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ABSTRAK 

 

Menonton film memiliki banyak manfaat, seperti memberikan hiburan atau edukasi. 

Oleh karena itu, menonton film merupakan salah satu kegiatan yang banyak diminati. 

Menonton film sendiri tergolong sebagai kebutuhan tersier manusia. Namun, kasus menonton 

film di platform illegal masih banyak dijumpai hingga saat ini. Oleh karena itu, diperlukan 

suatu perancangan untuk meningkatkan kesadaran masyarakat mengenai kerugian menonton 

film di platform illegal dan keuntungan menonton film di platform legal. Perancangan dibuat 

dengan media utama social media campaign yang tertuju kepada target remaja. Kampanye 

dirancang dengan menyesuaikan kebutuhan remaja agar pesannya dapat tersampaikan tepat 

sasaran sehingga mendorong untuk terjadinya perubahan perilaku, yang semula menonton film 

di platform illegal beralih menonton film di platform legal.  

 

Kata kunci : Film, legal, kampanye 

 

 Watching movie has many benefits, such as giving entertainment or education. 

Therefore, watching movie is one of the most popular activities. Watching movie is classified 

as human’s tertiary needs. However, cases of watching movie on illegal platform are still 

common today. Therefore, a design is needed to increase public awareness about the 

disadvantages of watching movie on illegal platform and the advantages of watching movie on 

legal platform. The main media is social media campaign which aimed youth as the target. 

This campaign is designed by adjusting the needs of teenagers, so that the message can be 

conveyed on target so as to encourage behaviour change, from watching movie on illegal 

platform to watching movie on legal platform.  

 

Keywords : Movie, legal, campaign  
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