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INTISARI

Perkembangan teknologi informasi telah membuka peluang baru bagi
desainer digital untuk memonetisasi karya melalui platform berbasis daring.
Namun, banyak desainer freelance masih menghadapi kendala dalam distribusi
karya, pengelolaan produksi, serta akses pasar global. Tanpa dukungan sistem
digital yang terintegrasi, proses penjualan karya desain menjadi kurang efisien dan
sulit berkembang secara berkelanjutan. Pemanfaatan platform digital yang mampu
mengintegrasikan proses publikasi, produksi, hingga distribusi menjadi solusi yang
relevan dalam industri kreatif modern.

Laporan non-reguler ini bertujuan menganalisis pemanfaatan platform
Displate sebagai sarana monetisasi karya desain digital berbasis teknologi
informasi. Metode yang digunakan adalah analisis deskriptif berdasarkan
pengalaman praktik freelance, pengamatan alur kerja platform, serta studi terhadap
proses produksi desain, sistem unggah karya, mekanisme komisi, dan distribusi
produk melalui model Print on demand. Pendekatan ini menggambarkan
bagaimana teknologi informasi mendukung integrasi sistem kreatif dan komersial
dalam satu ekosistem platform digital.

Hasil menunjukkan bahwa Displate mempermudah desainer dalam
memasarkan karya ke pasar internasional tanpa harus menangani proses produksi
dan pengiriman. Platform ini berperan sebagai perantara teknologi yang
menghubungkan kreator dengan konsumen global secara efisien. Pemanfaatan
Displate terbukti menjadi strategi yang efektif dalam monetisasi karya desain
digital serta menunjukkan penerapan kompetensi Informatika dalam pengelolaan
aset digital, distribusi berbasis sistem daring, dan model bisnis kreatif berbasis
teknologi.

Kata kunci: Displate, freelance desain, monetisasi karya, desain digital, teknologi
informasi.
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ABSTRACT

The development of information technology has opened new opportunities
for digital designers to monetize their work through online-based platforms.
However, many freelance designers still face challenges in distributing their work,
managing production, and accessing global markets. Without the support of an
integrated digital system, the process of selling design works becomes less efficient
and difficult to develop sustainably. The use of digital platforms that integrate
publication, production, and distribution processes has become a relevant solution
in the modern creative industry.

This non-regular report aims to analyze the use of the Displate platform as
a medium for monetizing digital design works based on information technology.
The method used is descriptive analysis based on freelance practical experience,
observation of the platform's workflow, and study of the design production process,
artwork upload system, commission mechanisms, and product distribution through
the Print on demand model. This approach illustrates how information technology
supports the integration of creative and commercial systems within a single digital
platform ecosystem.

The results show that Displate enables designers to market their works to
international markets without having to handle production and shipping processes.
The platform acts as a technological intermediary that efficiently connects creators
with global consumers. The use of Displate has proven to be an effective strategy
for monetizing digital design works and demonstrates the application of Informatics
competencies in digital asset management, online system-based distribution, and
technology-driven creative business models.

Keyword: Displate, freelance design, work monetization, digital design,
information technology
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