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ABSTRACT
The development of mobile payment in the country is significant each year,
Article Info has become a trend and lifestyle among the people with a user level
Volume 8, Issue 3 reaching 70% by the younger population and 67% by rising digital usage.
Page Number : 836-846 One of the mobile payment service users that is widely used after
transportation is as a means of payment for food delivery and on site dining.
Publication Issue From the 2018 Nielsen Survey results, 41% of consumers claimed to have
May-June-2021 used food delivery services. Based on the JakPat Survey that 36.9% of
consumers use mobile payment services for on site dining. Seeing the great
Article History opportunities and problems that are often repeated experienced by food &
Accepted : 10 June 2021 beverage businesses, with the Ideal payment platform, a new innovation
Published : 20 June 2021 business model that can overcome the problems that are often experienced

by food & beverage businesses. Ideal Payment is a mobile digital platform
application engaged in food & beverage that connects customers and
merchants in making ordering and payment transactions using a mobile
smartphone without going through the cashier, Ideal payment platform that
is equipped with ordering features such as (pickup, pre order and pay at
table ) and can help improve the productivity of queue management and
customer engagement management. The ideal payment platform can be
used in various business types such as (restaurants, fast food, food court,
dessert & cakes and coffee shops). The feasibility of the Ideal payment
platform business model shows that this business model can be run based on
the NPV results with a positive value of NPV> 0 which is Rp. 9,162,356,129.
Keywords: Mobile payment, food & beverage platform, business plan,

Business model canvas, value proposition.

I. INTRODUCTION of information technology in the field of food &

Beverage platforms and mobile payments. The rapid

The development of technology and information and development of technology has resulted in one of
communication has penetrated into various aspects of ~ which is the emergence of new technologies that are

life in the digital age, one of which is the application more innovative that can encourage entrepreneurs
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and startups to develop new products and services
related to the industry. According to a Federal
Reserve study (2016), with the rapid development of
smartphones, mobile payments are becoming more
and more popular among consumers and are gradually
the
According to the People's Bank of China, the number

changing non-cash trade around world.
of mobile transactions in the US reached 1.3 billion in
2015, contributing 5. 6% (percent) of total non-cash
payment transactions, in some countries, such as
China, mobile payment has become a bank card
balance. Mobile transactions have exceeded the total
transactions made by physical bank cards by 43%
(percent). In addition to the number of transactions,
the number of different mobile payment users is also

increasing rapidly.

Mobile paymentis a non-cash transaction or can also
be called a payment system using a mobile telephone
device for the needs of shopping for goods and
services supported by applications that act as cell
phone purses. So far, mobile payment services have
been adopted by quick service-oriented industries
such as public transportation, service stations, retail,
fast food, food delivery and e-commerce. Wider
adoption has not been as fast or as wide as expected.
(Holmes et al, 2014). The development of the mobile
payment system has significantly evolved to provide
new opportunities for food & beverage businesses and
customers in providing more personalized service
values, because it can enhance and deepen
relationships with existing customers and is also a
major reason for attracting new customers. The
mobile payment system also has the potential to
overcome problems that are often experienced by
food & beverage business practitioners, because so far
the mobile payment system specifically for food &
beverage is still not integrated with the mobile point
of sales (mPOS) application system so that customers
when making transactions are still through cashiers
and manual recording done by waiters. Currently the

mobile food & beverage system is still not available in

the country, except for mobile payment applications
that are still utilized by food delivery players such as
GO FOOD and GRAB FOOD. Beverage which is not
yet integrated with the mobile point of sales (mPOS)
application system so that customers when
conducting transactions are still through cashiers and
manual recording is done by waiters. Currently the
mobile food & beverage system is still not available in
the country, except for mobile payment applications
that are still utilized by food delivery players such as
GOFOOD and GRAB FOOD. beverage which is not
yet integrated with the mobile point of sales (mPOS)
application system so that customers when
conducting transactions are still through cashiers and
manual recording is done by waiters. Currently the
mobile food & beverage system is still not available in
the country, except for mobile payment applications
that are still utilized by food delivery players such as

GOFOOD and GRAB FOOD.

