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ABSTRAK 

 

Pandemi Covid-19 menyebabkan penurunan penjualan Batik Lasem yang 
mengandalkan wisatawan. Ditambah dengan dibukanya jalur bebas hambatan 
(jalan tol) yang melewati Lasem, penjualan batik semakin terpuruk. Persaingan 
Batik Lasem dalam penjualan online melawan produsen Batik yang sudah lama 
berjualan di e-commerce memerlukan metode yang baru dan menarik yaitu melalui 
metaverse. Tujuan penelitian ini adalah menemukan model metaverse yang sesuai 
untuk pembuatan ruang pameran dengan koneksi langsung ke metaverse dengan 
gerbang pembayaran. Model metaverse yang dipilih adalah virtual reality dengan 
menggunakan Mozilla Hubs. Koneksi e-commerce yang dibuat dengan 
Woocommerce diraih dengan menautkan URL produk di objek 2D di dalam 
metaverse. Penelitian ini menemukan bahwa koneksi e-commerce dengan 
metaverse kurang optimal bila diakses dari smartphone atau VR head mount. 
Namun, walaupun akses e-commerce dari PC lebih optimal, tidak dapat 
menciptakan suasanya yang imersif pada pengguna. Mozilla Hubs juga memiliki 
keterbatasan dalam jumlah sumber cahaya yang dipakai di dalam satu scene. 
Penggunaan kurang dari dua video yang diputar secara otomatis lebih disarankan 
agar tidak terjadi video diberhentikan secara acak.  

Kata kunci - batik, e-commerce, metaverse, mozilla hubs, gerbang pembayaran   
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ABSTRACT

Since the Covid-19 pandemic, Batik Lasem's sales have been taking a plunge 
since they rely heavily on tourists. Combined with the new highway cutting through 
Lasem, the sales of Batik Lasem has never been lower. Competing against bigger 
and more established Batik corporate in online sales is not easy, therefore Batik 
Lasem needs a new method of showcasing and selling Batik virtually through 
metaverse. Objective of this research is finding metaverse model, then developing 
a direct connection system between metaverse scene and e-commerce website. The 
chosen metaverse is Virtual Reality that was made with Mozilla Hubs and Spoke. 
The connection is achieved using Woocommerce as the e-commerce site with 
payment gateway plugin and 2D objects inside the metaverse scene as a vessel to 
attach the product URL. The research found that the connection between metaverse 
and e-commerce site is feasible but not very optimal on some devices. User 
experience on VR head mount is not optimal for doing transaction but PC and 
mobile devices do not give the most immersive ambience for users. Mozilla Hubs 
still have limitation with too many lighting sources applied in a scene, so minimal 
lighting is adviced. Using less than two videos played at the same time also helps 
eliminating chances of videos being played and paused at random. 

 

Keywords - batik, e-commerce, metaverse, mozilla hubs, payment gateway 
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