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PERANCANGAN VISUAL NOVEL MENGENAI ANCAMAN

DEEPFAKE PORN DI MEDIA SOSIAL

(Cecilia Nathania Christanto)

ABSTRAK

Dalam beberapa tahun terakhir, kemudahan dalam mengakses dan menggunakan
teknologi artificial intelligence mendorong munculnya sebuah tren dalam
penyalahgunaan teknologi deepfake untuk menghasilkan konten pornografi di
media sosial. Tren tersebut diungkapkan lebih menargetkan perempuan
dibandingkan laki-laki sebab melekatnya stigma negatif yang memposisikan
perempuan sebagai objek eksploitasi seksual. Walaupun ancaman beserta dengan
penanganannya sudah diinformasikan kepada publik melalui media sosial, namun,
sebagian besar korban masih merasa takut, bingung, dan cenderung mengambil
langkah mundur ketika menghadapi isu. Kondisi ini secara tidak langsung dapat
menciptakan efek berkelanjutan berupa terancamnya keamanan penggunaan media
sosial bagi publik maupun korban. Berdasarkan isu tersebut, perancangan visual
novel ditujukan untuk mengisahkan perjalanan proses perlawanan ancaman dengan
adanya bantuan dari masyarakat sekitar melalui sudut pandang yang berbeda-beda,
namun, difokuskan pada sudut pandang korban. Visual novel sebagai media yang
mewajibkan partisipasi aktif target audiens secara tidak langsung mampu membuat
target audiens secara perlahan belajar mengenai isu yang terjadi. Metodologi
perancangan yang digunakan adalah teori design thinking oleh Landa yang
membantu penulis merancang visual novel yang solutif dan relevan dengan target
audiens. Perancangan menggunakan metode penelitian mixed methods dengan
pengumpulan data melalui kuesioner, observasi, wawancara, studi referensi, dan
studi literatur. Visual novel menghasilkan media sekunder berupa social media
posts dan stickers. Melalui beta test yang dilaksanakan dengan observasi dan
wawancara, dapat dilihat bahwa hasil perancangan sudah cukup efektif dan relevan
bagi pengguna aktif media sosial.

Kata kunci: visual novel, deepfake porn, media sosial
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VISUAL NOVEL DESIGN ABOUT THE THREAT OF

DEEPFAKE PORN ON SOCIAL MEDIA

(Cecilia Nathania Christanto)

ABSTRACT (English)

In recent years, the ease of accessing and using artificial intelligence has
encouraged the emergence of a trend of misusing deepfake technology to produce
pornographic content on social media. The trend has been reported to target
women more than men due to the negative stigma that positions women as sexual
objects. Although the threat and its handling have been communicated to the public
through social media, most victims still feel afraid, confused, and tend to withdraw
when confronted with the issue. This situation can indirectly create a lasting effect,
threatening the safety of social media users for both the public and victims. Based
on this issue, the visual novel design aims to tell the story of the journey of the
process of fighting threats with the help of the surrounding community through
different points of view, however, it is focused on the victim's point of view.. Visual
novel as a medium that require active participation from the target audience can
inderectly help them learn about the issue. The design methodology used is Landa's
design thinking theory, which helped the author create a visual novel that is
solution-oriented and relevant to the target audience. The design employed a mixed
methods research methodology, collecting data through questionnaires,
observations, interviews, reference studies, and literature reviews. The visual novel
produced secondary media in the form of social media posts and stickers. A beta
test conducted through observations and interviews demonstrated that the design
was effective and relevant to active social media users.

