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INTI SARI 
Perancangan ruang pamer digital dalam media virtual reality sebagai upaya 

menyediakan ruang pameran interaktif merupakan upaya perancangan sebuah 

wadah,  inovasi, teknologi dan seni, yang di harapkan dapat menunjang proses 

keratifitas para pekerja keratif dalam berpameran didalam keterbatasan ruang 

berpameran, diharapkan dengan adanya ruang pamer digital ini dapat 

menghadirkan seniman seniman baru  yang mana bisa terus berinovasi bagi bangsa 

dan negara.Metode yang digunakan dalam proses ruang pamer digital dalam media 

virtual reality sebagai upaya menyediakan ruang pameran interaktif adalah analisis 

SWOT, proses perancangan identitas visual ini dimulai dari mengumpulkan data, 

melakukan riset, brainstorming, stud, sketsa alternatif, dan studi warna hingga 

terpilih sebuah final desain. Desain terpilih kemudian diaplikasikan kepada 

berbagai media pengaplikasian seperti: aplikasi Virtual reality, social media, 

controller guide, poster, video trailer, website serta sticker. 

 

Kata Kunci : Ruang Pamer, Virtual Reality, Digita 
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ABSTRACT 
The design of digital showrooms in virtual reality media as an effort to 

provide interactive exhibition spaces is an effort to design a forum, innovation, 

technology and art, which is expected to support the creative process of creative 

workers in exhibiting within the limitations of exhibition space, it is hoped that with 

this digital showroom can present new artists who can continue to innovate for the 

nation and state. The method used in the digital showroom process in virtual reality 

media as an effort to provide an interactive exhibition space is SWOT analysis, the 

visual identity design process starts from collecting data, conducting research, 

brainstorming, stud, alternative sketches, and color studies until a final design is 

selected. . The selected designs are then applied to various application media such 

as: Virtual reality applications, social media, controller guides, posters, video 

trailer, websites and stickers. 

 

Keywords: Showroom, Virtual Reality, Digital 
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