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ABSTRAK 

 

Beyond The Mirror merupakan buku ilustrasi interaktif yang dibuat untuk 

menumbuhkan kesadaran serta penerimaan diri terhadap pengaruh standar fisik 

yang tidak realistis dan fenomena body shaming. Proses perancangannya 

memakai pendekatan design thinking, yang meliputi tahap empathize, define, 

ideate, prototype, dan test serta didukung oleh studi pustaka, observasi, 

wawancara dan kuesioner guna memahami kebutuhan target audiens sekaligus 

menentukan unsur visual dan teknis buku. Karya ini memadukan ilustrasi 

bergaya semi kartun, tipografi handwritten dan berbagai elemen interaktif seperti 

mirror element, journaling, kuis self assessment, lift the flap, pull tab dan coloring 

active untuk meningkatkan keterbilatan emosional serta mendorong refleksi diri 

pembaca. Buku Beyond The Mirror diharpkan dapat menjadi media edukatif 

sekaligus mendukung pembentukan self acceptance, self love dan membantu 

mengurangi dampak boy shaming. 

 

Kata kunci : Buku interaktif, body shaming, self acceptance, ilustrasi.  
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ABSTRAC 

 

 Beyond The Mirror is an interactive illusrated book designed to raise awareness 

and promote self acceptance in response to the influance of unrealistic physical 

standards and the phenomenon of body shaming. The design process applies the design 

thingking approarch, which includes the stages of empathize, desfine, ideate, prototype, 

and test, supported by literature review, observation, interviews and to understand the 

needs of taret audiance and the dtermine the books visual and technical elements. This 

work combines semi cartoon style ilustrations handwritten typography, and varios 

interactive elements such as mirror elements, journaling, self assesment quizzes, lift the 

flap features, pull tabs, and coloring activities to enhance emotional engagement and 

encourage readers self reflection. Beyond The Mirror is expected to serve as an 

educational and reflective medium that supports the development of self acceptance and 

self love, as well as help reduce the negative impact of body shaming.  

 

Keywords : Interactive book, body shaming, self acceptance, ilustration. 
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