II. PRODUCT ASPECT OF TECHNOLOGY
INNOVATION

A. PRODUCT DESCRIPTION OF INNOVATION

iDEAL platform a new innovation business model
that can overcome the problems that are often
experienced by food & beverage businesses. iDEAL
platform is a mobile digital platform application
engaged in food & beverage that connects customers
and merchants to make ordering and payment
transactions using a mobile smartphone without

going through the cashier.

B. PRODUCT DEVELOPMENT BACKGROUND

The development of mobile payment as a payment
tool for digital transactions with increasingly varied
services such as online transportation services, food
delivery, on site dining, e-commerce and so on. That
the mobile payment service system for on site dining
payments still has several obstacles that are often
experienced by customers despite using a digital

wallet as a means of payment. As for the problems
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that are often experienced by customers such as time-
consuming queuing, unable to service when the
customer is crowded, the impractical ordering system
still uses the recording and the level of customer
engagement that has not been digitally implemented
by food & beverage businesses. iDEAL platform is
able to drive new innovations and can be a solution

for food & business

C. PRODUCT UPDATES
IDEAL business

developed as a new innovation in a mobile payment

planning platform that was
food & beverage system that is integrated with a
mobile point of sales (mPOS) system to be able to
service online booking and payment transactions
using mobile applications with the advantageous
features offered are order management such as (pick-
up orders, pre orders and pay at tables), customer
engagement, search stores by utilizing GPS location
and display more user friendly. The current mPOS
system 1is still limited to the scope of operational
activities of outlets that previously used the old model
cashier application, whose function was limited to
recording transactions, the development of the mPOS
application now uses mobile for easy transaction
recording, reporting, payment integrated with mobile
digital, but in this case overcoming the problem of
queuing, customer enggament is still not well
coordinated still experiencing some obstacles such as
having to add devices, adding tablespoons to
overcome the queue but this is still not effective and
efficient. Then there are still many queues when in
the process of making an order / payment through the
cashier and the process of inputting orders by waiters
are also still using the manual system and consuming
a lot of human resources that should be even more
efficient for operational costs. When exploring this
issue deeper, that the application that is available on
the market there is a major difficulty is that the
application is still not enough to support the
productivity of the ongoing business there are still

some obstacles. customer enggament is still not well

coordinated still experiencing some obstacles such as
having to add devices, adding tablespoons to
overcome the queue but this is still not effective and
efficient. Then there are still many queues when in
the process of making an order / payment through the
cashier and the process of inputting orders by waiters
also still using the manual system and consuming a lot
of human resources that should be even more
efficient for operational costs. When exploring this
issue deeper, that the application that is available on
the market there is a major difficulty is that the
application is still not enough to support the
productivity of the ongoing business there are still
some obstacles. Customer enggament is still not well
coordinated still experiencing some obstacles such as
having to add devices, adding tablespoons to
overcome the queue but this is still not effective and
efficient. Then there are still many queues when in
the process of making an order / payment through the
cashier and the process of inputting orders by waiters
are also still using the manual system and consuming
a lot of human resources that should be even more
efficient for operational costs. When exploring this
issue deeper, that the application that is available on
the market there is a major difficulty is that the
application is still not enough to support the
productivity of the ongoing business there are still
some obstacles. addition of tablespoons to overcome
the queue but this is still not effective and efficient.
Then there are still many queues when in the process
of making an order / payment through the cashier and
the process of inputting orders by waiters are also still
using the manual system and consuming a lot of
human resources that should be even more efficient
for operational costs. When exploring this issue
deeper, that the application that is available on the
market there is a major difficulty is that the
application is still not enough to support the
productivity of the ongoing business there are still
some obstacles. Addition of tablespoons to overcome
the queue but this is still not effective and efficient.