Keywords: visual novel, deepfake porn, social media

X
Perancangan Visual Novel..., Cecilia Nathania C., Universitas Multimedia Nusantara



DAFTAR ISI

HALAMAN JUDUL ....ooiiiiiiiiiteeee ettt st i
HALAMAN PERNYATAAN TIDAK PLAGIAT .......ccooooiiiiiiieeeee i
HALAMAN PERNYATAAN PENGGUNAAN... ....coooiiiiiieieeeeeeeee i1
HALAMAN PENGESAHAN ......coociiiiiiiiiiieeeeee et v
HALAMAN PERSETUJUAN PUBLIKASI KARYA ILMIAH ..................... v
KATA PENGANTAR ...ttt et vi
ABSTRAK ...ttt viil
ABSTRACT (ENGLiSh) ............cccccoooviiiiiiiiiaiiiieieeeteeee ettt X
DAFTAR ISL ...ttt ettt ettt e st e et e e eaeeenne X
DAFTAR TABEL ..ottt Xiil
DAFTAR GAMBAR ..ottt Xiv
DAFTAR LAMPIRAN ...ttt Xvii
BAB I PENDAHULUAN .....cocoiitittitetete ettt ettt sttt saee e 1
1.1 Latar Belakang...............ccooccooiiiiiiiiiiieee e 1

1.2 Rumusan Masalah ... 3

1.3 Batasan Masalah ... 3

1.4 Tujuan Tugas AKhIir............cocoooiiiiiiiie e 3

1.5 Manfaat Tugas AKhir ...............ccooooiiiiiiinii e 4

BAB II TINJAUAN PUSTAKA......cooiiiiiiitiiete ettt 5
2.1 ViSUGLINOVEL .............cccooeeeieeeiieeeiieeeeee et 5

2.1.1 Genre DeSign .................ccccueeeeeeieiieeiieeciee e 5

2.1.2 Formal Elements DeSign ...................cccccooueveueencreeenieennnnanns 11

2.1.3 Retorika Visual..............coooiiiiiiiiiniii e, 13

2.1.4 Character DesSign .................coocueevcueeeniuieiniieiniieeeieeeeieesieees 15

2.1.5 Environment DesSign ..................cocccueevvueinieiiniieaniieeneeennens 22

2.1.6 User Interface DesSign .....................coocueevieeeniieenieeaiieeannanns 22

2.1.7 Sound Effects DeSign ...................cccccouueeemiiuieeaaiieaeeaiienaaanns 27

2.1.8 Prinsip Visual Storytelling ......................cccceevveverveeeceaaennnn. 28

2.1.9 Storptelling..................oooooeeeeeeeiiiiiieeiiiiie e 32

