface.

3 RESULT AND DISCUSSION

Referring to previous research (Febriani et al. 2021) regarding the existence of business opportuni-
ties in natural fiber materials that can be developed in the realm of the creative industry, especially
in home living products for people who adopt the “Back To Nature” lifestyle, lifestyle depicts the
whole self of someone interacting with his environment. According to Plummer (1974), market
researchers who embrace lifestyle approaches tend to classify consumers based on AIO concepts:
activity, interests, and opinions. In the context of activities, it can refer to areas or places where
consumers do, what they buy, and how they spend their time. The community that implements the
“Back to Nature” lifestyle is seen as having a fairly unique consumption behavior. Besides being
identified as a group with high consumption numbers, this community also can access technology
and information that is quite careful. It supports the pattern of activity with no time linkage that
can be done even at home though. If further examined in its development, the residence not only
serves as a place of residence but also can be a means to realize the wishes of its owners, develop
works and creativity and show social status.

The application of lifestyle is not only needed in fashion but can be aligned with all products
consumed daily-the day is either food or ready-made goods. To support the activities inside the
house, the product must have an environmentally friendly concept according to the pattern of
consumer lifestyle. Home Living products are often found not much that focuses on textile materials
by utilizing environmentally friendly materials, for example, Blanket.
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Table 1. Comparison brand analysis.

No  Brand Materials Technique Price Range

1 Bermock Acrylic Pattern Making on Woven IDR 400.000 — 600.000
Naratisa Canvas & Blacu Pattern Making and Digital Printing ~ IDR 60.000 — 200.000

3 Kirapassa  Acrylic & Polyester ~ Pattern Making on Woven IDR 300.000 — 500.000

From the local brands above, which has the main product is blanket, it can be seen that the
material used has not been utilizing natural fiber fabrics with environmentally friendly processing
techniques. The form of comparison analysis with the products mentioned above can be summarized

in the table below:

Table 2. SWOT analysis (Rangkuti 2006).

Strength Weakness Opportunity Threat

The characteristics of Home living textile Home living textile The high cost of raw
natural cotton fibers products that utilize products which utilize materials will affect the
(soft, lightweight, natural fiber fabrics 100% natural fiber selling price and target
absorbent & sustain- with product ethical fabrics are still lim- market.

able) are very suitable values have limited ited, most of brands

for use in daily live.

considerations of the
production process
until the final stage
and a long series of
processes can  also

not focused on target
market who adopt envi-
ronmentally  friendly
lifestyles.

make production cost
too pricey.

In practice to fulfill several points in sustainable development goals - The Sustainable Develop-
ment Goals by United Nations, especially in responsible consumption and production, efforts to
change product materials that can be used in daily activities with materials that are more environ-
mentally friendly can be an attempt at change (United Nations). This study aims to make a knitted
blanket product using natural fiber fabrics (100% cotton) with the addition of textile surface design
techniques as an added value.

Cotton is a natural fiber that is renewable and biodegradable. Mankind has been using cotton
for the last few years on daily basis for different purposes. It has become a part of one’s living,
which is why it is also called “fabric of our lives”. If the consumers are aware and demand more
natural fibre textiles, it will force the company to use more organic materials. In addition, it will
help farmers to create healthy soil and also supporting the planet in as sustainable way.

The value offered from this product is a local brand with home living textile products with simple
and natural design lines to meet the needs of people who apply the “Back to Nature” lifestyle and
add character to the product by processing hand embroidery stitches textile techniques on the textile
surface to give the product a distinctive feature (Bumpkin 2014). By paying attention to the ethics of
fashion production by considering the working period, culture, and philosophy of the place where
the fabric is the main ingredient in determining the price it is produced. In addition, the products
produced apply structural textile techniques where similar products focus more on processing color
motifs.

Customer segment for this product as follows:

A. Geographical
Domiciled or working in domiciled in a multicultural and metropolitan city. Residing in a
cluster-type residential, townhouse, or apartment, with a high-middle social status environment.
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B. Demographic
Women/men aged 23-37 years (millennials), education level S1 or its level, working in the
formal or informal sector (Freelancer, Entertainer, Entrepreneur, and Creative Industries) with a
monthly income equal to management level or socio-economic status, upper-middle and upper.

C. Psychographic
Undergoing a healthy lifestyle or concern about environmentally friendly issues, assess a product
based on the value of life in the lifestyle. Keep up with the times and be open-minded. Tends
not to be overly exploratory in style because of the lifestyle factors that are lived, very active in
the use of technology-based media.