Then there are still many queues when in the process
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of making an order / payment through the cashier and
the process of inputting orders by waiters also still
using the manual system and consuming a lot of
human resources that should be even more efficient
for operational costs. When exploring this issue
deeper, that the application that is available on the
the
the
still

market there is a major difficulty is that
application is still not enough to support
productivity of the ongoing business there are
some obstacles. Then there are still many queues
when in the process of making an order / payment
through the cashier and the process of inputting
orders by waiters also still using the manual system
and consuming a lot of human resources that should
be even more efficient for operational costs. When
exploring this issue deeper, that the application that is
available on the market there is a major difficulty is
that the application is still not enough to support the
productivity of the ongoing business there are still
some obstacles. Then there are still many queues
when in the process of making an order / payment
through the cashier and the process of inputting
orders by waiters are also still using the manual
system and consuming a lot of human resources that
should be even more efficient for operational costs.
When exploring this issue deeper, that the application
that is available on the market there is a major
difficulty is that the application is still not enough to
support the productivity of the ongoing business

there are still some obstacles.

D. MARKET BUSINESS ANALYSIS

The results of market business analysis using the
Town Matrix method. The Tows Matrix, developed
by Weihrich (1982), is used to analyze the external
and internal environments to describe grand
strategies and visions. Tows matrix helps identify
systematic relationships between threats,
opportunities, weaknesses and strengths, and offers a
structure for generating strategies based on those

relationships. (Weihrich, 1982). The following is the

formulation of the results from Porter's Five Forces

and PEST external environment analysis.

Table 1.1 Town Matrix Analysis iDeal Platform

Internal Factors /
External Factors

Opportunities (0)

1. Mobile Payment has
become a lifestyle among
the people

2. 68% rising digital usage

Stretchers (S)

1. Offcring an order management
scrvice so customers can place an
order before coming to the location,
the point of sales application will
automatically inform when the order
is complcte.

2. Offering services lo [facililate
orders and payments more quickly
and is intcgrated with the point of
sales system.

SO strategies

1. Focus on devceloping and putling
forward order management scrvice
features that arc integrated and casy
0 usc, so customers without the
nced to queuc to the cashier.

2. Focus on developing and

prioritizing user friendly service

Weaknesses (W)
1. The development of digital
food &

technology that has not been

payment beverage
integrated
2. Competilive rivalry is very high

WO strategies

1. Creatc an app checkout sysiem
and utilizc the GPS featurc on their
phone to be integrated with the
mcrchant's point of  sales
application.

2. Focus on developing value added

service and customer experience.

[leatures in increasing engagement

b and h
Threat (T) ST strategies WT strategies
1. Cyber 1. Optimizing risk by | I. hening the security system
2. New type of fraud utilizing government support and [ and the  rcliability of the

3. 76% of cash users are
quite high among the
people

4. Unfair

competition

busincss

improving the cyber risk security
system
2. Increase comfort, safety and

cxpand service adequacy.

infrastructure system as well as legal
and legal aspects of supervision

2. Broadening the scope of services
and awarencss of target customers.

3. Focus on customer centric

E. PRODUCT ADVANTAGES AND WEAKNESSES

The competition for mobile payments is increasing in
Indonesia. The players are increasingly aggressive in
acquiring customers, with various promotional
strategies being carried out. Mobile payment players
continue to aggressively offer a variety of
convenience and collaboration services with various
parties to optimize the use of digital wallets. The
following are the results of the analysis of several

indirect competitors.

Table 1.2 Competitor Analysis

IDEAL GRAB GO ovo FUND AJA
FOOD FOOD LINK

Food Delivery - v v - .
Service
Pick up v - v - - -
Pay at Table ¥ - - = - -
Pay at Cashier (Scan - v v v v v
Barcode)
Booking & v - - - - -
Reservations
Customer v - R -
Engagement
Merchant
Scarch Store v v v - -
Reccive and alert at v - - - .
cashicr
Checkoul App v v v - -
QRIS Code v v v v v v
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III. MARKET POTENTIAL ASPECTS

