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PERANCANGAN KAMPANYE INTERAKTIF
UNTUK MENGATASI BAHAYA SKINNY FAT

(Celica)

ABSTRAK

Skinny fat merupakan kondisi tubuh dengan tampilan fisik kurus namun memiliki
massa lemak yang tinggi dan massa otot yang rendah. Kondisi ini sering tidak
disadari karena persepsi umum yang menganggap tubuh kurus sebagai indikator
kesehatan ideal. Padahal, kadar lemak tubuh yang tinggi berkontribusi terhadap
meningkatnya risiko penyakit tidak menular seperti stroke, jantung, diabetes, dan
gangguan ginjal. Berdasarkan hasil pre-kuesioner, sebanyak 57,1% responden
mengalami pola makan tidak teratur namun tetap memiliki tubuh kurus, yang
mengindikasikan potensi terjadinya skinny fat. Pada kalangan mahasiswa, gaya
hidup sedentary, kurangnya aktivitas fisik, serta rendahnya pemahaman terhadap
kandungan gizi makanan cepat saji memperparah risiko kondisi ini. Minimnya
kesadaran masyarakat serta status tubuh “normal” berdasarkan BMI membuat
masalah skinny fat kurang mendapatkan perhatian serius di Indonesia. Berbagai
kampanye kesehatan yang telah dilakukan cenderung bersifat euforia sesaat dan
lebih menekankan pada pencegahan, belum menyentuh upaya penanggulangan
secara berkelanjutan. Penelitian menemukan bahwa pengabaian kondisi skinny fat
disebabkan oleh rendahnya motivasi serta adanya kesalahan penempatan prioritas
kuliah dibanding kesehatan. Hasil ini mengimplikasikan bahwa memerlukan media
edukasi berbasis pengalaman interaktif seperti brand activation, untuk
meningkatkan motivasi mahasiswi untuk menanggulangi masalah skinny fat dengan
memulai pola hidup yang sehat.

Kata kunci: Skinny fat, Kampanye, Desain, Interaktif
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INTERACTIVE CAMPAIGN DESIGN

TO OVERCOME THE DANGER OF SKINNY FAT

(Celica)

ABSTRACT (English)

Skinny fat is a physical condition characterized by a slim appearance accompanied
by high body fat mass and low muscle mass. This condition often goes unnoticed
due to the common perception that a slim body is an indicator of ideal health. In
fact, high body fat levels contribute to an increased risk of non-communicable
diseases such as stroke, heart disease, diabetes, and kidney disorders. Based on the
pre-questionnaire results, 57.1% of respondents exhibited irregular eating patterns
while maintaining a slim body, indicating the potential occurrence of skinny fat.
Among university students, a sedentary lifestyle, lack of physical activity, and
limited understanding of the nutritional content of fast food further exacerbate this
risk. Low public awareness and a “normal” body status based on BMI cause the
issue of skinny fat to receive insufficient serious attention in Indonesia. Most health
campaigns that have been implemented tend to create only temporary enthusiasm
and focus more on prevention, without addressing sustainable control efforts. The
study found that the neglect of the skinny fat condition is caused by low motivation
and the misprioritization of academic demands over health. These findings imply
the need for experiential, interactive educational media such as brand activation to
increase female students’ motivation to address the skinny fat issue by adopting a

healthy lifestyle.

Keywords: Skinny fat, Campaign, Design, Interactive

viil
Perancangan Kampanye Interaktif..., Celica, Universitas Multimedia Nusantara



DAFTAR ISI

HALAMAN JUDUL ..ottt s i
HALAMAN PERNYATAAN TIDAK PLAGIAT .......ccooooiiiiiiieeeee i
HALAMAN PERNYATAAN PENGGUNAAN BANTUAN KECERDASAN
ARTIFISTAL (AL .ottt il
HALAMAN PENGESAHAN ...ttt v
HALAMAN PERSETUJUAN PUBLIKASI KARYA ILMIAH ...................... v
KATA PENGANTAR ...t vi
ABSTRAK ..ottt st ettt e et e bt e ebeeseees vii
ABSTRACT (ENGLiSh) ............ccc.ooooeneeeeiieeieeeeeeeeiee et eete et eieesevee e viii
DAFTAR ISttt sttt ettt st ix
DAFTAR TABEL .....oooiiii et ettt ettt xi
DAFTAR GAMBAR ...ttt xii
DAFTAR LAMPIRAN ...ttt XV
BAB 1 PENDAHULUAN ..ottt et 1
1.1 Latar BelaKang..............ccccooviiiiiiiiiiieeee e 1