2.1.10 Strategi Edukasi...............coooiiiiiniiiieeeee e, 35

X

Perancangan Visual Novel..., Cecilia Nathania C., Universitas Multimedia Nusantara



2.2 KOMIK....oooiiiiiiiii e 40
2.3 Deepfake.............ocueoeeeeiaiiieeiieee e e 43
2.3.1 Ancaman Terhadap Perempuan...................cccoevvirrnnennnen. 43
2.3.2 Relasi dengan Media Sosial..................coccoeeiiniiiiiiiniinnnn, 44
2.3.3 Dampak Ancaman Deepfake Porn.......................ccccuuuennn. 45
2.3.4 Hukum yang Berlaku..................cccocooiiiiniiiiiiiieecieeee, 45

2.4 Penelitian yang Relevan ................ccccoooiiiiiiiiiiiiineceeee e 47
BAB III METODOLOGI PERANCANGAN ......cccccooiiiiiiiniineenieeeeieeiene 53
3.1 Subjek Perancangan ..............coccoovieiiiiiiiiniiiniieneeecee e 53
3.2 Metode dan Prosedur Perancangan....................ccocceenniiennnnnnn 54
3.3 Teknik dan Prosedur Perancangan...............cc..c.ccooceenniiinninnnnnn. 57
3.3.1 ODBSEIVASI......ooiiiiiiiiiiiiieceeeeeeee e 58
3.3.2 WaWANCATA ..ottt 58
3.3.3 Focus Group DiSCUSSION....................ccccueeveueeeeceeanieaeaeeaannnns 61
3.3.4 KUCSIOMEY ......coviiiiiiiiiiiiiiiiceeeeeeeeeee e 62
3.3.5 Studi Referensi ............cccoeoiieiiiiiiiiiiniiicceee e, 68
3.3.6 Studi EKSISting.........ccooceiiiiiiiiiiiiiiiee e 68
3.3.7 Studi Literatur..............ccoooiiiiiiiiiiiiiiceee e 68
338 Bt TeSt ... s 69
BAB IV HASIL DAN PEMBAHASAN PERANCANGAN .......cccocciviineene 70
4.1 Hasil Perancangan ..............cc.coceviiiiiiiiiiiinienicneececee e 70
41T EmpPRatize................cooveeeiviiiiiiiiaiieiiceceeeeeeeee e 70
QL2 DefiNe............coooueeiaiiiiiieeiieeeieeeeeee et e 118
QA3 1deate...............uooeeeeeeeieeeeeeeeee e 123
B.1.4 Prototype.............occceeeeeeeeeeieeeieeeeeeeieesieeeseeenvee e 133
4.1.5\Wfestq ). L. L. L N LM 168