A. MARKET TARGET AND MARKET POTENTIAL
Cekindo pages

https://www.cekindo.com/sectors/food-  beverages,

Based on data on web
Indonesia, with the third fastest growing economy in
the group of twenty (G20), the two substantive
markets and attracting a very dynamic and highly
demanded food & beverage market. Food & beverage
in Indonesian companies that produce value added
products. The growth of the food & beverage sector is
supported by the basic needs of people to eat and
drink,

expenditure by the middle class, consequently this is a

increased income and increased food
relatively safe investment choice for some investors.
The iDEAL platform target market uses a selective
specialization pattern, which targets cashless society,
with an age range of <20 -> 35 years, with social
middle class up to level, where the average
expenditure is Rp. 200,000 to> Rp. 500, 000 per
month is the top user of the mobile platform for
almost every financial transaction using digital via

smartphone. (Jakpat Report, 2017).

The Indonesian Ministry estimates that, in 2018, the
food & beverage sector will grow by 6.7% in total to
IDR 63.25 trillion (USD 4.6 billion). Based on Google
trend data (2019), 1.8 x year on year the growth of
topics related to food & beverage is increasing in the
google search tool. Based on MDI Ventures & Mandiri
Securities research (2018). That the use of mobile
payment services in Indonesia is more dominated by
the food & beverage service sector and transportation.
In business, the food & beverage sector annually
shows a trend of a significant increase from 2014. The

food & beverage sector.

Figure 1 Mobile Payment consumption services in

Indonesia

B. MARKETING STRATEGY
The

marketing,

communication channels used related to

sales and raising awareness among
customers regarding IDEAL platform products and
services, in conveying the value proposition to the

customer segment are as follows;

1. Mobile Application

According to Nielsen (2014), in Indonesia, at least six
out of ten Indonesian consumers (61%) stated that
they use mobile phones most for online shopping. In
(2018), (49.01%)

respondents also like to use mobile payments because

addition, according to JakPat
it is possible for them not to carry cash at any time.
Apart from these two main reasons, survey results
show that female respondents prefer to use mobile
payments because there are many promotional offers
and whereas men feel security is the most important

issue.

2. Digital Marketing

Digital marketing effective and efficient marketing
methods to be applied in Indonesia because the level
of smartphone users and large internet users gives
ease and flexibility to increase brand awareness of
products or services through digital channels.
Budgeting Digital marketing is also relatively more
affordable compared to traditional marketing. Based
on the gather's digital marketing spend report (2013)
survey, small and medium businesses that implement

digital marketing can save marketing budgets up to 40%
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(percent). And the results of performance are better
than traditional marketing from the survey results
showed 28%

businesses plan to move the allocation of traditional

(percent) of small and medium

marketing to digital marketing. Based on Google's

survey report (2013),

Measuring success will also be done through tools or
software such as Google Analytics, tracking scripts,
pixels, hoosts and tags to get more accurate results.
Digital marketing can build public trust in companies
through consumer services and social media. In
building direct interaction with consumers the
company can implement content marketing strategies,
content marketing is one of the most effective ways
for you business people to interact with consumers,
according to a study by Aberdeen group the average
conversion rate of a website that applies content

marketing is 2.9 % (percent).

3. Event Marketing
Based on the event marketing benchmarks and trends
report (2019), most marketers believe that event
marketing is the single most effective marketing
channel to achieve business goals.

iDEAL platform offers the concept of the Nusantara
Food Festival event with special food from each
region and different distinctive flavors and will also
be enlivened by national music, comedy, sharing
sessions and friends MABAR to attract local people,
communities, young women in enlivening the event.
This will be able to arouse emotional customers and
interact directly with prospective customers to
introduce and socialize services so as to create brand
loyalty.