1.2 Rumusan Masalah..............c...c e, 3

1.3 Batasan Masalah ....................ccoiiiiiii e, 3

1.4 Tujuan Tugas AKQII ..........cococoiiiiiiiiiie e, 4

1.5 Manfaat Tugas AKhir ..............coocoiiiiiiiiiee e, 4

BAB II TINJAUAN PUSTAKA ...ttt 5
2.1 KAMPANYE ...coooiiiiiiiiiiiiiiicieeee et 5

2.1.1 Kampanye Interaktif ...................ccoocoiiiiniiniineee, 9

213 A8 0.\ . E. . R.Q.L T A Qe 13

2.2 Desain Advertising Campaign ..................c.coeeuveeeeeeencreeenieennenans 15

2.3 Media InteraKtif................ccoooeiiiieiiieee e 23

2.3.1 Brand Activation/KiosK ................c..c.cccoevvvieniiiieniineniie e, 25

2.3.2 Media sosial .........ooccoviiiiiiiiiiie e 29

24 SKINNY fAL............oooeiiiiiiiiieeee et 30

2.5 Penelitian yang Relevan...............ccocccooiiiiniiiiniiinnieee, 34

BAB III METODOLOGI PERANCANGAN .......ccccoiitieiteieeieeeeeeeeee e 36
3.1 Subjek Perancangan ..............coccoeviiiiniiiiniieinieee e 36

X

Perancangan Kampanye Interaktif..., Celica, Universitas Multimedia Nusantara



3.2 Metode dan Prosedur Perancangan ................c.ccooceevvieennieennen. 36

3.3 Teknik dan Prosedur Perancangan.................c.ccoccoevviinnennnen. 38

3.3.1 WaWANCATA ..ottt 38

3.3.2 Focus Group DiSCUSSION ....................ccccoeevecuveeeesciinaeecieeaaanns 40

3.3 3 KUESIONET ....cooniiiiiiiiiiicetceeeee e 41

3.3.4 Studi EKSiSing .........cocooiiiiiiiiiiieeee 43

3.3.5 Studi Referensi .............ccoooiieriiiiniiiiniiiiccececeen 43

BAB IV HASIL DAN PEMBAHASAN PERANCANGAN ........ccccoovieiiennene. 44
4.1 Hasil Perancangan .................cocceeiiiiiniiiiniieiniieeee e 44

411 Orientasi.........occoeiiiiiiiiieiieeeeeeeeee e 44

4.1.2 Analisis dan Strategi...............ccoccooviiiiiiiiiiniiiee 60

4.1.3 Konsep Perancangan ................cccccceeviieeniieeniieenieeeiee e, 77

4.1.4 Pengembangan Desain.................ccccoeeviiviiieniininiieeee e, 84

4.1.5 Implementasi ............ccccvveeiiiiiiiiiniieeeeee e 117

4.2 Pembahasan Perancangan.................ccocccoeveiienieeiniiennieeeieeene 119

4.2.1 Analisis Market Validation/ Beta Test ................................ 120

4.2.2 Analisis User Journey Kampanye...............c.cccocceevveeneennee. 126

4.2.3 Analisis Mascot Kampanye ..............cccccecvevvinneinicnneennne. 129

4.2.4 Analisis Media Kovensional ..................c..ccoooiiiiiinnnn 131

4.2.5 Analisis Booth/ Brand Activation....................................... 134

4.2.6 Analisis Media Sosial ..................ccoooiiiiii, 139

4.2.7 Analisis Desain Gimmick ......................cccccoocenvinniinnennnn. 141

4.2.8 ANGBATAN ......ocvviieiiiieiiieeieeciee et eee e e e aee e e 143

BAB V PENUTUP.....ccooiiiiiiiiiteceeeee ettt st 146
S50 SIMPulan .........oocooiiiiiii e 146