4.2 Pembahasan Perancangan .....................ccccceeviiiiiinniiiiee e, 182
4.2.1 Plan Beta Test ..............c...coueeeeeeneiniiiiieiieieneeeeeeeeee 182
4.2.2 Analisis Beta Test.................ccocoeveeneineinciiiiinecieeeeee 184
4.2.3 Analisis Visual Novel....................ccccovveivviininiiiniiaeannne. 190
4.2.4 ANGBATAN......cooiiiiiiiieiiiieeieeeeeee et 199

X1

Perancangan Visual Novel..., Cecilia Nathania C., Universitas Multimedia Nusantara



BAB YV PENUTUP

............................................................................................ 201
S50 SIMPulan .........coooooiiiiii e 201
S.2 SATAN ..o 202
DAFTAR PUSTAKA ... ..ottt xviil
LAMPIRAN ...ttt ettt ettt et saee e bee e XXiii

xil
Perancangan Visual Novel..., Cecilia Nathania C., Universitas Multimedia Nusantara



DAFTAR TABEL

Tabel 2.1 Penelitian yang Relevan...........cccooiieiiiiiiiciieniieiiesie e 47
Tabel 3.1 Instrumen Pertanyaan KueSioner ............ccecvevieeriienieiiienieeiienieeieens 62
Tabel 4.1 Jenis Kelamin Responden ...........ccccoecvveriiiiiieniieiienieeieecieeiceie e 75
Tabel 4.2 Usia RESPONAEN.........cevuiieiieiiiiiieie ettt eaeens 76
Tabel 4.3 Domisili Responden...........cooceeiiiiieniieniiiiiieieeeee e 76
Tabel 4.4 Lama Penggunaan Media Sosial ...........ccccoveeeviiiiniiiiciie e 77
Tabel 4.5 Platform Media Sosial yang Sering digunakan................cccceeeveeennennnee. 78
Tabel 4.6 Pengetahuan mengenai Teknologi Deepfake ...............cccevueeiennnannnn. 78
Tabel 4.7 Pemahaman mengenai Teknologi Deepfake................ccccocueeuinnunannnn. 79
Tabel 4.8 Pengalaman Menemukan Konten Deepfake .............c.ccovevcveecrvennnennnen. 80
Tabel 4.9 Tingkat Keberhasilan Identifikasi Video Deepfake.............................. 81
Tabel 4.10 Tingkat Keberhasilan Identifikasi Gambar Deepfake......................... 81
Tabel 4.11 Cara Identifikasi Konten Deepfake ...........ccccccovevveveuiiciinceiairienieennens 76
Tabel 4.12 Skala Likert Korban Deepfake Secara Umum ..........c..ccceeveneencnnnene. 83
Tabel 4.13 Motif Pelaku Menghasilkan Deepfake Porn...............cccccceeuvenunnane. 84
Tabel 4.14 Perasaan terhadap Deepfake POr.............cccocceeieivoeeeiiieniieiesieeienns 85
Tabel 4.15 Langkah saat Menemukan Deepfake Porn ...............ccccoecueeceenueennnnn. 86
Tabel 4.16 Skala Likert Ancaman Deepfake Porn...............cccccoueeveecueenueencueennnns 88
Tabel 4.17 Pengalaman Bermain Visual Novel...............cccccovevvvvincieeniieenneeane, 90
Tabel 4.18 Preferenst Visual Novel..............ccccoovceeviiiiiiniiiiiiiiniiiiienieeceeeeien 91
Tabel 4.19 Tabel SWOT “Brave Together”...........ccccveeeiieiriieeniieeiee e 106
Tabel 4.20 Tabel SWOT “Puurfect Tale™ ........cccoevieiiiiiiiiiiieeeeee e, 110
Tabel 4.21 Tabel SWOT “The Boat”..........cooieiiieiiieiiiiiiecieeeese e 112
Tabel 4.22 Tabel SWOT “Your Letter”.......ccceeviieiieriieeieeieeieesee e 115
Tabel 4.23 Tabel SWOT Artikel Website TeMPO.......cccevvevceeveeeiueneeieniineenaens 116
Tabel 4.24 Rangkuman Storyline Setiap Karakter............cccccvevvveieniiieiniinennenns 138
Tabel 4.25 Content Planning Feeds Instagram............c.ccccoeeveeverieeniieeeniveeenneenns 161
Tabel 4.26 Perhitungan Skala Likert Section Interaktivitas...........ccocceevveniennee. 169
Tabel 4.27 Perhitungan Skala Likert Section Desain Visual ..........c.c.ccoceeenenee. 171
Tabel 4.28 Perhitungan Skala Likert Section Desain Karakter........................... 173
Tabel 4.29 Perhitungan Skala Likert Section Desain Background ..................... 174
Tabel 4.30 Perhitungan Skala Likert Section Konten Cerita .........c.ccccevvenennene 175
Tabel 4.31 Indikator Observasi Beta Test .........cccuecueveeverueneenieeiineeenieseeaens 182
Tabel 4.32 ANZATAN .....c..oeiuieiiieiieeieeiee ettt ettt et e s et esaeeenbeennees 200
Xiii