1M

Riaie
;oM Material 100% Cotton

Color Black & White
Technigue Knitting

() Hand Embroidery Stitches

Figure 1. Technical drawing.

Figure 2. Detail exploration on surface textile with hand embroidery stitches technique.

Taking the example one of the SCAMPER analysis methods, namely “Modify”, the most visible
thing that distinguishes it from similar products contained in the comparison brand is that this
product has an additional exploration of textile techniques (hand embroidery stitches techniques)
which is still in line with the environmentally friendly concept and uses the same fiber fabrics
material.
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Figure 3.  Final product knitted blanket with 100% cotton. measurement 120 cm x 180 cm.

The main function of the product is as a blanket, but with consideration of the material and style,
the product can also be used as a throw blanket or wall decoration.

4 CONCLUSION

The “Back to Nature” lifestyle trend was chosen because it has potential in terms of consumer needs
to support environmentally friendly lifestyle trends that have not been fully touched by most home
living fashion producers. The use of natural fiber materials can increase consumer interest as well
as answer the needs of people who adapt the “Back to Nature” lifestyle in their daily lives. The use
of exploratory techniques on textile surfaces can be an added value and improve the characteristics
of the product when compared to other local brands.

For further research, the use of 100% organic materials will make the product have better ethical
values and textile exploratory processing techniques can be done by trying several other surface
textile techniques to get a product with more-better quality and characteristics.
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ABSTRACT: The identity of West Java can be implemented in the concept of architectural design
by elevating a certain cultural identity applied in architecture design. The passenger terminal of
Kertajati International Airport shows the characteristics of West Java Province by implementation
of the Peacock Dance. The research is expected to help determine the application of metaphorical
architecture applied in the passenger terminal of Kertajati International Airport to reflect cultural
identity of West Java as the new Gate of West Java province. The research uses qualitative descriptive
method by analyzing architectural expression, especially from the Peacock-shaped passenger ter-
minal of Kertajati International Airport. The metaphorical architecture is applied to the expression
of terminal buildings shapes, functional elements, and decorative elements by applying combined
metaphor and tangible metaphor as of West Java cultural identity. It is expected that this research
will inspire architects and designers to enhance the cultural identity in future Airport concept
designs.

Keywords: cultural identity, airport terminal, metaphor architecture

1 INTRODUCTION

Kertajati Airport is an international airport located in Kertajati, Majalengka. Built as the new
international gateway for West Java, Kertajati Airport has a vision and mission of providing not
only flight services but also promoting the Province of West Java (Bijb Company Profile 2018).
As a public transportation building that serves as a connection between domestic regions and other
countries, the Kertajati International Airport was built as the identity of West Java.

A conceptual architecture used for building the image of a public building is known as the
Metaphor Architecture design method, which makes it possible to view an architectural work
from another point of view. In addition, it can influence the emergence of various interpretations
of observers and can produce more expressive architecture (Harmanta et al. 2019). Metaphoric
Architecture, according to Charles Jenks (1977) in “The Language of Postmodern Architecture”,
is as metaphor seen as an image that is viewed by the observer based on other adjoining objects.
In short, the architecture bears resemblance to some other aspects, such as an identity of a region
or culture.

Metaphor architecture is divided into three—tangible, intangible, and combined metaphor. Each
of these is a design method that generates ideas in designing architecture. In this case study, the
Peacock Dance signifies the identity of West Java (Harmanta et al. 2019), which is implemented in
the design of Kertajati International Airport. The implementation of the visual form of the Peacock
Dance is applied through architecture elements in the design. A peacock is considered a symbol of
self-expression, love, and pride (Peacock Symbolism & Meaning 2021).
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2 RESEARCH METHODS

This study uses a qualitative method by analyzing collections from the object of the study at
Kertajati International Airport. The analysis departs from the theory of implementation of the
Metaphor Architecture—intangible, tangible, and combined metaphor (Kurnianto 2020) The data
obtained in this study were divided into two—primary data and secondary data. Primary data
included literature data related to West Java cultural identity and metaphoric architectural theory,
as well as field surveys to take photos of the airport interior exterior area. While secondary data
were obtained from brief interviews with Kertajati Airport operational staff.

