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ABSTRAK 

 

PERANCANGAN IKLAN LAYANAN MASYARAKAT  

BAHAYA JUDI ONLINE BAGI REMAJA  

DI KOTA PALEMBANG 

 

Oleh : Yasser Prajanata Burhanudin 
 

Judi Online merupakan  permainan judi melalui media elektronik dengan akses 

internet sebagai perantara. Judi Online memiliki banyak dampak negatif yang 

merugikan masyarakat khususnya dikalangan remaja karena masa remaja 

merupakan periode terjadinya pertumbuhan dan perkembangan yang pesat baik 

secara fisik, psikologis maupun intelektual. Sifat khas remaja mempunyai rasa 

keingintahuan yang besar, menyukai petualangan dan tantangan serta 

cenderung berani menanggung risiko atas perbuatannya tanpa didahului oleh 

pertimbangan yang matang. Oleh karena itu, penulis ingin memberikan sebuah 

media informasi edukasi yang dapat memberitahukan infomasi kepada 

masyarakat khususnya remaja bahwa ada banyak bahaya yang ada pada 

tindakan perjudian online dan juga dapat memberikan kesadaran kepada orang 

tua dan tenaga pengajar agar dapat mengawasi anak didiknya saat 

menggunakan internet. Diharapkan tujuan dari perancangan ini sebagai media 

edukasi dan informasi yang dapat memberikan pesan akan bahaya judi online 

kepada masyarakat khususnya remaja, para orang tua, dan parak tenaga 

pengajar. 

Kata kunci: Judi Online, Bahaya Judi Online, Remaja, Internet 
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ABSTACT 

 

PUBLIC SERVICE ADVERTISING DESIGN 

DANGER OF ONLINE GAMBLING FOR TEENAGERS 

IN PALEMBANG CITY 

 

By : Yasser Prajanata Burhanudin 

 

Online gambling is a gambling game through electronic media with internet 

access as an intermediary. Online gambling has many negative impacts that are 

detrimental to society, especially among teenagers, because adolescence is a 

period of rapid growth and development both physically, psychologically and 

intellectually. The typical nature of teenagers is that they have a great sense of 

curiosity, like adventure and challenges and tend to be brave enough to take risks 

in their actions without prior careful consideration. Therefore, the author wants 

to provide an educational information medium that can provide information to the 

public, especially teenagers, that there are many dangers involved in online 

gambling and can also provide awareness to parents and teaching staff so they 

can supervise their students when using the internet. It is hoped that the aim of 

this design is as an educational and information medium that can provide 

messages about the dangers of online gambling to the public, especially 

teenagers, parents and teaching staff. 

 

Keywords: Online Gambling, Dangers of Online Gambling, Teenagers, Internet 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 X 

 

DAFTAR ISI 
 

HALAMAN DEPAN ............................................................................................... I 

LEMBAR PENGESAHAN……………………………………………………….II 

HALAMAN PERSEMBAHAN………………………………………………… III 

HALAMAN PERNYATAAN………………………………………………….. IV 

KATA PENGANTAR ............................................................................................ V 

ABSTRAK……………………………………………………………………..VIII 

ABSTRACT………………………………………………………………………………..IX 

DAFTAR ISI ........................................................................................................... X 

DAFTAR GAMBAR ........................................................................................... XII 

DAFTAR TABEL .............................................................................................. XVI 

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

PENDAHULUAN ...................................................................................................1 

A. LATAR BELAKANG ........................................................................................ 1 

B. RUMUSAN MASALAH .................................................................................... 5 

C. BATASAN MASALAH ..................................................................................... 6 

D. TUJUAN PERANCANGAN ................................................................................ 6 

E. MANFAAT PERANCANGAN ............................................................................ 6 

F. TINJAUAN IDE PERANCANGAN ...................................................................... 7 

G. METODE PERANCANGAN ............................................................................. 12 

H. LANDASAN TEORI PERANCANGAN .............................................................. 15 

I. SISTEMATIKA PERANCANGAN ..................................................................... 25 

J. ALUR PEMIKIRAN PERANCANGAN .............................................................. 27 

BAB II ....................................................................................................................28 

