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INTISARI

Pademi Covid-19 sangat berdampak bagi selurub masyarakat Indonesia, salah
satu dompak dori pandemi adalah kehidupan social masyarnkat. Industri evenl vang
biasanya melibatkan banyak orang yang berkumpul di venue terenns, terpaksa harus
ditindakan uniuk mencegah penvebarnn pandemni. Berdasarkan pengamatan dan riset
vang dilakukan oleh penulis, telah terjadi 96,4 persen penundaan dan %48 persen
pembatalan acarm di 17 provinsi di Indonesin. Penilition yang dilakukan dalam
pengempulan dota menggunakan observasi dan studi literatur, kemudion di lanjutkan
pengembangan dengan 5 tahap duhm dﬁlan thinking meliputi empati,

mendefinisikan, ide, pro
pengujian usability (SUS). Dari hasil yang di
114 @ virtual ﬂﬂn\lﬂﬂdn

peroleh llnn.:ysr -




ABSTRACT

The COVID-19 pundemic has had a huge impact on all Indonestan people, one
of the impacts of the pandemic is the soctal life of the Indonesian people. Industrial
events, wihich uswally imvolve many peaple gathering at certain vemes, have fud o be
efiminared to prevem the spread of the pandemic. Baved on observations and research
comducted by Author, there have been 96.4 percent of delays and 84.8 percent of evenr
cancellations in 17 provinces in Indonesio. Research conducred in date vollection wsing
abwervation and literature study, then mﬂnued Mﬂpmem' with 5 stages in the design
thinking method including empathy. definipg, i sting.
continued in the usability testing stage usfg theSystem Usability Scale (SUS). Fram
the results obtained from ' wystem, the
Cemier (SVOC) plagje
evidenced by thed
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