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ABSTRAKSI 

Penelitian ini bertujuan untuk perancangan aplikasi informatif tentang seputar 
lifestyle, hal tersebut karena saat ini orang mulai kurang gemar membaca media 
cetak terutama majalah. Aplikasi ini untuk wanita usia dewasa yang 
memperhatikan fashion, beauty, carrer, dan relationship. Penelitian ini meliputi 
pengumpulan data survey dari wanita usia 21-40 tahun, wawancara dengan pihak 
majalah Cosmopolitan, dan melakukak studi eksisting dua aplikasi yang serupa. 
Dari data yang didapat ternyata bukan hanya pembaca yang yang sudah beralih ke 
media digital tetapi dari pihak sponsorship juga sudah mulai berpindah ke media 
digital. Aplikasi ini akan memberikan informasi lengkap dari majalah 
Cosmopolitan. Aplikasi ini juga akan menjadi penghubung antara sesama 
pengguna maupun pengguna dengan pihak Cosmopolitan. 

Kata Kunci : aplikasi, informasi, lifestyle, dan cosmopolitan 
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ABSTRACT 

This research aims to design applications around the informative about lifestyle, 
it is because at this time people began less like reading print media, especially 
magazines. This application is for adult women who pay attention to fashion, 
beauty , carrer and relationship. This study includes data collection survey of 
women aged 21-40 years, interviews with Cosmopolitan magazine, and conducted 
a study of the existing two similar applications. From the data obtained are not 
only readers who are already switch from printed media to digital media and also 
from the sponsorship also begun moving to digital media. This application will 
provide detailed information of Cosmopolitan magazine. This application also 
will be the liaison between users and users with the Cosmopolitan. 

Keywords : application, information, lifestyle and cosmopolitan 

 

 

 

 

 

 

 

 

 

 

 

 

Perancangan Visual... Trie Maharani Indrianty, FSD UMN, 2016



DAFTAR ISI 

LEMBAR PERNYATAAN TIDAK MELAKUKAN PLAGIAT ............................ i 

HALAMAN PENGESAHAN TUGAS AKHIR ...................................................... iv 

KATA PENGANTAR ................................................................................................. v 

ABSTRAKSI .............................................................................................................. vii 

ABSTRACT ............................................................................................................... viii 

DAFTAR ISI ............................................................................................................... ix 

DAFTAR GAMBAR .................................................................................................. xi 

DAFTAR TABEL .................................................................................................... xiii 

DAFTAR LAMPIRAN ............................................................................................ xiv 

BAB I   PENDAHULUAN .......................................................................................... 1 

1.1. Latar Belakang ............................................................................................... 1 

1.2. Rumusan Masalah .......................................................................................... 3 

1.3. Batasan Masalah ............................................................................................. 3 

1.4. Tujuan Tugas Akhir ........................................................................................ 4 

1.5. Metode Pengumpulan Data ............................................................................ 4 

1.6. Metode Perancangan ...................................................................................... 5 

1.7. Skematika Perancangan .................................................................................. 7 

BAB II TINJAUAN PUSTAKA ................................................................................. 8 

2.1. Aplikasi .......................................................................................................... 8 

