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ABSTRACT 

 

INTELLIVENT:  A BUSINESS INTELLIGENCE PLATFORM FOR EVENT 

MANAGEMENT USING GAMIFIED MOBILE APPLICATION AND QR CODE 

 

By 

 

Wilbert Adiputra 

James Purnama, S.Kom, M.Kom, Advisor 

Dipl.-Ing Randy Anthony, S.Kom, M.Kom, Co-Advisor 

 

SWISS GERMAN UNIVERSITY 

 

One way for a company to communicate to their customer and promote their products 

is by participating or holding an event, like an exhibition or a seminar. For the event 

holder and organizer, it will be their best interest to gather as much data as they can, 

however for now some of the company may find it hard to find those data. From the 

visitor perspective, there may be less incentive on the user to interact and engage 

more in an event. Intellivent is a platform for event management, which features a 

gamification using gamified QR code. The gamification can be used as a tool for the 

event organizer to obtain more data regarding on activity in an event, and the visitor 

will be rewarded when they engage more in an event. A prototype has been created 

and tested on Islamic Book Fair 2019 where it is downloaded by 2000 users from the 

Play Store. Another version is created to be used in SGU Open House and Patjar 

Merah Malang 2019, a book bazaar that is predicted to gross around 5 Billion Rupiah. 

The implementation of the first prototype receive a very positive result from both the 

Event Organizer and the visitor of the event. 

Keywords: Gamification, QR Code, Platform, Business Intelligence 
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