The data obtained are then used as the basis for research analysis; three approaches to the concept
of metaphoric architecture in airport buildings, especially Kertajati International Airport, in their
implementation in interior architectural elements.

3 RESULT AND DISCUSSION

As a design concept, peacock became the main idea of the design of the Kertajati International
Airport passenger terminal design. The Peacock Dance was first started by R. Tjetje Soemantri as
a welcome gesture for the guests of the first African Conference in 1955 in Bandung City as the
main show at the Asian-African Conference. The Peacock Dance was also performed for welcoming
President Virsilop from Russia on 10 May 1957, which took place at the Pakuan Building (Irawati,
People’s Thoughts, 5 May 2005, also in Irawati 2008:66).

Ching (2014) mentions that ornaments in buildings are accessories, additional elements, or
details that add more value and meaning to the beauty of the architecture. The Peacock Dance is
translated into several forms from the architectural and interior design of the passenger terminal. The
following are the attached survey data regarding architectural and interior elements that are assumed
to implement the peacock as the basic form of design ideas, both architectural and interior designs.

3.1 Intangible

The airport design concept listed in the BIJB company profile in 208, the intangible metaphor
design of the Kertajati International Airport signifies the culture of West Java. It provides the
identity of the region of West Java through visual elements. The metaphor taken is the Peacock
Dance typical of West Java (Mulyani 2020), which is a welcome dance resembling male peacock
showing the beauty of its feathers to a female peacock. It is assumed that this dance makes it
seem as if the terminal building welcomes passengers from their arrival to West Java, as the first
impression shows the beauty of West Java. The peacock as a philosophical identity was considered
as the basis for the architectural design of Kertajati Airport terminal building. (Setiawan 2020).

Figure 1. (a) Peacock. (b) BIJB concept design.
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3.2 Tangible

Tangible metaphor is the inclusion of concepts in the form of elements in the architecture as well
as interior design. The dynamic architecture of the building resembles a peacock.

Figure 2. Passenger terminal bird eye view.

Interior design physical component is the application of design with regard to space, color,
material, shape, light, and furniture (Raja 2020). There are 10 skylights on the airport roof that
span 200 meters in length and 170 meters in width that resemble a peacock eye motif (BIJB 2018).
Skylights that function as roof elements provide a space for sunlight to enter the building and serve
as decorative elements that are in line with the intangible approach.

K ,;,vmw""w-"unrmfm W]ﬂiﬂlfﬂrlim||||1|u| (e

(a) (b)

Figure 3. (a) Passenger terminal bird eye view; (b) Skylight view from top.

In addition to skylights, peacock elements are also found on the first floor of the passenger
arrivals section. The use of a ceiling design adapted from the shape of peacock feathers is also
used at some points as a lamp armature. Although unlike skylights, which are visually identical to
peacock feathers, the motif on this ceiling is an attractive figure and catches the eyes of passengers
in the arrival hall. In addition, in the airport yard, several peacock stables are placed to strengthen
the identity of the peacock icon.
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Figure 4. Peacock feather shape element in decorative ceiling in first floor.

3.3 Combined

In addition to having a building with style and historical value, the elements are also a perception-
forming factor for users, especially visual elements that make up space (D.K. Ching). The perception
that is built in the building is first formed from the first visual seen by the observer. In this case,
tangible is a design that is implemented in a functional and decorative space. The designer’s point
of view starts with brainstorming ideas, functions, users, culture, and then implementing them in
a form of space-forming elements.

Table 1. Peacock element at the airport passenger terminal design.

Design Concept Design Application Decorative/Functional
Architecture Building Massing Functional
Roof Shape
Front Elevation
Interior Skylight on Third Floor Functional & Decorative
Buffle Ceiling on First Floor Decorative

4 CONCLUSION

Designer Make | Idea —*  Form — DESIGN
Concept Function
Decorative
Users See  prsigy ——» Form — Idea
Function Concept
Decorative

Figure 5. Point of view.
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The metaphoric architecture in this study is a design approach that displays the meaning of the visual
symbols, especially elements of the peacock. As the Economic Gateway of West Java, the Peacock
Dance, which is one of the West Java Promotional media, became the central idea of the design
of this terminal. The symbol and meaning of the peacock element is implemented in the design,
tangible in certain parts of the terminal, both functional and decorative.