5.2 Sargyl.. L. L LN LM 146
DAFTAR PUSTAKA ...ttt XVvi
LAMPIRAN ..ottt ettt ettt eaeeas XiX

X

Perancangan Kampanye Interaktif..., Celica, Universitas Multimedia Nusantara



DAFTAR TABEL

Tabel 2.1 Penelitian Skinny fat dari Beragam Negara............cccceeeveerieeniienveennens 31
Tabel 2.2 Penelitian yang Relevan............ccovviieiieiiieiiienieeiiecieeieeeee e 34
Tabel 4.1 Hasil Responden KUesioner...........ccoecvverieeiienieeniienie e 45
Tabel 4.2 hasil Responden Kuesioner 2............ccceevveeoiienieeiienieeieenieeieesie e 45
Tabel 4.3 Profil Partisipan FGD..........ccccoeeieniieiiiiiiiciieeeeee e 50
Tabel 4.4 SWOT UNtuk HOtO ....eeveiieiieiieieeieiieeeeeeee e 63
Tabel 4.5 Creative BrIef ......occueiiieiieiieeciieeieeeieeste ettt esaens 65
Tabel 4.6 Timeline Media Kampanye AISAS ........ccceovvevvieevienieeiienieeieenie e 71
Tabel 4.7 Profil Market Validation ...............cccocceeveveeviiniinoiinieeneeeseseens 121
Tabel 4.8 Anggaran Kampanye...........ccceeevueerieeiieeniieniieeniesieenieesneeieesneesseenenes 144
X1

Perancangan Kampanye Interaktif..., Celica, Universitas Multimedia Nusantara



DAFTAR GAMBAR

Gambar 2.1 Contoh Product Oriented Campaigns..............cccueeeveeecuveesceeencreeennnes
Gambar 2.2 Contoh Candidate Oriented Campaigns ................ccceeeeveeeceeencrenennne.
Gambar 2.3 Contoh Cause Oriented Campaigns................ccoveeeueeecveeeceeenceeennnes
Gambar 2.4 Contoh Customer JOUINEY ............cccvueeeeueeecieeecieeeiieeeciieesireeessee s

