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INTISARI 
 

Penelitian ini bertujuan untuk mengembangkan dan menerapkan VILABS 

Framework sebagai strategi pengelolaan startup digital reality berbasis syirkah 

abdan dan metode manajemen proyek scrum, dengan pengukuran kinerja 

menggunakan pendekatan objectives and key results (OKR). Studi kasus 

dilakukan pada pengembangan sistem AR Photo Booth di Kagungan Dalem 

Wahanarata Karaton Ngayogyakarta Hadiningrat. Metode penelitian meliputi 

analisis kebutuhan pengguna, perancangan antarmuka interaktif, pemodelan visual 

3D, integrasi perangkat keras Kinect, pengembangan aplikasi berbasis Unity, serta 

pengujian sistem secara fungsional dan usability. 

Hasil implementasi menunjukkan bahwa pendekatan syirkah abdan efektif 

dalam membentuk kolaborasi berbasis keahlian tanpa ketergantungan modal 

finansial awal. Metode scrum berhasil diterapkan melalui siklus sprint mingguan 

yang meningkatkan fleksibilitas dan kualitas iterasi produk. Penerapan OKR juga 

terbukti mampu menjaga konsistensi pencapaian target setiap kuartal, 

meningkatkan fokus lintas departemen, dan mendukung pengambilan keputusan 

berbasis data. Sistem AR Photo Booth yang dikembangkan dapat dioperasikan 

secara mandiri, memiliki tingkat keberhasilan fungsional tinggi, serta diterima 

dengan baik oleh pengguna dari berbagai kalangan. 

Framework yang dikembangkan berpotensi direplikasi pada sektor lain 

seperti pendidikan, kesehatan, dan industri kreatif dengan penyesuaian sesuai 

konteks. Keseluruhan hasil membuktikan bahwa VILABS Framework merupakan 

alternatif manajemen startup teknologi yang adaptif, berbasis nilai, dan 

berkelanjutan di tengah tantangan ekonomi digital. 

Kata kunci: VILABS Framework, syirkah abdan, scrum, OKR, digital reality, 

AR Photo Booth. 
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ABSTRACT 

 

This study aims to develop and implement the VILABS Framework as a 

startup management strategy for digital reality enterprises based on the syirkah 

abdan principle and the scrum project management method, with performance 

measurement using objectives and key results (OKR). The case study focuses on 

the development of an AR Photo Booth system at Kagungan Dalem Wahanarata, a 

cultural site under Karaton Ngayogyakarta Hadiningrat. The research 

methodology includes user requirements analysis, interactive interface design, 3D 

visual modeling, hardware integration with Kinect devices, application 

development using Unity, and functional and usability testing. 

The implementation results demonstrate that the syirkah abdan approach 

effectively facilitates collaboration based on expertise without the need for initial 

financial capital. The application of the scrum method successfully enhances 

project flexibility and iterative product quality through weekly sprint cycles. The 

OKR system also proves to maintain cross-departmental target consistency and 

supports data-driven decision-making. The developed AR Photo Booth system 

operates independently, achieves a high functional success rate, and is 

well-received by a diverse range of users. 

The proposed framework shows potential for replication across other 

sectors such as education, healthcare, and the creative industry with appropriate 

contextual adjustments. Overall, the results validate that the VILABS Framework 

offers an adaptive, value-driven, and sustainable alternative for managing 

technology startups amidst the evolving challenges of the digital economy. 

Keywords: VILABS Framework, syirkah abdan, scrum, OKR, digital reality, AR 

Photo Booth. 
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