The application of metaphorical architecture in Kertajati Airport Passenger Terminal Building
applies the combined metaphor concept; combining cultural values, especially of West Java, with
the implementation of functional and decorative elements in buildings made of peacock feathers.
Although tangible elements look very strong, the concept of intangible, cultural values is also the
basis of the airport design. Cultural identity in a public building, especially a public transportation
building, can be implemented in the design process, strengthened through local identities, and
visualized through space-forming elements.
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Designing verbal message and visual media of a social anxiety
campaign through reducing negative thoughts
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ABSTRACT: Social anxiety is a mental health disorder that makes sufferers feel threatened
by their social environment, including embarrassment and humiliation in an irrational way. The
main factor causing anxiety disorders is negative thoughts that often arise and are not realized
by adolescents. Early awareness is necessary to reduce the negative thoughts that can prevent
adolescents from being exposed to social anxiety through this phenomenon. This research aims to
design the verbal message and visual media to awaken the target audience. The method used in
this research is descriptive qualitative. While the verbal message is created by implementing the
theory of semantics (diction and word meaning), the theory of creative strategy helps design the
visual media. It is hoped that the appropriate verbal message and visual media in a campaign can
help adolescents solve social problems.

Keywords: Adolescent, Campaign, Creative strategy, Semantics, Social anxiety, Verbal message,
Visual media

1 INTRODUCTION

According to the Basic Health Research (Riskesdas) in 2018, the prevalence of depression in people
aged more than 15 in Indonesia is 6.1% of the total population, and West Java holds the 9th position
out of 34 provinces, with only less than 9% of people suffering from depression doing/undergoing
medical treatment (Riskesdas Ministry of Health 2018). In 2019, there were cases of suicide in
teenagers; one of them was the case of a student of SMP /47 in Cianjur named SN. She was said to be
facing challenges in making friends at school and indicated having social anxiety disorder for fear
of being judged as “weird” by her friends. The social anxiety experienced by SN triggered negative
thoughts that made her stressed and then depressed. Social anxiety is a mental health disorder
that can lead to depression and suicide in sufferers. Social anxiety increases majorly because of
social media. Negative thoughts are dark thoughts fed continuously until eventually they grow into
anxiety or depression (Rowe 2000).

Based on the phenomenon, there is need to design a campaign through visual media effectively
according to the target audience. This could help decrease social anxiety in adolescents through
reducing negative thoughts. According to Rogers and Story, a campaign is a series of planned
communication actions to build a particular influence on a large audience and is carried out contin-
uously for a certain period (Venus 2004). In designing a campaign, the creative strategy is needed.
What to say to better reflect on the campaign message and how to say to better reflect on the visual
and media are elements that can be considered in designing a campaign. To make a campaign
effective, both of these elements should be designed keeping in mind the target audience.

The appropriate diction is one of the keys whether the message is delivered effectively or not.
Keraf (2010) argues that diction is the ability to accurately distinguish the nuances of meaning from
the idea to be conveyed and the ability to find a form that is in accordance with the situation and
values of the listener community. The words (text) or verbal message should consider the verbal acts
of participants (targets audience) and the effect of the verbal acts. Therefore, the study of meaning
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is required to confirm the meaning of every word used in verbal message to gain the proper verbal
message in accordance with the target audience. In conveying the campaign message, the creative
strategy used is the Facet Model of Effect (Wells et al. 2007). There are six stages to deliver an
effective campaign message: Perception, Cognitive, Association, Persuasion, Transformation, and
Behavior.

Visual message is designed based on the theory of design with consideration of target audience.
Designing the appropriate visual and verbal message based on the Facet Model of Effect could
motivate the target audiences. In this case, the problem of social anxiety in adolescent could be
decreased.

2 RESEARCH METHODS

The method used in this paper is a qualitative research method. It includes collecting data from
adolescent behavior and their interests, conducting interviews with psychologists related to social
anxiety, and recording observations from people who experience social anxiety. The method of
data collection is by questionnaires, interviews, observations, and literature study.

From the data collected, the result of questionnaire shows that 85 of respondents use Instagram.
The data of questionnaire “afraid and anxious of things that may not happen” is 63%. The data
from the interview mention that to overcome the social anxiety in adolescent, psychotherapy with
cognitive method can be used. Meanwhile the observation is conducted by observing the behavior
of the student of Junior High School in Bandung as the Target Audience.

