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SOCIAL CAMPAIGN DESIGN
CHILDREN AGED 6-12 YEARS LIKE TO EAT FISH THROUGH THE
MEDIA BOARDGAME IN PALEMBANG CITY

Written Accountability
Visual Communication Design Study Program

Indo Global Mandiri University Palembang

By Putri Berau Villia Miftahul Ulum

Abstract

Indonesia is the largest fishery producer in the world, fish is also rich in
benefits in fish ingredients, even though the benefits are good for children, children
rarely want to consume it because they are afraid of the shape of fish, tend to smell
fishy, and have lots of bones. Parents of children rarely seduce their children by
providing education on the benefits of fish, and how to process fish, such as filleting
it, then steaming or frying it, making it into shredded meat, brains and nuggets.
Therefore it is very important to campaign for a fond of eating fish, aiming to
provide information about the benefits of consuming fish, and types of processed
food made from fish.

In solving these problems, the designer uses the Design Thinking method
for data collection and data analysis through the 5W+2H method (what, why, who,
where, why, how and how much), so as to produce an idea that can be applied at
the test stage for children - children aged 6-12 years. The designed works are
categorized into three media, namely the main media in the form of board games,
issue media in the form of posters, leaflets, and IG feeds, and supporting media
including educational books, coloring books, notebooks, puzzles, tumblers, lunch
boxes, bag lunch boxes, hand sanitizer, t-shirts, clothes, pencil cases, key chains,
hats and stickers. The application of this media adjusts the big idea to the main
media, namely rivers and illustrations of children's characters who are consuming
fish, so that children in the city of Palembang are more interested in playing and
learning to use educational board games.

Keywords : Social Campaign, Love to Eat Fish, Educational Boardgame



PERANCANGAN KOMUNIKASI VISUAL KAMPANYE SOSIAL
GEMAR MAKAN IKAN MELALUI MEDIA BOARDGAME UNTUK
ANAK USIA 6 - 12 TAHUN DI PALEMBANG

Pertanggung Jawaban Tertulis
Program Studi Desain Komunikasi Visual

Universitas Indo Global Mandiri Palembang

Oleh Putri Berau Villia Miftahul Ulum

Abstrak

Indonesia merupakan penghasil perikanan terbesar didunia, ikan juga kaya
manfaat pada kandungan-kandungan ikan, meskipun manfaat baik untuk anak,
jarang sekali anak — anak ingin mengkonsumsinya karena ia merasa takut dengan
bentuk ikan, cenderung bau amis, dan banyak tulang. Orang tua anak pun jarang
merayu anaknya dengan memberikan edukasi manfaat dari ikan, dan cara
pengolahan ikan, seperti difillet, lalu dikukus atau digoreng, jadikan abon, otak —
otak maupun nugget. Maka dari itu sangat penting untuk mengkampanyekan gemar
makan ikan, bertujuan untuk memberikan informasi mengenai manfaat
mengkonsumsi ikan, dan jenis olahan makanan yang terbuat dari ikan.

Dalam memecahkan masalah tersebut, perancang menggunakan metode
Design Thinking untuk pengumpulan sebuah data dan analisis data melalui metode
5W+2H (what, why, who, where, why, how dan how much), sehingga menghasilkan
sebuah ide yang dapat diterapkan pada tahap tes untuk anak-anak berusia 6-12 tahun.
Karya yang dirancang dikategorikan menjadi tiga media, yaitu media utama berupa
boardgame, media isu berupa, poster, leaflet, dan feed IG, dan media pendukung
diantaranya buku edukasi, buku mewarnai, buku tulis, puzzle, tumbler, lunch box, bag
lunch box, handsanitizer, t — shirt, baju, kotak pensil, gantungan kunci, topi, dan stiker.
Penerapan media tersebut menyesuaikan big ide pada media utama yaitu sungai dan
ilustrasi karakter anak yang sedang mengkonsumsi ikan, sehingga anak-anak di
Palembang akan tertarik untuk bermain dan belajar menggunakan boardgame edukasi.

Kata Kunci : Kampanye Sosial, Gemar Makan lkan, Boardgame Edukasi
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