Perancangan Visual Novel..., Cecilia Nathania C., Universitas Multimedia Nusantara



DAFTAR GAMBAR

Gambar 2.1 Visual Novel Kinetic “A Love Colored Blackbird” ..............cccceenene 6
Gambar 2.2 Visual Novel Hybrid “Puurfect Tale”...........cccoovvvevieniiieiieniieiiee, 7
Gambar 2.3 Visual Novel Romance "Mystic Messenger" ..........ccocceeeveerveerveennnenn. 8
Gambar 2.4 Visual Novel Stat Raising "Royal Alchemist" .............cccoovviviiiennnnnnn. 9
Gambar 2.5 Visual Novel Dating Sims "Always Remember Me" ......................... 9
Gambar 2.6 Visual Novel Mobile "Florence" ...........c.cccoovieiiiiiiiiienieeiesieeiens 10
Gambar 2.7 Garis dalam "EDDA Cafe" ........ccccooiiiiiiiiiieeeeeceeee 11
Gambar 2.8 Bentuk Representational dalam"EDDA Cafe" ..........cccccoccevieennne 12
Gambar 2.9 Siluet Karakter “Doki-Doki Literature Club” ............cccccoeeieiinninn. 15
Gambar 2.10 Analisa Bentuk Karakter “Tasokare Hotel” ............cccccocevieennnne. 16
Gambar 2.11 Bahasa Tubuh Karakter “Puurfect Tale” ..........ccccooceeviiiiniincnnnene. 17
Gambar 2.12 Ekspresi Wajah Karakter “Steins; Gate” .........ccccceeevevveeriienveennens 19
Gambar 2.13 Warna Dingin dan Hangat “Steins; Gate” ..........cccocvvevvveerrierveennens 20
Gambar 2.14 Perbandingan Desain Karakter Tokoh Utama .............cccccoceeeennnee. 21
Gambar 2.15 Latar Belakang & Karakter “Tasokare Hotel” .............cccccooeeennene. 22
Gambar 2.16 Tipografi Sans Serif “Danganronpa. .. ......c..ccccceceveeveneeneenennenn 24
Gambar 2.17 Tipografi Script "EDDA Cafe" ........cccoooeiiiiiiiiiieieeeeeeee 25
Gambar 2.18 Computer Graphics “Tasokare Hotel”.............cccoeiiiiiiiiiniinnnnn. 27
Gambar 2.19 Clarity dalam “Steins; Gate”.........ccceevveeriiieeriieerie e 29
Gambar 2.20 Realism dalam “Doki-Doki Literature Club”..........c.ccoceeeiiniinncens 30
Gambar 2.21 Dynamic dalam “Tasokare Hotel”...........ccooevvieeniiiiniiiiiecee 31
Gambar 2.22 Continuity dalam “The Boat™..........ccccocevvviiiiniiiiiiieeie e 32
Gambar 2.23 Teaching Through Choices “Slay... ......cccccooevviiniininniniinicnenne. 35
Gambar 2.24 Teaching Through Mini-Games “Her... ....c..ccccoccevvnvinvininncnnne. 36
Gambar 2.25 Teaching Through Scripted Sequences “Grey... ......ccocceveevennnene. 37
Gambar 2.26 Teaching Through Exploration “Tasokare Hotel” ........................ 38
Gambar 2.27 Puzzle pada Eksplorasi “Tasokare Hotel” .........ccccoeveviviiiieinennne 38
Gambar 2.28 Panel “FIOreNnCe” ..........coviiiiiiiiiiiiiieiieiieesteeeesie et 41
Gambar 2.29 Bubble Text “Puurfect Tale” ..........coooeriiiiiiiiiiniiiicceiceee 42
Gambar 4.1 Penyalahgunaan Deepfake di Telegram ..........c.cccccceevvvivvnieninnnnnnne. 71
Gambar 4.2 Penyalahgunaan Deepfake di TIKTOK ........ccoceeviriiniininiiniicnnene 72
Gambar 4.3 Penyalahgunaan Deepfake di WhatSAPD .....ccoevvveviiiiieniieieieeiene 73
Gambar 4.4 Kompilasi Pelaporan Kasus Deepfake di X ........c.cccocevveriiniencnnene. 74
Gambar 4.5 Focus DiSCUSSION GFOUP ........ooeueeeeueesieeiieeieeiiesieeeieesieeieesaeeaeens 93
Gambar 4.6 Wawancara dengan Awas KBGO ..........ccccoocvveiiiniiiiieniieieieee 97
Gambar 4.7 Wawancara dengan Konselor.............coccveeevieencieenciieeniee e 100
Gambar 4.8 Strategi Edukasi “Brave Together”..........ccccceevvveeeiiieincieeeniee e 104
Gambar 4.9 Narasi Cerita “Brave Together” ...........cccovvviiriiieniieecie e 105
X1V

Perancangan Visual Novel..., Cecilia Nathania C., Universitas Multimedia Nusantara



Gambar 4.10 Desain Karakter “Brave Together” ..........cccoeeeviencieinieniieieeen. 105