4. Direct Selling

According to Kotler and Keller (2012),

marketing is a direct relationship with individual

direct

target consumers to create direct responses and build

long-term customer relationships. According to
Hudson (2008), direct marketing is a marketing

system that is fully controlled by marketers, develops

products, promotes and distributes its products
directly to end consumers by using several media
options, and accepts orders directly from customers.
According to Suyanto (2007), direct marketing is a

marketing system that uses direct channels to reach

consumers and deliver goods and services to
consumers without going through marketing
intermediaries to produce responses and or

transactions that can be measured at a location.
According to Fandy (2008), direct marketing is an
interactive marketing system that utilizes one or
several advertising media to cause measurable
responses and or transactions in any location.
According to Djaslim (2006), there are forms of direct
marketing namely face to face selling, direct mail
marketing, catalog marketing, telemarketing, kiosk

marketing, and online media.

Based on the ANA / DMA response rate report (2018),
the direct mail response rate is 4.9% for prospects in
2018. This is significantly higher than in 2017 and the
highest since the report began in 2003. Direct mail
still attracts a response rate that is higher than other
direct digital marketing media. The response rate
ranges from about 5% (percent) to 9% (percent) times
greater than email, paid search or social media. Email
remains important or very important for the majority
of 95% (percent) of marketers, but less than one in 10
(9% Percent) thinks all emails are relevant to
customers. More than five (42% percent) thought that
the best.

5. Community Marketing

Marketing community marketing that must be the
brand's attention is awareness and education.
Community is the best channel for building customer
engagement with customers. this has been done by
"AIA Village" and "Kampung Indosat". Both of them
do community marketing activities by plunging in
one selected area to provide support to local residents
for various community empowerment activities. This

method is very effective in strengthening brand
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awareness and is a fast way to create brand loyalty

which ultimately affects sales.

C. PRICE SCHEME

iDEAL platformusing a subscription pricing strategy.
Subscription pricing is a business model where
customers must pay a subscription to have access to
application services from the IDEAL platform. In
applying the pricing strategy set for IDEAL platform
services, it can be analyzed starting from the ability of
the market to pay, market conditions, competitors
and input costs. It is important to consider the needs
and target audience and the company's working
capital budget. The subscription pricing used is
promotional strategy, which is the consideration of
offering a free trial for 14 working days after which
the customer will be charged a transaction fee of 2%
(percent) for the mobile platform while for the mPOS
outlet application will be charged 150,000 / month.

D. Business Model Canvas

Ky Activities

Key Partnership Value Eropusitions & i C "

* Tnfsastoukou Serves * Onder Management *+ Cussomer Acquisition

Cusamers (Contees Marketing, SEC &
utionskip SEM, Sociel Madia, Refessal + Prigsaits séeoues top wser mobils
Progeam. Event Maketig platfer dengen Eeman s <20

 User fendly Bracess Webaite)
= Checkou Agp

+ eawhStores

* Cueomer Retention - { CRAM. * Ko poensial (Seanang, Medan,

Sysme, Lavales Prozras, Bandsag, Mrknssar dan Iabodeinbe)
- Rocoivessalortol cmbicy | Produet ar serviee imegrity)
+ Swvelmemimomey |+ Boesing Sales: Promotn
Key Resources
+ Office Spaces
+ SDM Channels

« Sofmare & Handmare * Mabile Applicaion

Sugart

st Marketing

* Community Markehng

Cost Strucrure Revannp Stroame
* Serup office : Logal, offics Spaces, Office Fumnirure, App Developmenr, Doesain, Tateur &

Copyrighs, sdmizistrzs O

= Fee Plorform: 2% pes rasmaiesl

¢ Fined Cost; Gaji Kary paces, GITHUR, Operasional Office, Computes &

Equipmeat

* Visishel eost - Markeig & Promoion, TT infrasiukive,

IV. FINANCIAL PLANNING

A. INCOME STATEMENT

The projection of iDEAL platform income statement
shows that the percentage of net profit increased
significantly increased annually, from the calculation
of profit and loss the investment plan iDEAL platform
produced a fifth year net profit of Rp. 7,299,019,761 /

year.