PENGOLAHAN DATA ........................................................................................28 

A. IDENTIFIKASI DATA..................................................................................... 28 



 XI 

B. PENGUMPULAN DATA ................................................................................. 47 

BAB III ..................................................................................................................69 

KONSEP PERANCANGAN .................................................................................69 

A. KONSEP KREATIF .................................................................................... 69 

B. TUJUAN KREATIF ........................................................................................ 73 

C. KONSEP PERANCANGAN MEDIA .................................................................. 90 

BAB IV ................................................................................................................100 

1. Logo……………………………….…………………………………………101 

2. Pre Media 

a. Poster…………………………………………………………………………104 

b. X-Banner……………………………………..………………………………110 

3. Main Media 

a. Video…………………………………………………………………………114 

3. Follow Up Media 

a. Totebag…………………………….…………………………………………120 

b. Gantungan Kunci….…………………………………………………………122 

c. Case HP………………………………………………………………………125 

d. Tumbler………………………………………………………………………127 

e. T Shirt………………………………………………………………………..131 

f. Deskmeet……………………………………………………………………..129 

g. Sticker pack………………………………….……………………………….133 

h. Cermin………………..………………………………………….…………...135 

i. Feed Instagram……………….…………………………………….…………138 

BAB V..................................................................................................................105 