Gambar 4.11 Konten Berbayar “Puurfect Tale™ .........c.cccceevvvieviencieiiiiiieeeee, 108
Gambar 4.12 Chapter “Puurfect Tale”........ccceevvieiiiiiiieieeieeeeeeeeee e 109
Gambar 4.13 Chapter “The Boat™ .........ccoeeoiieeiiiieeieeeee et 111
Gambar 4.14 Interaktivitas “The Boat” ...........cccceeeiiiiiiiiece e 111
Gambar 4.15 Interaktivitas “Your Letter” ........cccoevviieriieieieeeiee e 113
Gambar 4.16 Tipografi & Panduan Icon “Your Letter” .........ccceveviiveeccieeinneenns 114
Gambar 4.17 User Persona PTIMET .........c.cccevieviiiienieiinieneeiecesieeie e 121
Gambar 4.18 User Persona SEKUNET ...........ccccoviriiiiiieniiniiieeeneeesesee 122
Gambar 4.19 Logo Awas KBGO ........cccooiiiiiiieiiieiieeeeeeeeeee e 123
Gambar 4.20 MiRAMAP............c.ooceeeceeeeieeieeeieecie et eaeeeiee e eaeesaeeseesaeeseenenes 124
Gambar 4.21 MoodbOArd ................cccueeeeueeeciieecieeecieeeceeeeeee s eveeeeaee s 129
Gambar 4.22 Color Palette Visual NOVel................ccoueeevueeeceeeeiieeeiieeciieeeeieens 130
Gambar 4.23 Reference Board Gaya Visual ........c...cocceveviiniininnicneencnicneeans 131
Gambar 4.24 Reference Board Character DesSigns..............cccccuecueveeverceeneennnn 131
Gambar 4.25 Tipografi Visual NOVel ............c.cccueeeeiceeiieeeiieiieeieeeeeeieeieenees 132
Gambar 4.26 Eksplorasi Kasar LOZ0 ......ccceevvieriieriieiiieiieeieeciieeieeieeeee e 134
Gambar 4.27 Proses Digitalisasi LOZ0.........coveeiieriieiiieiieiieeiieeieeieeeee e 135
Gambar 4.28 Panduan Warna Logo ........cccueevuieeiieniieiieeiieeieeeecee e 136
Gambar 4.29 Flowchart Visual NOVel...............ccoueecueeeceeeeieeeciieeecieeeeiee e 147
Gambar 4.30 Isometric Grid dan Sketsa Storyboard.................ccccocveviniincnnnnn 149
Gambar 4.31 Proses Pengembangan Artstyle...........ccoevevevevieveniieneencnicnenncns 151
Gambar 4.32 Proses Pengembangan Artstyle Karakter..........cccoceveevenicnennns 152
Gambar 4.33 Hasil Akhir Pengembangan Artstyle Karakter .........c..cccccoevenennens 153
Gambar 4.34 Desain Karakter Rin ..........c..ccooooiiiiiiiniiiiicceeee, 153
Gambar 4.35 Desain Karakter Al .........ccoceeiieiiiiiiiniiiiieieeeceeeeeeee e 154
Gambar 4.36 Desain Karakter El ...........ccoccoiiiiiiieee, 155
Gambar 4.37 Desain Karakter Rick ..........ccooooiiiiiiiiiiieee, 155
Gambar 4.38 Desain Karakter [an.............cccocceeiiiiiiiniiiiiiiiieeeeceeeee e, 156
Gambar 4.39 Pengembangan Artstyle pada Environment. .. ..........ccccccceeveveennen. 157
Gambar 4.40 Button Visual NOVel.............cccccoevceeiiiioieiieiieiieee e 158
Gambar 4.41 Layout Panel Visual Novel................cccccouvveiveesciascieiieneeeeeee 158
Gambar 4.42 Gameplay Prototype Figma Visual Novel................cccueeecueeennnnnnn. 160
Gambar 4.43 Layout Feeds INStagram .............cccceevvuiieeiieeeiiieeiiee e eevee e 165
Gambar 4.44 Hasil Akhir Feeds Instagram ...........cccceevveeeciieencieeeniiee e 166
Gambar 4.45 Sketsa Kasar Sticker ..........oocooveeiiiiiiiiiiiiiieeceeeee 166
Gambar 4.46 Hasil AKhir SHCKEF ..........cooveiiiviiiiiiiiiiiiieeeeee 167
Gambar 4.47 Layout Story Ads INStagram ............cccceeeeeevienieeniienieeeeeie e 167
Gambar 4.48 Prototype DAY ..........ccceeeeeeceeeeieeieeeiiesieeeee ettt 169
Gambar 4.49 Revisi dan Penambahan Desain Tombol............c.cccceeviieniieinnnen. 176
XV

Perancangan Visual Novel..., Cecilia Nathania C., Universitas Multimedia Nusantara



Gambar 4.50 Penambahan Panduan dan Revisi Interaksi......cccooveveeeveeeeeeeeennn.. 177