Table 1.3 Projection of Income Statement

PROYEKSI LAPORAN LABA RUGI UNTUK 5 TAHUN

- - - TAHUN
KETERANGAN T 3 3 T A

[Pendapatan Ideal Payment per 1.320.000.000 | 3.000.000.000 | 4.800.000.000 | 6.000.000.000 | 12.000.000.000
transakesi 2%

[Toral pendapatan 1.320.000.000 | 3.000.000.000 | 4.800.000.000 | 6.000.000.000 | 12.000.000.000
[Beban Pokok Penjualan

[Beban Usaha

[Penyewaan Server 16.349.016 26158 426 41853 481 66965 570 107 144911
[Penyewaan Domain 1.800.000 1.800.000 1.800.000 1.800.000 1.800.000
[Penyewaan Github 11.550.000 11.550.000 11.550.000
[Toral Beban Pokok Penjualan 29.699.016 39.508.426 120.494.911

[Laba Kotor 1.290.300.984 | 2.960.491.574 11.879.505.089

[Bcban Operasional

Biaya pensurusan vsaha dan hakdi 11.000.000 . . . .
[Biaya gaji karyawan dan direlctur 1.218.000.000 | 1.218.000.000 | 1.218.000.000 | 1.218.000.000 1.218.000.000
[Biaya sewa kendaraan 60.000.000 60.000.000 60.000.000 60.000.000 60.000.000
[Biaya sewa toko 80.000.000 80.000.000 80.000.000 80.000.000 $0.000.000
[Biaya kegiatan/event - 120.000.000 132.000.000 145.200.000 159.720.000
[Biaya pemasaran 210.000.000 231.000.000 254.100.000 279.510.000 307.461.000
[Biaya perlengkapan kantor 16.500.000 18.150.000 19.965.000 21.961.500 24.157.650

81812500

81812300 81.812.300

81.812.300

[Biava peny. Inventaris kantor
[Biaya peny. E
[Toral Beban Operasional
[Laba Operasional (EBIT)

4.028.725.43
(419.494 464)

Other Expence Income
Profit before Tax (391.486.516) 3.609.230.966
INCOME PPH PS 25 1.208.617.620

[Laba bersih 2.400.613.346

(391.486.516)|

PROYEKSI LAPORAN LABA RUGI UNTUK 5
TAHUN KETERANGAN TAHUN

B. CASH FLOW STATEMENT

From the results of the iDEAL cash flow statement
that the operating cash flow capability can pay
current liabilities based on a stable cash flow level
with balanced income and expenses. Then the level of
the company's ability to meet cash obligations in the
future can pay current liabilities well without using

other activity cash flow or additional loan capital.

Table 1.4 Projection of Cash Flow Statements

PROYEKSI LAPORAN ARUS KAS UNTUK 5 TAHUN

KETERANGAN T T IA?L\ T T
Saldo kas awal periode 549.093 484 291678983 | 1560734151 | 2400613346 6.587.103.009
[Arus kas dari aktivitas operasi
[Pendapatan Ideal Payment per transaka 2% 1.320.000.000 |  3.000.000.000 | 4.800.000.000| 6.000.000.000| 12.000.000.000
Biaya pensurusan ussha dan hakki (11.000.000) - - - -
Bisya pemazaran 10000.000)  (231.000000) (254.100000) (279510000  (307461.000)
Biaya gaji karyawan (1.218.000.000) (1.218.000.000)| (1218000000} (1.218.000000§ (1 218.000.000)
Biaya sewa kendaraan (60.000.000)  (60.000.000)  (60.000.000 (60.000.000 (60.000.000)
Biaya perlenghapan kantor (16500.000)  (18150000)  (19.965 000 (21 961,500 (24,157 650)
Biaya kegistan/event - (120000.000) (132000000 (1452000000  (159.720.000)
Beban pajak - cunes| sss33a197| (20se17.60| (2983.163.673)
[Bizya penymentan (86.287.500)  (36.287.500)| (86287500 (86287500  (86.287.500)
Total arus kaz bersih dari aktivita: operasi (L.60L.787.500) (2.077.883.714)| (2.638.685.697) (3.019.5876.620)f (4.838.789.823)|
[ Arus kas dari aktivitas investas
[Pembelian aqupment (17900.000)  (17.900.000)  (17.800.000 (17.900.000 (17.900.000)|
[Permbelian iventans kantor @27.250.000)  (327.250.000)  (327.250.000  (327.250.0000  (327.250.000)
Total arus kas bersih dari aldivitas investasi (B45150.000)  (ME150.000))  (345.150.000 (345,150,000 {345.150.000)|
[Aruz kas dari aktivitas pendanaan
[Fintang Jangka Pendek 327.730.050
Hutang Usaha 1.149.930.000 (327.730.050)|  (327.730.050; (327.730.050] (327730 050)f
Modal setormn 940.580.000 - - - -
Total arus kas bersih dari altivita: pendanaan 2.090.510.000 (327730080 (327,730,050 {327.730.020)|
Saldo Kas Aldir 1012662984 863.075.260 [ 3.040.168.404 | 4708156676 13.075433.136