A. Kesimpulan…………………………………………………………………..139 

B. Saran………………………….……………………...………………………141 

DAFTAR PUSTAKA ..........................................................................................143 



 XII 

DAFTAR GAMBAR 

Gambar I.1 Poster Bahaya Judi Online….….….….….….….….….….…..….….8 

Gambar I.2 Poster Katakan Tidak Pada Judi Online.….….….….…..….….…….10 

Gambar I.3 ILM Jangan Memulai Judi Online.….….….….…..….….….…...….11 

Gambar II.1 Permainan Judi Blackjack Online…………………………………..31 

Gambar II.2 Permainan Judi Dadu Online……………………………………….31 

Gambar II.3 Permainan Judi Bola Online………………………………………..32 

Gambar II.4 Permainan Judi Pai Gow Poker Online…………………………….33 

Gambar II.5 Permainan Judi Poker Online………………………………………33 

Gambar II.6 Permainan Judi Slot Machine Online…………………………..…35 

Gambar II.7 Permainan Judi Keno Online……………………………………...36 

Gambar II.8 Poster Infografis Berantas Judi Online Kominfo………………….41 

Gambar II.9 Poster Jerat Hukum Perjudian………………………………….…42 

Gambar II.10  Wawancara  Bersama Drs. Bambang Sumarto, Psi sebagai 

Psikolog………………………………………………………………………....51 

Gambar II. 11 Wawancara Bersama Polda Sumsel…………………………….55 

Gambar III. 1 Simbol AS Kartu 

Remi……………………………………………………………..……………..72 

Gambar III. 2 Sinyal Wi-Fi……………………………………….…………….74 

Gambar III. 3 Kartu Remi………………………………………….…...………77 

Gambar III. 4 Sinyal Wi-Fi………………………………………………….….78 

Gambar III. 5 Warna…………………………………………….……..…..…...79 

Gambar III. 6 Tipografi………………………………………..…..……………..80 



 XIII 

Gambar III. 7 Gaya Desain…………………………………….….….……….…81 

Gambar IV. 1 Kartu Remi…………………………………….…......………… 100 

Gambar IV. 2 Sinyal Wi-Fi………………………………….…………..……...101 

Gambar IV. 3 Sketsa Logo…………………………………….………..………102 

Gambar IV. 4 Rough Layout Logo………………………….….………………103 

Gambar IV. 5 Final Desain Logo……………………………………………….103 

Gambar IV. 6 Ide Layout Poster………………………………………………..105 

Gambar IV. 7 Rough Layout Poster……………………………………………107 

Gambar IV. 8 Comperhensive Layout Poster…………………………………..108 

Gambar IV. 9 Final Desain Poster……………………………………………...109 

Gambar IV. 10 Ide Layout X-Banner…………………………………………..110 

Gambar IV. 11 Rough Layout X-Banner…………………………………….…111 

Gambar IV. 12 Comperhensive Layout X-Banner…………………………..…112 

Gambar IV. 13 Final Desain X-Banner………………………………………....113 

Gambar IV. 14 Proses Editing Video…………………………,………………..117 

Gambar IV. 15 Final Video……………………………………,……………….118 

Gambar IV. 16 Ide Layout Totebag……………………….……………………119 

Gambar IV. 17 Rough Layout Totebag……………………,,…………………..120 

Gambar IV. 18 Comperhensive Layout Totebag……………………………….121 

Gambar IV. 19 Final Desain Totebag…………………………………………..122 

Gambar IV. 20 Ide Layout Gantungan Kunci…………………………………..122 

Gambar IV. 21 Rough Layout Gantungan Kunci………………………………123 



 XIV 

Gambar IV. 22 Comperhensive Layout Gantungan Kunci……………………..124 

Gambar IV. 23 Final Desain Gantungan Kunci……………………………..….124 

Gambar IV. 24 Ide Layout Case HP………………………………………...….124 

Gambar IV. 25 Rough Layout Case HP………………………………………..125 

Gambar IV. 26 Comperhensive Layout Case HP…………………………...….125 

Gambar IV. 27 Final Desain Case HP………………………………………….126 

Gambar IV. 28 Ide Layout Tumbler…………………………………………....127 

Gambar IV. 29 Rough Layout Tumbler……………………………………..…127 

Gambar IV. 30 Comperhensive Layout Tumbler…………….…………….…..128 

Gambar IV. 31 Final Desain Tumbler……………………….………………….128 

Gambar IV. 32 Ide Layout T-Shirt……………………………………………..129 

Gambar IV. 33 Rough Layout T-Shirt…………………………….………..….129 

Gambar IV. 34 Comperhensive Layout T-Shirt……………………………….129 

Gambar IV. 35 Final Desain T-Shirt…………………………………………..130 

Gambar IV. 36 Ide Layout Desmeet………………………………………...…131 

Gambar IV. 37 Rough Layout Deskmeet………………………………………131 

Gambar IV. 38 Comperhensive Layout Deskmeet……………………………..132 

Gambar IV. 39 Final Desain Deskmeet………………………………………...132 

Gambar IV. 40 Ide Layout Sticker Pack………………………………………..133 

Gambar IV. 41 Rough Layout Sticker Pack…………………………………….133 

Gambar IV. 42 Comperhensive Layout Sticker Pack………………………..…134 

Gambar IV. 43 Final Desain Layout Sticker Pack……………………………...134 



 XV 

Gambar IV. 44 Ide Layout Cermin……………………………………………..135 

Gambar IV. 45 Rough Layout Cermin………………………………………….136 

Gambar IV. 46 Comperhensive Layout Cermin……………………………..…136 

Gambar IV. 47 Final Desain Cermin…………………………………………...137 

Gambar IV. 48 Sketsa Awal Feed Instagram…………………………………...138 

Gambar IV. 49 Final Desain Feed Instagram…………………………………...139 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 XVI 

DAFTAR TABEL 

 

Tabel I.1 Jadwal Pelaksanaan Tugas Akhir……………………………………..27 

Tabel II. 1  Tabel Pertanyaan Wawancara Psikolog…………………………….48 

Tabel II. 2 Tabel Pertanyaan Wawancara Kepolisian…………………………..55 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 


