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ABSTRAK 

 

Dalam kehidupan manusia memiliki kebutuhan yang menurut sifatnya terbagi menjadi 

kebutuhan jasmani dan rohani yang wajib dipenuhi secara seimbang. Kebutuhan jasmani adalah 

kebutuhan yang menyangkut dengan kebutuhan fisik manusia dan yang kebutuhan sama 

pentingnya yaitu kebutuhan rohani. Dalam hal rohani salah satu kebutuhan yang penting untuk 

diperhatikan adalah relasi dengan Tuhan, yang dapat dibangun melalui ibadah. Melalui nilai – 

nilai religius yang diajarkan dapat membawa pedoman manusia dalam menjalani kehidupan 

manusia, maka dari itu penting untuk diajarkan sejak dini. Umat kristiani dapat berupaya 

dengan mengajak anak – anaknya beribadah sekolah minggu dan ibadah pribadi yaitu saat 

teduh, namun orang tua seringkali menyerahkan secara penuh kebutuhan spiritualnya pada 

gereja secara menyeluruh. Sehingga ketika di masa pandemi saat ini, khususnya dalam hal 

pembelajaran tentang saat teduh sulit dilakukan dan orang tua tidak siap akan hal tersebut. 

Selama ini belum ada media saat teduh yang memberikan hal praktis khususnya dalam 

praktik saat teduh anak – anak. Maka dari itu penulis ingin memberikan sarana bagi orang tua 

yang awam dalam mengajarkan anak – anak untuk bersaat teduh, melalui aplikasi mobile yang 

dikemas secara menarik dan juga mudah digunakan. 

Kata Kunci : Saat teduh, Panduan, Spiritualitas, Aplikasi, Fun 

In life, humans have needs in themselves which by their nature, human needs are divided 

into physical and spiritual needs that must be met in a balanced way. Physical needs are related 

to human physical needs and equally important are spiritual needs. In spiritual matters, one of 

the important things is the relationship with God that is built through worship. Through the 

religious values taught can bring guidance in living human life, therefore it is important to be 

taught from an early age. Christians can try to bring their children to Sunday school and 

devotional time, but parents often cede their spiritual needs to the church. So that during the 

current pandemic, learning about devotional times is difficult to do and parents are not ready 

for it. 

So far, there has been no media for devotional time that provides practical things, 

especially in the children's devotional time. Therefore, the author wants to provide a tools for 

parents who are not familiar in teaching children to have devotional time through a mobile 

apps that is packaged attractively and is also easy to use. 



vi 
 

DAFTAR ISI 

 

 
DAFTAR ISI ............................................................................................................................. vi 

DAFTAR GAMBAR ................................................................................................................. ix 

DAFTAR TABEL ...................................................................................................................... x 

DAFTAR BAGAN .................................................................................................................... xi 

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

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

1.2 Identifikasi Permasalahan ............................................................................................ 3 

1.3 Pembatasan Masalah .................................................................................................... 3 

1.3.1 Target .................................................................................................................... 3 

1.3.2 Fokus Perancangan ............................................................................................... 3 

1.4 Rumusan Masalah ........................................................................................................ 3 

1.5 Tujuan Perancangan ..................................................................................................... 4 

1.5.1 Tujuan Khusus ...................................................................................................... 4 

1.5.2 Tujuan Umum : ..................................................................................................... 4 

1.6 Manfaat Perancangan ................................................................................................... 4 

1.6.1 Masyarakat............................................................................................................ 4 

1.6.2 Gereja.................................................................................................................... 4 

1.6.3 Institusi ................................................................................................................. 4 

1.6.4 Diri sendiri ............................................................................................................ 4 

1.7 Metode Perancangan .................................................................................................... 4 

1.7.1 User Research ...................................................................................................... 4 

1.7.2 Insight ................................................................................................................... 5 

1.7.3 Background Research ........................................................................................... 5 

1.7.4 Initial Concept ...................................................................................................... 6 

1.8 Skema Perancangan ..................................................................................................... 7 

BAB II ........................................................................................................................................ 8 

2.1 Tinjauan Pustaka .......................................................................................................... 8 

2.1.1 Saat Teduh ............................................................................................................ 8 

2.1.2 Psikologi Masa Kanak – Kanak Akhir ............................................................... 10 

2.1.3 Minat dan Kegiatan Bermain pada Akhir Masa Anak – Anak ........................... 11 

2.1.4 Media Pendidikan ............................................................................................... 12 



vii 
 

2.2 Landasan Teori DKV ................................................................................................. 14 

2.2.1 Desain Komunikasi Visual ................................................................................. 14 

2.2.2 Multimedia Interaktif .......................................................................................... 14 

2.2.3 User Interface ..................................................................................................... 15 

2.2.4 Elemen – Elemen Dalam Desain Komunikasi Visual ........................................ 16 

2.2.5 Warna.................................................................................................................. 17 

2.2.6 Ilustrasi ............................................................................................................... 18 

2.2.7 Layout ................................................................................................................. 19 

BAB III .................................................................................................................................... 20 

3.1 Analisa Data ............................................................................................................... 20 