Gambar 2.5 Contoh Game Terkenal di Kalangan Perempuan..............cc.couuee..e.
Gambar 2.6 Model ALSAS .....oooiiiiee e
Gambar 2.7 Contoh Kampanye Sosial..........cccccovveeeiieeiiiieeieece e
Gambar 2.8 Contoh Kampanye Studi Kasus...........cceooverviiiiiieniiiiiiniieiienieeene
Gambar 2.9 Contoh Gambar dan Teks pada Kampanye...........c..cccceecveeieenieennens
Gambar 2.10 Skema Warna ........c..cooeeierieniniienieneeieeeese e
Gambar 2.11 Contoh TTUSTIAST .....eveeveeiiiieieeiesiieeee e
Gambar 2.12 Contoh Brand Activation Barenbliss...........cccccevvuevieniniinienennnene.
Gambar 2.13 Contoh Experience dalam Booth Labore ............cccccceeeveeviennrennnens
Gambar 2.14 Contoh Media Sosial Instagram Chelsea Olivia .............cccccevennneen.
Gambar 2.15 Rumus Indeks Massa Tubuh ...........cccoooiiiiiniiiiniee
Gambar 2.16 Klasifikasi Indeks Massa Tubuh ..........ccocovieiiiiininniniiiceee,
Gambar 4.1 Foto Wawancara dengan Dokter Gizi 1 ........cccccoovevievieniieiieninennens
Gambar 4.2 Foto Wawancara dengan Dokter Gizi 2 .......c..ccccevveveivinicnicncnnene.
Gambar 4.3 Foto FGD dengan MahaSiSWi .......c..ccoceeuirieneiiienieneeieeeenecieneenne
Gambar 4.4 Logo Kampanye World Obesity Day ...............ccccocuevceevenceinecnennnnne.
Gambar 4.5 Interface Website Kampanye World Obesity Day.............................
Gambar 4.6 Foto Brand Activation Labore.............ccccccueviieiiiinieeiienieeiesie e
Gambar 4.7 Kegiatan Interaktif Booth Labore..........ccccoceeveiviniiinenniniiniccnene.
Gambar 4.8 Feeds Instagram Labore............coccovieviiiiniiiniiiiiicniccceccee
Gambar 4.9 Foto Kegiatan Booth Labore .........c..ccceveviineincniineniiiicneecnne
GaMDbAL 4.10 USEF PEFSONA ......cecueieiiiieiiieeieeeie ettt sttt eaeens
Gambar 4.11 Logo Brand Mandatory HOO............cccceoveniiiiniininiiiiineeenne,
Gambar 4.12 Produk HOttO .......coouiiiiieiiiee e
Gambar 4.13 Strategi Media ALSAS ......cooveeeiieeiieeeeee e
Gambar 4.14 User Journey Sebelum Kampanye...........cccceeevevvieiiniieiniieeenieeenne,
Gambar 4.15 User Journey Sesudah Kampanye..........c.ccceeevveeeiieiniiieiniieeenieeenne
Gambar 4.16 Menentukan Titik Mindmap..............cccceeeveeeeeeieiieieiieeeee e,
Gambar 4.17 MinAmap...............ccoueeeiieeiiieeieeeeee et
Gambar 4.18 Alternatif Big Idea............c.ooeevveeoiieeiieeiieeieeee e
Gambar 4.19 Moodboard .................cccoccoiiiiiiiiiiiiiiiiiieieetese e
Gambar 4.20 Referensi Media Utama Kampanye ...........cccccceeeeevveenciieenieeceneeenne,
Gambar 4.21 StPleSCAPE ..........ooeceeeeeiieecieeeeee ettt
Gambar 4.22 Penggunaan Font dan TTUStrasi .........cccceeeevveeeiieeeceeiniie e
Gambar 4.23 Sketsa Kasar LOg0......c.cocvveiiiieiiiiiienieciieie et
Gambar 4.24 Eksplorasi Digital Log0 ......cccccceeeiiiiiiiiiiieieeiieie e
xii
Perancangan Kampanye Interaktif..., Celica, Universitas Multimedia Nusantara



