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ABSTRAK  

 

Fenomena berburu kuliner kekinian kian marak di kalangan Generasi Z seiring pesatnya 

paparan konten makanan viral di media sosial seperti Instagram dan TikTok. Kebiasaan 

menonton tontonan kuliner secara terus-menerus sering kali memicu perilaku konsumtif, 

dorongan impulsif untuk membeli, hingga penurunan kesadaran emosional (mindfulness) 

dalam menikmati makanan nyata. Di sisi lain, upaya edukasi di Indonesia menghadapi 

tantangan rendahnya minat baca masyarakat (hanya 1 dari 1.000 orang berdasarkan data 

UNESCO), sementara Generasi Z memiliki preferensi literasi visual yang jauh lebih tinggi. 

Menjawab urgensi tersebut, proyek tugas akhir ini bertujuan untuk merancang sebuah buku 

novel berilustrasi sebagai media edukasi visual yang solutif untuk mengajak Generasi Z agar 

lebih bijak, arif, dan berkesadaran penuh saat menonton maupun merespons konten makanan-

makanan viral.  

Perancangan ini menghasilkan buku ilustrasi fisik berjudul "Unsubscribe: Less Scrolling, 

More Soul" yang menggunakan pendekatan storytelling visual melalui penokohan Aris 

Setiawan dan Luki Baskara. Strategi visual yang diterapkan menggunakan gaya ilustrasi 

perpaduan vektor dan semi-kartun yang ekspresif, tipografi modern (Poppins dan Montserrat), 

serta palet warna pastel (biru dan kuning) yang dirancang khusus untuk menciptakan suasana 

menenangkan. Evaluasi melalui uji desain pada pameran DEKAFESTIVAL #6 menunjukkan 

hasil yang sangat positif, di mana 72.2% responden menyatakan bahwa pesan dalam buku ini 

sangat mudah dipahami, relatable, serta efektif dalam membangun kesadaran emosional untuk 

lebih bijak mengontrol diri saat menyaksikan tayangan kuliner viral di media sosial. 

 

Kata kunci: Buku Novel Berilustrasi, Konten Makanan Viral, Bijak Menonton, Generasi Z, 

Desain Komunikasi Visual.  
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ABSTRACT  

 

The trend of hunting for the latest culinary delights is becoming increasingly prevalent 

amongst Generation Z, in line with the rapid rise of viral food content on social media 

platforms such as Instagram and TikTok. The habit of constantly watching food-related content 

often triggers consumerist behaviour, impulsive buying, and a decline in emotional awareness 

(mindfulness) when enjoying real food. On the other hand, educational initiatives in Indonesia 

face the challenge of low public interest in reading (only 1 in 1,000 people, according to 

UNESCO data), whilst Generation Z has a far greater preference for visual literacy. In 

response to this urgent need, this final-year project aims to design an illustrated novel as a 

solution-oriented visual educational medium to encourage Generation Z to be wiser, more 

discerning and fully mindful when watching or responding to viral food content.  

This project resulted in a physical illustrated book entitled “Unsubscribe: Less Scrolling, 

More Soul”, which employs a visual storytelling approach through the characters of Aris 

Setiawan and Luki Baskara. The visual strategy employed utilises an expressive illustration 

style blending vector and semi-cartoon elements, modern typography (Poppins and 

Montserrat), and a pastel colour palette (blue and yellow) specifically designed to create a 

calming atmosphere. An evaluation through a design test at the DEKAFESTIVAL #6 exhibition 

yielded very positive results, with 72.2 per cent of respondents stating that the book’s message 

was very easy to understand, relatable, and effective in fostering emotional awareness to 

exercise greater self-control when viewing viral food content on social media.  

 

Keywords: Illustrated Novel, Viral Food Content, