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PERANCANGAN KAMPANYE IKLAN PENTINGNYA PERAN
ORANG TUA DALAM MENJAGA SUASANA BELAJAR DI

RUMAH

(Chaterine Putri Amelia)

ABSTRAK

Kegiatan belajar di rumah adalah kegiatan yang sudah menjadi kebiasaan
masyarakat Indonesia terutama seseorang Yyang sedang menempuh
pendidikan. Namun, masih banyak siswa yang mengaku bahwa mereka
tidak nyaman untuk belajar di rumah. Peran orang tua menjadi penting
untuk membantu anak dan menciptakan suasana belajar yang kondusif.
Sudah banyak media informasi yang memberikan informasi kepada orang
tua tentang masalah ini. Namun, sayangnya orang tua masih belum
membuat perubahan yang signifikan. Berdasarkan data yang dikumpulkan
melalu metode penelitian kualitatif dan kuantitatif, orang tua dan anak
mempunyai pengertian tentang suasana belajar kondusif yang berbeda-beda.
Setelah melakukan wawancara dengan ahlinya, dapat disimpulkan cara
mengatasi masalah ini adalah dengan membangun hubungan paling dasar
antara anak dan orang tua. Komunikasi, kepercayaan, dan keterbukaan
adalah hubungan dasar yang harus dibangun antara orang tua dan anak.
Maka dari itu, diperlukan media persuasi berupa kampanye iklan untuk
membantu menyelesaikan masalah ini dengan menggunakan metode
perancangan Advertising by Design Robin Landa (2010).

Kata kunci: kondusif, belajar di rumah, peran orang tua
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ADVERTISING CAMPAIGN DESIGN THE IMPORTANCE OF
THE ROLE OF PARENTS IN MAINTAINING A LEARNING

ATMOSPHERE AT HOME

(Chaterine Putri Amelia)

ABSTRACT

Studying at home is an activity that has become a habit of Indonesian
people, especially someone who is studying. However, there are still many
students who admit that they are not comfortable studying at home. The role
of parents is important to help children and create a conducive learning
atmosphere. There are many information media that provide information to
parents about this problem. However, unfortunately parents still haven't
made significant changes. Based on data collected through qualitative and
guantitative research methods, parents and children have different
understandings of a conducive learning atmosphere. After conducting
interviews with experts, it can be concluded that the way to overcome this
problem is to build the most basic relationship between children and
parents. Communication, trust and openness are the basic relationships that
must be built between parents and children. Therefore, persuasion media is
needed in the form of an advertising campaign to help solve this problem by
using the Advertising by Design Robin Landa (2010) design method.

Keywords: condusive, study at home, the role of parents

viii
Perancangan Kampanye Iklan..., Chaterine Putri Amelia, Universitas Multimedia Nusantara



DAFTAR ISl

HALAMAN PERNYATAAN TIDAK PLAGIAT ...t i
HALAMAN PERSETUJUAN ...ttt i
HALAMAN PENGESAHAN ... s 1\
HALAMAN PERSETUJUAN PUBLIKASI KARYA ILMIAH
Y NS ] B T v
KATA PENGANTAR ..ottt sttt Vi
AB ST RAK e e e e e nra e vii
ABSTRACT .ttt e et e e e er e e e ara e e e aa e e e re e e e raeearaaean viil
DAFTAR IS oottt bbb IX
DAFTAR TABEL ...ttt e e e e e anns Xii
DAFTAR GAMBAR ...ttt e e e nraeeannne e Xiil
DAFTAR LAMPIRAN ..ottt ettt XV
BAB | PENDAHULUAN ...ttt 1
1.1 Latar BelaKang ..o s 1
1.2 Rumusan Masalah .........ccoceoiiieiiiiiceseee e 2
1.3 Batasan Masalah...........cccooiiiiiiii e 2
1.4 Tujuan Tugas AKNIT ... s 3
1.5 Manfaat Tugas AKNIr........c.coooiiiiiiii e 3
BAB Il TINJAUAN PUSTAKA . ..ottt 5
2.1 KOMUNIKAST PEISUASIT ......oivieieeieiie st 5
2.1.1  Proses Komunikasi Persuasif..........cccocoviiiiiiiininienenenc s 5
2.1.2  Model Respon Kognitif...........cccooiiiiiiiiii e 6

2.2 K@MPANYE ...t 6
2.2.1  Tujuan KampPanye .......ccccceeiieiieeiee e esieesieesiee e esie e ssne e e ssneanneens 7
2.2.2  Elemen Desain Kampanye.........cccooeiiiinininieiieiene e 7

23 AISASANL..LL. . .S...A N LA K. A 20
2.4 Suasana Kondusif Belajar .........cccoeieiiieiiiininiseenee s 21
2.4.1  Tujuan Suasana Kondusif Belajar ..........ccccoovviiiiineniciinnn 22
2.4.2  Cara Menciptakan Suasana Kondusif Belajar................c......... 22

2.5 Perkembangan Psikolog ANak ... 23
25.1  Perkembangan FiSiK .........cccooiiiiiiiiiiiie e 23

IX

Perancangan Kampanye Iklan..., Chaterine Putri Amelia, Universitas Multimedia Nusantara



2.5.2  Perkembangan Kognitif..........c..cccooeriiiiiiiiiiiie e 23
2.5.3  Perkembangan Bahasa dan Komunikasi...........c.ccccceevvirieinennn. 24
2.5.4  Perkembangan Sosial dan Emosional ............cccccceeovviieiviiesnenn. 24
255  Perkembangan Identitas dan Kemandirian ...........c.cccocevernnee. 24
2.5.6  Konteks Budaya dan Sosial ... 24
BAB 111 METODOLOGI PENELITIAN ....oooiiii e 25
3.1  Metode Pengumpulan Data ..........ccooeeieiiiieiininiiieee e 25
311 WAWANCAIA ..cuiieiieiiie ittt sttt ettt 25
3.1.2  Focus Group DiSCUSSION........ccueiuerieriinienieniesiisieeieeeee e 27
T8 I T 0 1= (o] g T TSP 29
314 Studi EKSISTING ....cviiiiiiiiiiieeee e 33
315 StUdi REFEIENSI ..ot 34
3.2 Metode PeranCangan...........cccccueieeieieesieeiiesieeseeseeseeseesie e sree e 36
BAB IV STRATEGI & ANALISIS PERANCANGAN........ccccovvviiiinieinienen, 38
4.1  Strategi PErancangan ..........cccccoveeieiieieeie i s 38
A.1.1 OVEIVIEW woiiiitiiiieiieiieie ettt e et ste st bestesne s eteseesbesbesbesrenneas 38
1 - L= 0 VSRRSO 42
O I S [0 - USSP 44
A.14  DESIGN coeieiieiiie et 48
g I T o 0o (U4 A T I SRR 83
4.1.6  ImPIEMENtatioN ......cccoiiiiiiiiie e 89
4.2 ANaliSis PEranCangan ...........coceoeiiiinieienie et 96
4.2.1  ANAliSIS BELA TESt....cciieiiiieiiieieeie et see et nte e 98
4.2.2  Analisis Desain Instagram POSt..........cccoooveviiiiieiie i, 103
4.2.3  Analisis Desain Instagram Story ........cccccvevveiveeiie e 104
424  Analisis Desain Card Game........ccoveieerienirieeniieiee e 105
425  Analisis Desain Billboard...........ccccoooiiiiiiiiiiniieeeee e 107
4.2.6  Analisis Desain X-Banner ..........ccccooviiveieniieiieeneeieseese e 108
4.2.7  Analisis Desain Merchandise..........ccccccevviveviienveiesiese e 109
4.3 BUUGELING ...coiiiiieieiiie et 109
BAB V PENUTUP ..ottt 111
5.1 SIMPUIAN....c.eiie et sre e 111
X

Perancangan Kampanye Iklan..., Chaterine Putri Amelia, Universitas Multimedia Nusantara



LT Y: | = I 112
DAFTAR PUSTAKA ... 113
LAMPIRAN ... 116

Xi
Perancangan Kampanye Iklan..., Chaterine Putri Amelia, Universitas Multimedia Nusantara



DAFTAR TABEL

Tabel 3.1 Data Demografis Responden KUiSIONEr...........cccevviieieeneiieseesie e 29
Tabel 3.2 Data Pengalaman Responden KUISIONEr ..........ccccocvvveieeneiiieveesie e, 30
Tabel 3.3 Data Cara Meningkatkan Kepekaan Resoponden Kuisioner................ 32
Tabel 4. 1 Tabel Akar Masalah ..o 38
Tabel 4. 2 Tabel Identifikasi SEgMENTAST ........c.ovveriiriiiieiiee e 40
Tabel 4. 3 Timeline Audiens dan Media .........cccccviiierieiieiieie e 43
Tabel 4. 4 Tabel Ide dan Konsep Perancangan ...........c.ccocevvveneeienencniene s 45
;Lo R S ] ¢ T SR 61
Tabel 4. 6 Timeline Kampanye ..o 83
Tabel 4. 7 INTEIVAL ....ooiiiie et 90
Tabel 4. 8 Alpha Test Kuisioner Visual ............cccoiveeiiniieiesie e 90
Tabel 4. 9 Alpha Test Kuisioner KONteN...........ccceiveieiiieieeie e 93
Tabel 4. 10 Beta Test KUuiSIONEr VISUAL ........c.coeieieieiiiiiisisieeee s 99
Tabel 4. 11 Beta Test KuiSioner KONTEN .........cooieriienininieieieiese e 101
Tabel 4. 12 BUAGELING ..c.veevieiiecieeite ettt sba et sre e sraene s 109
Xii

Perancangan Kampanye Iklan..., Chaterine Putri Amelia, Universitas Multimedia Nusantara



DAFTAR GAMBAR

Gambar 2.1 Model Komunikasi Persuasif Carl Hovland............c.ccccooiiviiinnnnnnne 6
Gambar 2.2 Model Respon Kognitif Greenwald ..............cccoovviiiiiiicniniicnen 6
Gambar 2.3 Warna PIIMEN ..ot 8
Gambar 2.4 Warna SEKUNEN ............coeiiiiiiieiee e 8
Gambar 2.5 WarN@ TEISIEN ......uiiiieierieiie sttt 9
Gambar 2.6 Color WHEEl ... 9
GaAMDAN 2.7 HUE ...ttt bbb 10
Gambar 2.8 SATUFATION .......oiviiieiiiiiesii ettt eneas 10
GaMDBAr 2.9 VAIUB......cueiiieiee ettt ene s 10
Gambar 2.10 Tipografi Tanpa Mood ...........ccccevvieviiiiiiieieee e 11
Gambar 2.11 Tipografi Tanpa Mood .........ccccceiieieiiieiieceee e 11
Gambar 2.12 HElVELICA 1957.........coiiiiiieieieiiesie e 12
Gambar 2.13 HEIVELICA. ......cveiveiiiiiiiiiiiieieieie ettt 12
Gambar 2.14 Helvetica TYPeface ........ccccveviiiieiiiie e 13
Gambar 2.15 Wordmark LOQO .........cccceieeiieeiieieeiie e steesie e sn et sae e 13
Gambar 2.16 Lettermark LOGO.........ccuviiiieieieiieniesie s 14
Gambar 2.17 Pictorial Mark LOQO........ccoeiviieiieiiiie e 14
Gambar 2.18 Abstract Mark LOQO ........cccvevviieiiieiieie e 15
Gambar 2.19 Emblem Mark LOgO.......ccooiveiiiieiieie e 15
Gambar 3. 1 Wawancara PSIKoIog ANaK ...........cccccveiiieiice e 25
Gambar 3. 2 FOCUS Group DISCUSSION ......cceevveiieiiieiecieecie e sie et 27
Gambar 3. 3 Video Edukasi “Panduan Orang Tua Mendampingi Anak Belajar dari
021 o PR 33
Gambar 3. 4 Kampanye “Parents Play an Important Role in Their Child’s
ST e BN W B WY 4 BN B YN R 34
Gambar 3. 5 Kampanye “Give Your Child a Helping Hand”..............ccccoeeinnn 35
Gambar 3. 6 Kampanye “Positive Parent Campaign — Raise Your Child with
LOVE, NOt EXCESSIVE . uuiiiiiiiiie et e ettt e e e e ebee e e e et e e e e e are e e e e ennees 36
Gambar 4. 1 USEr PEISONA........c.ciueiieieieesieeieseesireeesteese e ssee e esae e sseeeesseeneas 41
Gambar 4. 2 Mindmap PeranCangan...........coceoeierereieieneseeeeiesse e 45
Gambar 4. 3 M0OTDOAIT ........coviiiiiiie s 46
Gambar 4. 4 Warna Visual dari Perancangan ............cccoccvevieeiieiieeiie e 47
Gambar 4. 5 Font TIpografi .......cccooveiiiiiiiee e 48
Gambar 4. 6 Proses Perancangan Alternatif Karakter Desain Satu ...................... 49
Gambar 4. 7 Proses Perancangan Alternatif Karakter Desain Dua....................... 50
Gambar 4. 8 Proses Perancangan Alternatif Karakter Desain Tiga.........c.ccce..... 51
Gambar 4. 9 Proses Perancangan Alternatif Karakter Desain Final ..................... 51
Gambar 4. 10 Proses Perancangan Alternatif Supergrafik Satu .............ccccceeveeee. 52
Gambar 4. 11 Proses Perancangan Alternatif Supergrafik Dua............c.ccoceeneenee. 53
xiii

Perancangan Kampanye Iklan..., Chaterine Putri Amelia, Universitas Multimedia Nusantara



Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.

12 Proses Perancangan Alternatif Supergrafik Tiga .........c.ccocvovvinnne 53
13 Proses Perancangan Alternatif Supergrafik Final .......................... 54
14 Proses Perancangan Alternatif Supergrafik Vektor ....................... 54
15 COlOMING oo 55
16 SKETSA LOQO ...veeueeirieiiieiiieiie sttt 56
17 AREINALIT LOGO ...viiviiieiiiiciie e 56
18 LOgO FINal ... 57
19 Sketsa KarakLer ... 58
20 Digitalisasi dan EKSPresi LOg0.........cccccvevveiieiiiiieiieie e 58
21 Sketsa Key Visual Kedua ..........cccceiveieiiiiiiciccc e 59
22 Digitalisasi SUPErgrafis .........ccccceeveiieeieiieiieie e 60
23 Variasi Warna Supergrafis .........ccccoovveieiieiieiiic e 60
24 Grid Layout Konten Pertama ...........cccccveveeiveiieiieieese e 62
25 Grid Layout Konten Kedua..........cccovveieivieieeiesie e 62
26 Grid Layout Konten Ketiga........cccccoveieavieiieiisie e 63
27 Welcoming Instagram Post Content ...........ccccceveeeveeieccie e, 64
28 Grid Layout Konten Keempat..........cooervririniinieienese e 64
29 Grid Layout Konten Kelima...........cccoooeriiiniiiiniic e 65
30 Grid Layout Konten Keenam ............ccccevererinenienenenesesie e 65
31 Grid Layout Konten Ketujuh...........cccooeiiiiniiinieec e 66
32 Grid Layout Konten Kedelapan ...........ccocooviiiininienciencncsee 66
33 Grid Layout Konten Kesembilan ... 67
34 Informative Instagram Post CONteNt ..........ccocvvvvieiiiiienciescie 67
35 Grid Layout Konten Kesepuluh ... 68
36 Persuasive Instagram Post Content..........cccocevivereicennvenesiennennns 68
37 Instagram Story CONtENL.........ccovviviiieiieieeee e 70
38 Grid Layout Kartu Permainan ............ccccocevereneniienene e 72
39 1ST Card GaME ..ottt 78
40 Grid Layout Billboard..............cooeeieiieiiiiccieseee e 78
41 Grid Layout X-Banner.........cccocoveiieiiieiie e sieesee e 79
A2 TUMDBIEE oo 80
A3 Bajup.. AL b AL D QLT A Qe 81
A4 KEYCNAIN .....eeiiiiiie ettt 82
45 NOEDOOK. .1t tieeseieerenib e s sneees hesseme e fashoeesenenessneassenanens 82
46 Instagram PoSt MOCKUP ........coovvieiiiiiieiiccec e 85
A7 INSEAGIrAM SEOMY .vviiiiiee e e e 86
48 Card Game MOCKUP ......oocviiiiieie e 87
49 BillDoard MOCKUP......cc.oiiiiiiiieiece e 88
50 X-BanNer MOCKUP .......covriiiiiieieiieie e 88
Xiv

Perancangan Kampanye Iklan..., Chaterine Putri Amelia, Universitas Multimedia Nusantara



DAFTAR LAMPIRAN

Lampiran A SCreenShot BAP .......ccvoii e 116
Lampiran B KUISIONET .........ooiiiiiiieie et 118
Lampiran C Transkrip FOcus Group DISCUSSION...........ccceeveiveeveeriesieseenie s 122
Lampiran D Transkrip WawanCara.............cccvuveeiverieieeieene e e esee e esie e 126
Lampiran E Kuisioner AIPha TeSt ........cooveiiiie i 129
Lampiran F KUiSioner Beta TSt .........ccoeiveiiiiieii e 135
Lampiran G TUIMITIN ..o 141
XV

Perancangan Kampanye Iklan..., Chaterine Putri Amelia, Universitas Multimedia Nusantara



