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​Abstrak​
​Perpustakaan​ ​konvensional​ ​telah​ ​bergeser​ ​dari​ ​sekadar​ ​tempat​ ​penyimpanan​ ​koleksi​

​menjadi​ ​ruang​ ​penciptaan​ ​pengetahuan​ ​yang​ ​berpusat​ ​pada​ ​pengguna,​ ​namun​ ​banyak​
​perpustakaan​ ​belum​ ​menghadirkan​ ​lingkungan​ ​yang​ ​adaptif,​ ​interaktif,​ ​dan​ ​menarik​ ​di​ ​era​
​digital.​ ​Perancangan​ ​ini​ ​bertujuan​ ​menghasilkan​ ​rancangan​ ​perpustakaan​ ​kreatif​ ​dengan​
​pendekatan​ ​rekreatif​ ​yang​​diwujudkan​​melalui​​konsep​​program​​edutainment,​​sehingga​​mampu​
​beradaptasi​ ​terhadap​ ​perkembangan​ ​teknologi​ ​digital,​ ​menyenangkan,​ ​mendukung​ ​interaksi​
​sosial,​​serta​​memberikan​​kenyamanan​​bagi​​pengunjung​​melalui​​sistem​​ruang​​yang​​fleksibel​​dan​
​terintegrasi.​ ​Metode​ ​yang​ ​digunakan​ ​adalah​ ​pendekatan​ ​analogi​ ​melalui​ ​kajian​ ​preseden​
​perpustakaan​ ​dan​ ​fasilitas​ ​rekreatif​ ​untuk​ ​mengekstraksi​​prinsip​​penataan​​ruang​​yang​​relevan​
​dengan​ ​kebutuhan​ ​aktivitas​ ​edukatif​ ​dan​ ​rekreatif​ ​pengunjung.​ ​Analisis​ ​tapak​ ​di​ ​Kandangan​
​menunjukkan​ ​lahan​ ​5.850​ ​m²​ ​dengan​ ​bangunan​ ​dua​ ​lantai​ ​pada​​jalan​​arteri​​primer,​​dikelilingi​
​permukiman​ ​dan​ ​institusi​ ​pendidikan​ ​dengan​ ​mobilitas​ ​tinggi.​ ​Kondisi​ ​lahan​ ​rawa,​ ​paparan​
​matahari​ ​dominan,​ ​serta​ ​kebisingan​ ​55–65​ ​dB(A)​ ​direspons​ ​melalui​ ​pengendalian​ ​termal,​
​ventilasi​ ​silang,​ ​peredaman​ ​akustik,​ ​penataan​ ​vegetasi,​ ​serta​ ​zonasi​ ​publik,​ ​semi-publik,​ ​dan​
​privat.​ ​Hasil​ ​rancangan​ ​berupa​ ​tata​ ​ruang​ ​fleksibel​ ​dengan​ ​integrasi​ ​teknologi​ ​digital​ ​yang​
​mendorong kolaborasi, eksplorasi ide, dan partisipasi aktif masyarakat.​

​Kata kunci:​​perpustakaan, analogi, edutainment, fleksibel,​​teknologi digital​

​Abstract​

​Conventional​ ​libraries​ ​have​ ​shifted​ ​from​ ​simply​ ​being​ ​collection​ ​storage​ ​to​ ​user-centered​
​knowledge​ ​creation​ ​spaces,​ ​yet​ ​many​ ​libraries​ ​have​ ​yet​ ​to​ ​present​ ​an​ ​adaptive,​ ​interactive,​ ​and​
​engaging​​environment​​in​​the​​digital​​era.​​This​​design​​aims​​to​​produce​​a​​creative​​library​​design​​with​
​a​​recreational​​approach​​that​​is​​realized​​through​​the​​concept​​of​​an​​edutainment​​program,​​so​​that​​it​
​is​ ​able​ ​to​ ​adapt​ ​to​ ​the​ ​development​ ​of​ ​digital​ ​technology,​ ​is​ ​fun,​ ​supports​​social​​interaction,​​and​
​provides​​comfort​​for​​visitors​​through​​a​​flexible​​and​​integrated​​space​​system.​​The​​method​​used​​is​​an​
​analogy​ ​approach​ ​through​ ​a​ ​study​ ​of​ ​library​ ​precedents​ ​and​ ​recreational​ ​facilities​ ​to​ ​extract​
​spatial​ ​planning​ ​principles​ ​that​​are​​relevant​​to​​the​​educational​​and​​recreational​​activity​​needs​​of​
​visitors.​​Site​​analysis​​in​​Kandangan​​shows​​a​​5.850​​m²​​plot​​with​​a​​two-story​​building​​on​​a​​primary​
​arterial​​road,​​surrounded​​by​​residential​​areas​​and​​educational​​institutions​​with​​high​​mobility.​​The​
​swampy​​land​​conditions,​​dominant​​sun​​exposure,​​and​​noise​​of​​55–65​​dB(A)​​are​​addressed​​through​
​thermal​ ​control,​ ​cross-ventilation,​ ​acoustic​ ​dampening,​ ​vegetation​ ​arrangement,​ ​and​ ​public,​
​semi-public,​ ​and​ ​private​ ​zoning.​ ​The​ ​resulting​ ​design​ ​is​ ​a​ ​flexible​ ​spatial​ ​layout​ ​with​ ​digital​
​technology​ ​integration​​that​​encourages​​collaboration,​​exploration​​of​​ideas,​​and​​active​​community​
​participation.​

​Keywords​​:​​library, analogy, edutainment, Flexible,​​digital technology​
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