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PERANCANGAN KAMPANYE BODY POSITIVITY
DALAM FASHION Y2K

(Virrisya Tiara Shafannisa)

ABSTRAK

Fashion Y2K kembali populer di kalangan perempuan dewasa muda di Indonesia
seiring nostalgia dan perkembangan teknologi digital. Namun, seiring dengan
berjalannya tren tersebut, representasi visual fashion Y2K sering kali terbatas pada
standar kecantikan yang ketat, di mana hanya tubuh yang langsing, tinggi, dan
proporsional yang dianggap layak untuk mengikuti tren. Kondisi ini menimbulkan
tekanan dan ketidakpercayaan diri bagi banyak perempuan yang merasa tidak
memenubhi kriteria tersebut, sehingga menghambat mereka dalam mengekspresikan
identitas fashion secara utuh. Untuk mengatasi hal tersebut, kampanye body
positivity hadir sebagai respons dengan mendorong penerimaan keberagaman
bentuk tubuh dan menantang norma kecantikan konvensional. Perancangan
menggunakan pendekatan Design Thinking dengan pengumpulan data primer
melalui observasi wawancara mendalam, kuesioner, dan Focus Group Discussion
serta data sekunder melalui studi literatur. Strategi AISAS diterapkan untuk
menyusun alur komunikasi dari Attention dan Interest menuju Search dan Action
serta Share melalui dorongan membagikan pengalaman kampanye. Kampanye ini
dirancang untuk meningkatkan kesadaran tentang sempitnya standar kecantikan
dalam representasi fashion Y2K serta memperkuat pemahaman body positivity
sebagai sikap menerima keberagaman tubuh. Melalui pendekatan komunikasi
visual dan elemen gamifikasi, kampanye mendorong audiens berekspresi dengan
gaya Y2K secara lebih nyaman dan percaya diri. Perancangan ini diharapkan dapat
menjadi acuan pengembangan kampanye digital sejenis dalam Desain Komunikasi
Visual yang menggabungkan tren fashion dan isu sosial secara inklusif.

Kata kunci: Body Positivity, Fashion Y2K, Kampanye, AISAS

viil
Perancangan Kampanye Body..., Virrisya Tiara Shafannisa, Universitas Multimedia Nusantara



Designing a Y2K Body Positivity Campaign

(Virrisya Tiara Shafannisa)

ABSTRACT (English)

Y2K fashion has regained popularity among young adult women in Indonesia,
driven by nostalgia and the growth of digital technology. However, as the trend has
grown, its visual representation often remains limited to strict beauty standards,
where only slim, tall, and proportionate bodies are considered “ideal” to
participate. This condition creates pressure and lowers the confidence of many
women who feel they do not meet these criteria, which ultimately limits their ability
to express their fashion identity fully. In response, a body positivity campaign is
developed to encourage acceptance of diverse body shapes and to challenge
conventional beauty norms. The design process applies a Design Thinking
approach by collecting primary data through observation, in depth interviews,
questionnaires, and Focus Group Discussions, as well as secondary data through
a literature review. The AISAS framework is used to structure the communication
flow from Attention and Interest to Search, Action, and Share by encouraging
audiences to share their campaign experience. This campaign is designed to raise
awareness of narrow beauty standards in Y2K fashion representation and to
strengthen the understanding of body positivity as an attitude of accepting body
diversity. Through a visual communication approach and gamification elements,
the campaign encourages audiences to express themselves in Y2K style more
comfortably and confidently. This project is expected to serve as a reference for
developing similar digital campaigns in Visual Communication Design that
combine fashion trends with social issues in an inclusive way.

Keywords: Body Positivity, Y2K Fashion, Campaign, AISAS
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