C. FINANCIAL BALANCE REPORT Overall, the
assets and equity increased significantly by Rp.
13,750,235,697 in year 5 as
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illustrated in the following table;

Table 1.5 Projected Balance Sheet Statements

PROYEKSI LAPORAN POSISI KEUANGAN UNTUK 5 TAHUN

EETERANGAN TAHUR =
1 2 3 4 B

ASET
| Aset Lancar
[Kas dan setara kas 2012665984 868975260 | 3040168404 | 4708156676 | 13075433136
[Perlengkapan kantor 16.500.000 18.150.000 19.965.000 21.961.500 24.157.650
[Sewa toko dibayar dinnika 80.000.000 80.000.000 80.000.000 80.000.000 80.000.000
[Sewa kendaraan dibayar dinmka 60.000.000 60.000.000 60.000.000 60.000.000 60.000.000
[Sewa Cloud Server 16.349.016 26.138.426 41.853.481 66.965.570 107.144.011
[Sewa Domain 1.800.000 1.800.000 1.800.000 1.800.000 1.200.000
[Sewa Github 11.550.000 11.550.000 11.550.000 11.550.000 11.550.000
[Total Aset Lancar 2.198.865.000 | L066.633.605 | 3.264.336.885 | 4950433745 | 13.360.085.697
Aset Tidak Lancar
[Inventaris kantor 372.250.000 372.250.000 372.230.000 372.250.000
[Equipment 17.900.000 17.900.000 17.900.000 7
[Total aset Tidak Lancar 390.150.000 390.150.000 390.150.000
[TOTAL ASET 2.580.015.000 | 1456.783.695 |  3.654.486.885 5.340.583.745

[Total Kewajiban Lancar 729.001.316 597.520.167 327.730.050
[ Total Kewajiban Jangka Panjang 1310920200 616.011.228 655.460.100 327.730.050 191.126.217
[LIABILITAS 2.039.921.516 616.011.228 538.463.781 518.836.267
[EKUTTAS

Modal disator 940.580.000 940.380.000 940.580.000 940.580.000 940.580.000
Fetamed Earning (391.486.516) (99.807.333))  1460926.618 | 3.861.539.964| 12.290.799.430
[Total Ekuitas 549.093.434 2401506618 | 4.802.119.964 | 13.231.379.430
[TOTAL LIABTI ITAS+ERKUITAS 2.580.015.000 | 1.456.783.605 | 3.654.486.885 | 5.340.583.745 | 13.750.235.607

V. BUSINESS WORTHED

A project can be said to be financially feasible or not
can be known from the investment criteria. (Husnan
and Suwarsono, 1997). To conduct business feasibility

financially the criteria include the following;

A. FINANCIAL ANALYSIS

Based on cash flow data (cash flow) with an interest
rate of 12% and 18%. Then it can be seen the results
of the business feasibility value by using investment
valuation criteria namely NPV (net present value),
IRR (internal rate of return) and PP (payback period),
along with the results of the financial feasibility

analysis of iDeal Platform business;