Gambar 4.51 Revisi Desain SemiotiKa ............cccvveeiviieeiiieceiie e 178
Gambar 4.52 Penambahan [lustrasi Bergerak.............cccoooveveiieiienciinienieeieee, 179
Gambar 4.53 Revisi Aksesoris Karakter Aia dan Ilustrasi... .........cccceeeeeunneeenn. 179
Gambar 4.54 Revisi Narasi Cerita ......c...eeeeeiuvieeeeeiriieeeeeiiieeeeeeieeeeeecieeeeeeevveee e 180
Gambar 4.55 Penambahan Konten Cerita.............ccceeeeeiiiieieiiiiieeeeiiieec e, 181
Gambar 4.56 Beta Test dengan Kezia..........cceeevuveeeiiieiiiieeciie e 185
Gambar 4.57 Beta Test dengan JESSICA .......cccueervievueerieeiiienieeiienieeieeseeeiee e 187
Gambar 4.58 Beta Test dengan Angeline...........c..cceevviiviienieenienieeieeie e 188
Gambar 4.59 Analisis Panel...........cccooeoiiiiiiiiiieiiicceeeee e 191
Gambar 4.60 Analisis Bentuk Semiotika...........cc.ocovviiiiiiiiiiiieiiccciicccee e 192
Gambar 4.61 Analisis TIPOZIafi......cccceeeveriiiriiiiiiiinieienereee e 194
Gambar 4.62 Analisis Character Design ...............ccccevcereeenceenenceineesineineenens 195
Gambar 4.63 Analisis Environment DeSign.............cccccceevvenceevenceineeneniineenens 196
Gambar 4.64 Analisis Computer GraphicCs ............ccccccuevoeeeeeeiceenoieeiieeieeeeae 197
Gambar 4.65 Analisis Icon dan Tombol ............cc.ocoeiiieiiiiiiieieeeeeecee e 198
Gambar 4.66 Analisis Media SeKunder .............ccooovvieeiiiiiiieeeeccciee e 199
XVi

Perancangan Visual Novel..., Cecilia Nathania C., Universitas Multimedia Nusantara



DAFTAR LAMPIRAN

Lampiran Hasil Persentase Turnitin..........c..cccveeevierienieenienie e XXiii
Lampiran Form Bimbingan............ccccoeeieiiiieiieiiieniiesieeeeeee e XXX
Lampiran Non-Disclosure Agreement Wida............ccccoevveeiiieviencieenienieeieeeen. xlvi
Lampiran Non-Disclosure Agreement YaNUAT ............ceeeveeveerueenveesieeneeeveennns xlvii
Lampiran Non-Disclosure Agreement Gratia.............ccceeevvevveecieeneeenieenvennneens xlviii
Lampiran Non-Disclosure Agreement JESSICA ..........cccueevveecveeveencreeieenreeieeees xlix
Lampiran Non-Disclosure Agreement JOCEIYN ...........cccevuveeieeiieenciieiienieeiienee e 1
Lampiran Non-Disclosure Agreement K@Zia ..........c..covueeeveevveecieeneeecrienieecieenneenns li
Lampiran Non-Disclosure Agreement VICTIN .........c.cccueeeveerueeiienieaireenreeireeneeens lii
Lampiran Non-Disclosure Agreement ANGElINE............ccceevuvevcveeieeniieeniienieennens liii
Lampiran CORSERE FOFM .......ccoueeueeecueeeieeiiieeeeeeieesaeeeseesiaeesseesssesseesssessseessnessaens liv
Lampiran Hasil Kuesioner RiSet ..........cccceeviiiiiiiieiiieceeceeece e v
Lampiran Transkrip Wawancara Awas KBGO ..........cccocccoiiiiiiiniiiiiiniieee, lviii
Lampiran Transkrip Wawancara Konselor .............cccceeevieeeiieeecie e, Ixvii
Lampiran Transkrip Focus Group DiSCUSSTON ............cccoeeueeeeesceeeieeneeeieanenn. Ixxviii
Xvii

Perancangan Visual Novel..., Cecilia Nathania C., Universitas Multimedia Nusantara