Gambar 4.25 Alternatif Warna Logo ........cceevvieiiiiiiiiiieieeeeceeceeee e 87

Gambar 4.26 Alternatif Pictorial LOZO.......ccccoevverieeciienieeiiesie et 87
Gambar 4.27 Logo Final Kampanye............cccceeeeerieeiiienieeiienie e 88
Gambar 4.28 Referensi Maskot..........cocuevieririiiniiniiieieeceseseeeeeeee e 88
Gambar 4.29 Sketsa Kasar Maskot .........cccooeeviiriiniiiinieniiienieeeeeeeee e 89
Gambar 4.30 Alternatif Maskot .........cocevieiiriiiniiniiieeeeeeee e 90
Gambar 4.31 Finalisasi Maskot.........c.cccovuiieiiiiiiiieeieeeee et 90
Gambar 4.32 Sketsa Kasar Key ViSual.........ccccoooueeeeveeeceeeeiieeeie e 91
Gambar 4.33 Finalisasi Key VISUAL ............cccouveeeeeeeciieeiieecie e 91
Gambar 4.34 Desain Poster & Bus Shelter AdS ...........oooveeeceeeecieieciiiiieeeieenn, 93
Gambar 4.35 Desain Hanging Banner ..............c..ccccoeceeveevveevencecneenenicneeennenn. 94
Gambar 4.36 Desain StiKer Kaca.........ccoovveeiieieiiieeiieeeee e 94
Gambar 4.37 Desain Poster Billboard ..................occoueeeeeeeeeeeeeieeeieeeiee e, 95
Gambar 4.38 Content Planning Feeds Tahap Attention ..................cccccoveeuenee. 96
Gambar 4.39 Desain Feeds Tahap AHention.............ccccoeveeveevoiiieenieeiieieeenns 96
Gambar 4.40 Desain StIKEr Liff.........cccceeeeviiiiniiniiiinicneeieeeeseeeeeeeeecee e 98
Gambar 4.41 Desain Stiker Tangga ..........ccceevveeviieiiieeiiienieeiiesie e 99
Gambar 4.42 Desain Poll INStagram ............ccveeueerieenieeiienieenieesieeieeneeeveenenes 100
Gambar 4.43 Content Planning Tahap INterest .............ccceeevevveeceeecvencereeeennen. 101
Gambar 4.44 Desain Feeds Tahap INterest ........c..ccceeceeeveeeceeeceencieeeieeieeieeees 101
Gambar 4.45 Content Planning Tahap Search ..............ccccccvevvevceecvencenecnnennen. 102
Gambar 4.46 Desain Feeds Tahap Search ............ccccceevvveevvevvenceeiieeieeieeene. 103
Gambar 4.47 Carousel Kegiatan Dalam Booth.............cccceeecveeecieencieeiniieeneenns 104
Gambar 4.48 Carousel Kegiatan Dalam Booth 2...........ccceeeveeveeeenieeeenieeeeieenns 104
Gambar 4.49 Denah 3D BOOH .......c...ooveiiiiiiiiiiiiiiiiiieeeeeetese e 105
Gambar 4.50 Finalisasi Desain 3D BOOth .........ccceeeceeeeceeeeciiesiieeniieeeiee e 106
Gambar 4.51 Desain Poster Spot Challenge ..............cccccoeeeceeevceeenieeenieeenneenns 107
Gambar 4.52 Desain Poster Spot Interaktif Lain .........ccccoeeeeiiiniiiiiiniinee. 108
Gambar 4.53 Desain Stamp Card .............cceoceevceeiieiiiieiieeieeiese e 108
Gambar 4.54 Desain FUIUFE Letter .........occuuuueeveeiieiieeiieeeeeieeee e 109
Gambar 4.55 Desain Quiz POS 3 ....cccviiiiiieeieeeeeeeeee e 110
Gambar 4.56 Desain Squat Count POS 1 .......cccocovveiiiiiiiiiiiiiieceeeeeeee e, 110
Gambar 4.57 Desain Tembok "How Do You Feel" ...........ccccooeveeeieenienannnnnne. 111
Gambar 4.58 Desain Kartu Vofe ........coceeviieiiiiiiiiiiiieiieeeetee e 112
Gambar 4.59 DeSaIN 7016 BAG .......cccueeeueeeiieiieeiieiieeeeieeete et 113
Gambar 4.60 Desain Kipas Tangan ..........cccccceeeuieiiiiniieeniieiieeee e 114
Gambar 4.61 Desain SHKET ........coceiiiriiiiirierieeeeeeeeeeeeee e 114
Gambar 4.62 DeSaIN PAOLOSIFID .....ccueeeeeeeeciiieeiieeeciieeeceeeeieeesreeesaeeesveesnveeens 115
Gambar 4.63 Desain Filter Story InStagram ...........cccceeevveeeciieencieeeriiee e 116
Gambar 4.64 Revisi Layout Headline................ccccccueeecoueeeceeeniiieeniieeeniieeeeveens 118
Gambar 4.65 Revisi Ide Media ACtion ...........coccueeveiiiiiiiiiiiiiiiieieceeeeeee, 118
Gambar 4.66 Market Validation dengan Responden 1 ...........ccccevvviveiniieennenns 123
Gambar 4.67 Market Validation dengan Responden 2............cccceeevvveerieeeennennns 124
Xiii

Perancangan Kampanye Interaktif..., Celica, Universitas Multimedia Nusantara



Gambar 4.68 Market Validation dengan Responden 3 ..........ccccevevveienineieennen. 125