Table 1.6 Investment Valuation Analysis

ANALISA PENILAIAN INVESTASI
TAHUN EAT DEPRESIASI PROCEED | RATE 12% RATE 18% | PV KAS BERSIH
1 (391.486.516)) 86.287.500 (305.199.016), 0.80 072 (219.189.181))
2 291.678.983 17, 00 3.983 0.1 0.61 282.559.307
3 1.560.734.151 517.725.000 1 0.64 0.52 072.046.108
4 2.400.613.346 2.070.900.000 6 057 044 1.95 94
5 6.587.103.009 6.587.103.009 0.51 037 2.440.070.706
PROCEED 7.X 5.530.026.633
INVESTASI AWAL 940.580.000 940.580.000
[Net Present Value (NPV) 6.341.950.535 4.589.446.633
Ineternal Rate of Return (IRR) 216%
Pavback Periode (PP) 0,38 1 tahun 2 bulan

From the results of the analysis showed a positive
NPV with a NPV value greater than> 0 ie Rp.
6,341,950,535, this business investment activity is
feasible to be accepted, with the rate of business
return on investment capital invested by IRR of 216%
greater than the discount factor, this business can be
run and has the potential to provide a profit with a

payback period of payback period of 1 year 2 month.

B. PROFITABILITY RATIO

One of the ratios used by the iDEAL platform is to
determine the ability of the company to get profits
from earnings (earnings) related to sales, assets and
equity in a certain period using the profitability ratio
scenario. Following are the results of the profitability
ratio scenario;

Table 1.7 Analysis of Profitability Ratios

Analisis Rasio Profitibilitas

1 2 3 4
98%] 99%)] 99%| 99%)| 99%
-30%] 10%)| 33%| 40%)] 55%
-15%] 79% 75%| 72%
-15%| 20%)| 43%)] 45%| 48%

h

Gross Profit Marein
Net Profit Margin
Return on Assets

Return on Investment

VI. RECOMMENDATION

From the results of the iDEAL platform's business
plan there are a number of points to consider, as
follows;

1. The development of the Ideal payment platform
application is carried out within a period of 6
(six) months with a team requirement of 7 people

Web

development, Ul / UX, Mobile Development,

User Acceptance Testing, CEO and CTO).

2. During the development process to reduce the

consisting of (Business Analysis,

budget, it is better for the office to be done in co-
working space or in their respective homes
where to further facilitate the flexibility of the

developers, then in 1 week there are 2 meetings
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to discuss and monitor the development of the
application development.

The amount of deposit and registration funds
from Bank Indonesia, an alternative iDEAL
platform is to collaborate with third parties such
as digital wallet and banking service providers in
the country, hoping that in the future iDEAL
platform can have its own payment gateways.
During the development period to fulfill the
the

management tried to find funding through angel

application development process,
investors from various pitching proposals held in
the country with the MVP (Minimum Availaible
Product) maturation process from the iDEAL
platform.

During the development of iDEAL the platform
the

accelerate application development and makes it

uses scrum development method to
easier to review and execute when there are
changes or additions without having to go
through a long process.

Server tools supporting the iDEAL platform is the
Cloud

Platform), for managing data storage, the Google

cloud computing service (Google
cloud platform with attractive offers including

fast speed, security, reliable infrastructure,
flexibility and analytic report services.
Development of the organizational structure
Ideal payment platform uses moderation to cut
bureaucracy and increase  organizational
productivity and innovation, by applying cultural
values that have integrity, innovative, autonomy,
and collaborative.

The main strategy implemented by the iDEAL
platform is to focus on user experience, which
can provide added value for ease of use and the
continued development of the iDEAL Platform,
so that the application offered as a tool is needed
by customers in food & beverage spending.
Development of the iDEAL advanced platform
must be implemented by the API system to be

integrated with the online cashier system that

10.

already exists in the country, so that the use of
the iDEAL mobile platform can be more
widespread.

iDEAL

platform must also be used as a QRIS payment

The development of the advanced

system and transfer funds.
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