3.2 Analisis SWOT .......................................................................................................... 29 

3.2.1 Kekuatan ( Strength ) .......................................................................................... 29 

3.2.2 Kelemahan ( Weakness ) .................................................................................... 29 

3.2.3 Kesempatan ( Opportunity) ................................................................................ 30 

3.2.4 Ancaman ( Threat ) ............................................................................................. 30 

3.4 Sasaran Khalayak ....................................................................................................... 31 

3.4.1 Demografis ......................................................................................................... 31 

3.4.2 Psikografis .......................................................................................................... 32 

3.4.3 Geografis ............................................................................................................ 32 

3.5 STRATEGI KOMUNIKASI ..................................................................................... 32 

3.5.1 Creative Brief ..................................................................................................... 32 

3.6 Strategi Media ............................................................................................................ 33 

3.6.1 Pendekatan Media............................................................................................... 33 

3.7 Strategi Media Promosi ............................................................................................. 35 

3.8 Budgeting ................................................................................................................... 35 

BAB IV .................................................................................................................................... 36 

4.1 Konsep Verbal ........................................................................................................... 36 

4.1.1. Konsep Judul Komunikasi Visual ...................................................................... 36 

4.1.2. Konsep Tagline ................................................................................................... 36 

4.1.3. Pemilihan Bahasa ............................................................................................... 36 

4.1.4. Tone and Manner ................................................................................................ 37 

4.2 Konsep Visual ............................................................................................................ 37 

4.2.1. Warna.................................................................................................................. 37 

4.2.2. Gaya Ilustrasi ...................................................................................................... 38 

4.2.3. Karakter Maskot ................................................................................................. 40 



viii 
 

4.2.4. Tipografi ............................................................................................................. 40 

4.2.5. Workflow ............................................................................................................ 42 

4.2.6. Konsep Logo ...................................................................................................... 42 

4.3 Visualisasi Desain ...................................................................................................... 43 

4.4 Desain Media Pendukung .......................................................................................... 51 

BAB V ...................................................................................................................................... 52 

5.1 Kesimpulan ................................................................................................................ 52 

5.2 Saran .......................................................................................................................... 52 

DAFTAR PUSTAKA ............................................................................................................. 53 

LAMPIRAN………………………………………………………………………………….59 

 

 

 

  

  



ix 
 

DAFTAR GAMBAR 

 

Gambar 3. 1 Hasil Angket Peran Orang Tua dalam Saat Teduh Anak .................................... 20 

Gambar 3. 2 Hasil Angket Tingkat Kebutuhan Media Panduan Orang Tua ............................ 21 

Gambar 3. 3 Hasil Angket Kebutuhan Orang Tua dalam Memilih .......................................... 21 

Gambar 3. 4 Hasil Angket Media yang Efektif untuk Mengajarkan ........................................ 22 

Gambar 3. 5 Hasil Angket Gaya Ilustrasi yang Disukai Anak ................................................. 22 

Gambar 3. 6 Gaya Ilustrasi Terpilih ......................................................................................... 23 

Gambar 3. 7 Hasil Angket Persentase Media ........................................................................... 34 

Gambar 4. 1 Warna Utama ....................................................................................................... 38 

Gambar 4. 2 Warna Sekunder .................................................................................................. 38 

Gambar 4. 3 Ilustrasi ................................................................................................................ 38 

Gambar 4. 4 Ilustrasi Terpilih................................................................................................... 39 

Gambar 4. 5 Space Explorer by Patrick Corrigan .................................................................... 39 

Gambar 4. 6 Karakter Mascot................................................................................................... 40 

Gambar 4. 7 Tipografi .............................................................................................................. 41 

Gambar 4. 8 Logotype Aplikasi ............................................................................................... 42 

Gambar 4. 9 Aplikasi Mobile Saat Teduhku ............................................................................ 43 

Gambar 4. 10 Poster Webinar................................................................................................... 51 

 

 

 

 

 

 

 

 

 

 

 

 

 



x 
 

DAFTAR TABEL 

 

Tabel 3. 1 Hasil Wawancara dengan Pendeta........................................................................... 26 

Tabel 3. 2 Hasil Wawancara dengan Guru Sekolah Minggu ................................................... 29 

Tabel 3. 3 Budgeting ................................................................................................................ 35 

Tabel 4. 1 Bagian Awal Aplikasi Saat Teduhku ...................................................................... 44 

Tabel 4. 2 Bagian Parents Mode ............................................................................................... 45 

Tabel 4. 3 Bagian Children Mode ............................................................................................ 48 

Tabel 4. 4 Bagian Materi Saat Teduh dan Absensi .................................................................. 50 

 

  

  



xi 
 

DAFTAR BAGAN  

 

Bagan 1. 1 Skema Perancangan .................................................................................................. 7 

Bagan 4. 1 Workflow Aplikasi Saat Teduhku .......................................................................... 42 

 

 

 

 

 

 

 

 

 

 

file:///F:/KULIAH/Tugas%20Akhir/TA/SEMOGA%20LULUS/TADKV18_Yolanda%20Pratima%20Rahmadani_17L10077.docx%23_Toc77766522