Perancangan Visual... Trie Maharani Indrianty, FSD UMN, 2016



2.1.1. Jenis-jenis Aplikasi ................................................................................. 9 

2.2. Graphic User Interface ................................................................................. 10 

2.3. Desain Interaktif ........................................................................................... 10 

2.3.1. Struktur Navigasi .................................................................................. 11 

2.3.2. Layout ................................................................................................... 13 

2.3.3. Sistem Grid ........................................................................................... 14 

2.3.4. Tipografi ................................................................................................ 15 

2.3.5. Warna .................................................................................................... 16 

2.3.6. Ikon ....................................................................................................... 17 

BAB III METODOLOGI ......................................................................................... 19 

3.1. Gambaran Umum ......................................................................................... 19 

3.2. Wawancara ................................................................................................... 20 

3.2.1. Proses Wawancara ................................................................................ 20 

3.2.2. Analisa Wawancara ............................................................................... 21 

3.3. Kuisioner ...................................................................................................... 22 

3.3.1. Analisa Kuisioner .................................................................................. 23 

3.4. Studi Eksisting .............................................................................................. 24 

3.4.1. Kesimpulan ........................................................................................... 26 

BAB IV PERANCANGAN ....................................................................................... 28 

4.1. Konsep Perancangan .................................................................................... 28 

Perancangan Visual... Trie Maharani Indrianty, FSD UMN, 2016



4.1.1. Mindmapping Perancangan ................................................................... 29 

4.1.2. Brainstorming ........................................................................................ 29 

4.1.3. Wireframe ............................................................................................. 31 

4.2. Perancangan .................................................................................................. 31 

4.2.1. Warna .................................................................................................... 31 

4.2.2. Tipografi ................................................................................................ 32 

4.2.3. Sketsa .................................................................................................... 33 

4.3. Aplikasi Kreatif ............................................................................................ 34 

4.4. Perancangan Media Promosi ........................................................................ 43 

4.5. Biaya Perancangan ....................................................................................... 44 

BAB V KESIMPULAN ............................................................................................ 46 

5.1. Kesimpulan ................................................................................................... 46 

5.2. Saran ............................................................................................................. 47 

DAFTAR PUSTAKA ............................................................................................... xvi 

DAFTAR GAMBAR 

Gambar 2.1 Aplikasi gojek dengan fitur gps. ............................................................... 8 

Gambar 2.2. Warna RGB dan CMYK ........................................................................ 17 

Gambar 3.1. Foto penulis bersama mba Rhani Sakurani. ........................................... 20 

Gambar 3.2. Screenshot kuisioner online. Sumber : Dokumen Pribadi...................... 22 

Gambar 3.3. Screenshot Issuu Apps. Sumber : Dokumen Pribadi.............................. 24 

Perancangan Visual... Trie Maharani Indrianty, FSD UMN, 2016



Gambar 3.4. Screenshot Flipboard Apps. Sumber : Apps store.................................. 25  

Gambar 4.1. Mind mapping. Sumber : Dokumentasi pribadi. .................................... 29 

Gambar 4.2. Brainstorming. Sumber : Dokumentasi pribadi. .................................... 30 

Gambar 4.3. Wireframe. Sumber : Dokumentasi pribadi............................................ 31 

Gambar 4.4. Warna yang digunakan Sumber : Dokumentasi pribadi......................... 32 

Gambar 4.5. Tipografi yang digunakan Sumber : Dokumentasi pribadi. ................... 33 

Gambar 4.6. Sketsa Sumber : Dokumentasi pribadi. .................................................. 33 

Gambar 4.7. Home Sumber : Dokumentasi pribadi. ................................................... 34 

Gambar 4.8. Daftar Menu Sumber : Dokumentasi pribadi. ........................................ 35 

Gambar 4.9. Lifestyle Sumber : Dokumentasi pribadi. .............................................. 36 

Gambar 4.10. Tampilan Konten Sumber : Dokumentasi pribadi................................ 37 

Gambar 4.11. Tampilan Sign In/up. Sumber : Dokumentasi pribadi. ......................... 38 

Gambar 4.12. Tampilan Profile. Sumber: Dokumentasi pribadi. ............................... 39 

Gambar 4.13. Tampilan Artikel Tersimpan. Sumber : Dokumentasi pribadi. ............ 40 

Gambar 4.14. Tampilan Sharing. Sumber : Dokumentasi pribadi. ............................. 41 

Gambar 4.15. Tampilan Event : Dokumentasi pribadi. .............................................. 42 

Gambar 4.16. Media promosi cetak : Dokumentasi pribadi. ...................................... 43 

Gambar 4.17. Media Promosi Digital : Dokumentasi pribadi. ................................... 44 

 

 

 

 

Perancangan Visual... Trie Maharani Indrianty, FSD UMN, 2016



DAFTAR TABEL 

Tabel 3.1. Hasil Kuisioner …………………………………………….…..... 23 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Perancangan Visual... Trie Maharani Indrianty, FSD UMN, 2016



DAFTAR LAMPIRAN 

LAMPIRAN A : KUISIONER .......................................................................... xviiiiii 

LAMPIRAN B : MERCHANDISE ....................................................................... xxx 

LAMPIRAN C : FORM BIMBINGAN .............................................................. xxixi 

 

 

Perancangan Visual... Trie Maharani Indrianty, FSD UMN, 2016




