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ABSTRAK 

Kata “Baper”atau bawa perasaan mungkin dapat menjadi kata yang sering kita dengar di 

kehidupan sehari-hari. Kata “baper” ini mulai digunakan dari hanya tulisan di media sosial ataupun 

personal chat. Kata baper muncul dari singkatan kata yang berawal dari kata bawa perasaan. Kata 

“baper” sendiri biasanya sering digunakan oleh anak muda yang dimana kata tersebut digunakan 

untuk mengungkapkan suatu keadaan yang berhubungan dengan perasaan, mau itu perasaan 

senang, sedih atupun marah. munculnya kata baper ini tentunya juga dapat memberikan pengaruh 

negatif dalam kehidupan sosial masyarakat. Tanpa disadari, Dari adanya kata “baper” ini membuat 

masyarakat menjadi kurang peka serta kurang peduli akan perasaan orang lain ketika masyarakat 

membuat perasaan orang lain tidak nyaman. Menurut penelitian dari yang didapatkan pada kajian 

“Perilaku Bawa Perasaan Dikaji Menurut Teori Person Center” baper juga dapat menyebabkan 

mereka dapat menjadi sedih, kecewa, emosional, cemas, bahkan merasa terganggu melakukan 

aktivitas.Maka dari itu penting diadakanya perancangan media komunikasi visual yang berguna 

untuk menyadarkan masyarakat untuk mengerti dampak dari perkataan baper agar dapat 

mengurangi penggunaan kata baper yang dapat melukai orang lain. Perancangan ini menggunakan 

pendekatan Desain Komunikasi Visual agar pesan yang disampaikan dapat diterima oleh target 

sasaran dengan jelas. Perancangan ini menggunakan media digital dan social media. Dari adanya 

perancangan ini diharapkan dapat menghibur, memberikan pesan serta edukasi kepada target 

sasaran. Agar dapat mengerti dan mengurangi dampak penggunaan kata baper yang tidak tepat. 

Kata Kunci: Baper,Short Movie, Movie 

 

 

 

 

 

 

 



vi 
 

DAFTAR ISI 

 

 

HALAMAN PERNYATAAN ORISINALITAS ................................................................................... i 

HALAMAN PENGESAHAN ..................................................................................................................... ii 

HALAMAN PERNYATAAN PUBLIKASI KARYA ILMIAH UNTUK KEPENTINGAN 

AKADEMIS............................................................................................................................................ iii 

KATA PENGANTAR ........................................................................................................................ iv 

BAB 1 ........................................................................................................................................................... 1 

Pendahuluan ................................................................................................................................................ 1 

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

1.2 Permasalahan .................................................................................................................................... 2 

1.2.1 Identifikasi Masalah .................................................................................................................. 2 

1.2.2 Pembatasan Masalah ................................................................................................................. 2 

1.2.3 Rumusan masalah ...................................................................................................................... 3 

1.3 Tujuan Dan Manfaat ........................................................................................................................ 3 

1.3.1 Tujuan Perancangan.................................................................................................................. 3 

1.3.2 Manfaat Perancangan................................................................................................................ 3 

1.4 Metode ................................................................................................................................................ 3 

BAB 2 ........................................................................................................................................................... 6 

Tinjauan Pustaka ........................................................................................................................................ 6 

BAB 3 ......................................................................................................................................................... 10 

Strategi Komunikasi ................................................................................................................................. 10 

3.1 Analisis ............................................................................................................................................. 10 

3.1.1 Analisis Hasil Studi Literatur ................................................................................................. 10 

3.1.2 Analisis Hasil Observasi Online .............................................................................................. 11 

3.1.3 Analisis Hasil Wawancara ....................................................................................................... 17 

3.1.4 Analisis SWOT ......................................................................................................................... 19 

3.2 Sasaran Khalayak ........................................................................................................................... 20 

3.3 Strategi Komunikasi ....................................................................................................................... 21 

3.3.6 Strategi Media .......................................................................................................................... 23 

BAB 4 ......................................................................................................................................................... 27 

Konsep Desain ........................................................................................................................................... 27 



vii 
 

4.1 Konsep Verbal ................................................................................................................................. 27 