3 RESULT AND DISCUSSION

3.1 Concept of verbal message

The main message in the advertisement is often referred to as what to say is the main purpose
of an advertisement or campaign (Nurbani & Nanda 2019). In conveying the message, it must be
effective and on point, so that the meaning conveyed is not misinterpreted by recipients (Belch &
Belch 2009). Effective advertising can be made by from combining product advantages or USP
and insight of the target audience (Ilhamsyah 2021). In this research the main message obtained
is “By replacing one negative thought with one positive thought a day can help teenagers reduce
their negative thoughts and prevent them experiencing social anxiety”.

The main message of this campaign reflected in the verbal message is in the form of a tagline,
wherein this tagline is the essence of the main message of this campaign. The tagline is Yuk Kikis Si
Negatif, semantically choosing or searching for words of this diction aims to invite or ask the target
audience to do something. It is marked by the linguistic marker of the verb “Yuk”, while according
to the nonlinguistic context the use of the word “Yuk” is in accordance with the target audience
wherein the target audience for this campaign is young people, so that the verbal actions are adjusted
according to the participants. Thus, the message conveyed can be directly received by the target
audience. Another thing from the social context that underlies the choice of the word or the diction
is that the effect of the verbal action can affect the mind of the target audience. Meanwhile, the
diction of the word “kikis” according to cognitive semantics is to eliminate little by little, which is
the purpose of this message. The verbal action is relevant to the participant that everyone involved
uses language that is appropriate to the participant’s social situation and condition. Likewise, the
effect of verbal action is hoped that the target audience will be able to eliminate little by little the
negative traits that are listed in the next diction as the referent “si negatif™. The word “si negatif™
itself is the object of the predicate “kikis”. The purpose of the tagline as a whole is to remind the
audience that negative thoughts must be removed little by little. The purpose of the verbal action
reflected in the words can have an effect on the target audience.
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3.2 Concept of visual message

The visual style is modern with photography and illustration based on the insight of target audience,
and the layout is made both symmetrical and asymmetrical. In typography, the fonts used are Bold
and Crayon kids to make target audience excited to see the visual. Meanwhile in color, yellow and
green are used to give the target audience a feel of confidence and calmness, which could help
decrease some stress.

The media will be divided into five parts based on the Facet Model of Effect stages. First,
Perception: Building awareness by attracting audience attention, through print and digital posters,
and creating advertorials and Twitter threads.

Figure 1. Visual media for perception.

Second, Cognition and Emotion: Generating understanding/information through Instagram and
distributed brochures. In addition, through an emotional approach, a video dealing with social
anxiety will be shown.

Figure 2. Visual media for perception.

Third, Persuasion: Inviting the audience to participate in a writing contest on Instagram by
using Twibbon with merchandise prizes and inviting the audience to attend the main event through
posters.

Fourth, Association: The symbolic connection provided is in the form of merchandise and will
be digitally filtered on Instagram.

Fifth, Behavior: The last stage, the audience is invited to take part in the main event, namely an
interactive art installation called “The Three Rooms”.

Room 1 “Your Social Anxiety”: Made narrow with a path and there will be a picture with many
eyes. This is a representation of anxiety itself and aims to make the audience try to feel when they
are experiencing social anxiety. Room 2 “Your Negative Thoughts”: Made in a dark atmosphere,
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Figure 4. Visual medias for association.

with lots of black papers with writings about negative thoughts. These black papers can later be
taken or removed by the audience. Room 3 “The Positive”: Made with a bright ambient atmosphere,
with positive thoughts written on white papers that the audience writes themselves. This is as a
visualization of their thoughts, namely “replacing a negative thought with a positive thought”. After
participating in the event, the audience will be given a check box as a continuation medium that
helps audience write their thoughts.
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Figure 5. Visual medias for behavior.

4 CONCLUSION

Mental illness is one of the problems reported among the adolescents. One of the main factors
is negative thoughts. As per the experts, mental illnesses can be treated by psychotherapy with
cognitive method. Based on this phenomenon, a campaign design on social anxiety to reduce
negative thoughts was made. By designing this campaign through appropriate verbal and visual
message with the Facet Model of Effect as the communication strategy, it is hoped that target
audiences can solve their negative thoughts and avoid their social anxiety. Limitation of this research
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is the target audience restricted only in Bandung area. I do believe that the case of social anxiety
disorder is not just in Bandung but in many regions. Hence, for further research of reducing social
anxiety disorder in adolescents, campaigns can be conducted with different target audience from
other regions.
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ABSTRACT: The aim of this resea