Gambar 4.69 User Journey Sebelum Kampanye............cccoeevvevieniienienieeieennee. 126
Gambar 4.70 User Journey During & Sesudah Kampanye..........c.cccceeeveenennne.. 128
Gambar 4.71 Desain Final Maskot Kampanye ...........cccccceeeviieviencieenienieeieeen. 130
Gambar 4.72 Mockup Media Konvensional Attention..............ccccceeeeveecueeueane.. 131
Gambar 4.73 Mockup Media Konvensional Interest ...........ccccccevcuveevencveeneeennen. 133
Gambar 4.74 Tampilan Depan Final 3D Booth ...........cccoeeeeeeeeceiiieiieeciieeiens 134
Gambar 4.75 Mockup Stamp Card..............cccoueeeueeeeceieeiieeecieeecieeeiee e eeiee s 135
Gambar 4.76 Tampilan Masuk dan Spo¢ Nulis Surat...........c.cccccvveviiieenieeennenns 135
Gambar 4.77 Tampilan Sticker Wall dan Photobooth .....................ccccccveeeunen.. 136
Gambar 4.78 Tampilan Dalam 3D BOOth ........ccccooveeioiiiiiiiiiiiieieeeeee e 137
Gambar 4.79 Tampilan [sometrik 3D BOOt.........cccovvueeiiiiiiiiieiieieieeeee, 138
Gambar 4.80 Tampilan Feeds INStagram..........c.cceceeeeeviereineenieecneeneneeneenens 139
Gambar 4.81 Tampilan Poll Instagram............cccceeveereeieniiniinenieneecnecneens 140
Gambar 4.82 Tampilan Filter IG ........cccoovuieiiiiiiiiiiiiiieeeeeee e 141
Gambar 4.83 Desain Final Tofe Bag, Kipas, StIKer..........cccceevieniiiiiiniieieee. 142
Gambar 4.84 MoCkup PROLOSIFID ........ccveeeueeeeeeiiecieeaieeeieeeieesiee e eieesaeesee e 143
X1V

Perancangan Kampanye Interaktif..., Celica, Universitas Multimedia Nusantara



DAFTAR LAMPIRAN

Lampiran Hasil Persentase TUrmitin..........ccccoceeeeevcieecieniiieiiecieecieeeie e Xix
Lampiran Form Bimbingan & Spesialis ..........cccceevieeviiinieeriienieeiiecieeieeere e XX1
Lampiran Non-Disclosure Agreement Wawancara dengan Dokter Gizi 1 ........ XX1V
Lampiran Non-Disclosure Agreement Wawancara dengan Dokter Gizi 2 ......... XXV
Lampiran Non-Disclosure Agreement FGD dengan Narasumber 1 .................. XXVi
Lampiran Non-Disclosure Agreement FGD dengan Narasumber 2 ................. XXVil
Lampiran Non-Disclosure Agreement FGD dengan Narasumber 3 ................ xXxviii
Lampiran Non-Disclosure Agreement FGD dengan Narasumber 4 .................. XXIX
Lampiran Non-Disclosure Agreement FGD dengan Narasumber 5 ................... XXX
Lampiran Non-Disclosure Agreement FGD dengan Narasumber 6 .................. XXX1
Lampiran KUESIONET ......cc.eeiiieiiieeiieiieeieeieeeteesieeeteesteeesreesseesbeesseeeseesseesnsaens XXXil
Lampiran Transkrip Wawancara Dokter Gizi 1........cccccoooieniiiniiiniiniieneen. XXXVi
Lampiran Transkrip Wawancara Dokter Gizi 2..........ccceeveeeiieniiiiienieeiesieeene xli
Lampiran Transkrip Focus Group DiSCUSSTON ............cccccueeeeeseesceeeiiiesieeieenne, xlvii
Lampiran Transkrip Interview Market Validation Responden 1 ...................... Ixxiii
Lampiran Transkrip Interview Market Validation Responden 2 ...................... Ixxvi
Lampiran Transkrip Interview Market Validation Responden 3 ....................... Ixxx
Lampiran DoKUMENTAST ......ccccuiieiiiieiiieeciiieeciee et e et eveeeeveeeeeaee e Ixxxv
XV

Perancangan Kampanye Interaktif..., Celica, Universitas Multimedia Nusantara



	59913520bf10f7d7ea6017cfa92d29fb398e1f6562769b2bff2a1ab48927c4dc.pdf
	ttd semua dosen
	59913520bf10f7d7ea6017cfa92d29fb398e1f6562769b2bff2a1ab48927c4dc.pdf

		2026-01-19T23:59:27+0700
	Jakarta
	e-meterai_signatures
	[PI2SFJUMSP0HJ2AW000CC9] Mon Jan 19 2026 16:59:26 GMT+0000 (Coordinated Universal Time)