4.1.1 Judul .......................................................................................................................................... 27 

4.1.2 Penggunaan Bahasa ................................................................................................................. 27 

4.1.3 Konsep Cerita ........................................................................................................................... 27 

4.2 Konsep Visual .................................................................................................................................. 29 

4.2.1 Jenis Visual ............................................................................................................................... 29 

4.2.2 Warna ........................................................................................................................................ 30 

4.2.3 Font/ Tipografi ......................................................................................................................... 30 

4.2.4 Mood board .............................................................................................................................. 32 

4.2.5 Story Board ............................................................................................................................... 33 

4.3 Mockup Merchandise ..................................................................................................................... 34 

4.4 Feed Instagram ................................................................................................................................ 35 

4.5 Hasil Akhir Video ........................................................................................................................... 37 

BAB 5 ......................................................................................................................................................... 41 

5.1 Kesimpulan .......................................................................................................................................... 41 

5.2 Saran ................................................................................................................................................ 41 

 

 

 

 

 

 

 

 

 

 

 



viii 
 

DAFTAR GAMBAR 

 

Gambar 1. 1 Kerangka Berpikir ............................................................................................................... 5 

 

Gambar 3. 1 Data Statistik Pengguna Media sosial berdasarkan umur dan gender ......................... 11 

Gambar 3. 2Data Statistik Masyarakat menghabiskan waktu untuk online di internet dalam sehari

 .................................................................................................................................................................... 12 

Gambar 3. 3 Data Media Sosial yang sering digunakan 2020 .............................................................. 13 

Gambar 3. 4 Data Kuisioner kegiatan yang sering dilakukan .............................................................. 14 

Gambar 3. 5 Data sering menggunakan perangkat elektronik ............................................................ 14 

Gambar 3. 6 Perangkat elektronik yang sering digunakan .................................................................. 15 

Gambar 3. 7 biasa menggunakan perangkat berapa lama ................................................................... 15 

Gambar 3. 8 Berapa lama sehari menghabiskan waktu menggunakan internet ................................ 16 

Gambar 3. 9biasanya lebih suka memperoleh informasi melalui apa ................................................. 16 

Gambar 3. 10 Tangkapan Layar yang dilakukan pada saat wawancara bersama narasumber....... 17 

 

Gambar 4. 1Refrensi Visual ..................................................................................................................... 29 

Gambar 4. 2 Refrensi Visual .................................................................................................................... 29 

Gambar 4. 3 Contoh Penerapan Font ..................................................................................................... 30 

Gambar 4. 4 Contoh Penerapan Font ..................................................................................................... 31 

Gambar 4. 5 Moodboard .......................................................................................................................... 32 

Gambar 4. 6 Visual Storyboard ............................................................................................................... 33 

Gambar 4. 7 Mockup T-shirt ................................................................................................................... 34 

Gambar 4. 8 Mockup Mug ....................................................................................................................... 34 

Gambar 4. 9 Mockup Payung .................................................................................................................. 34 

Gambar 4. 10 Feed Instagram ................................................................................................................. 35 

Gambar 4. 11 Feed instagram .................................................................................................................. 35 

Gambar 4. 12 Feed instagram .................................................................................................................. 35 

Gambar 4. 13 Feed instagram .................................................................................................................. 35 

Gambar 4. 14 Feed instagram .................................................................................................................. 36 

Gambar 4. 15 Feed instagram .................................................................................................................. 36 

Gambar 4. 16 Feed instagram .................................................................................................................. 36 

Gambar 4. 17 Feed instagram .................................................................................................................. 36 

Gambar 4. 18 Feed instagram .................................................................................................................. 36 

Gambar 4. 19 Feed instagram .................................................................................................................. 36 

Gambar 4. 20 Screenshot video pada media youtube ............................................................................ 37 

Gambar 4. 21Screenshot video pada media youtube ............................................................................. 37 

Gambar 4. 22 Screenshot pada film ........................................................................................................ 38 

Gambar 4. 23 Screenshot pada film ........................................................................................................ 39 

Gambar 4. 24 Screenshot pada film ........................................................................................................ 40 

 

 

 


