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ABSTRACT

ANALYSIS MOBILE APPLICATION USING RESEARCH AND DATA
COMPARISON FOR VIRTUAL BRAND IN FOOD AND BEVERAGE INDUSTRY

By

James Adipoetra
James Purnama, M.Sc., Advisor
Dipl. Kho I Eng, Co-Advisor

SWISS GERMAN UNIVERSITY

The thesis focuses on two things first, analyze the possibility of adopting a virtual
restaurant concept in Indonesia by creating multiple virtual brands that can sell food
and beverage products accessible to customers through online order applications like
Grab and Gojek application. Second, analyze and create a mobile application platform
to connect restaurant/cloud kitchen owners with virtual brand owners using react native
that is utilized as a tool. The other main feature of the application is to manage virtual
brands through the application. Provided with business analysis of adoption virtual
brand in Indonesia in terms of logo, BMC (Business Model Canvas), value proposition
canvas, and competitor analysis. Include other mobile application features that can view
all virtual brands, sign and terminate virtual brands and this application runs as proof
of concept.

Keywords: Start Up, Virtual Restaurant, Ghost Kitchen
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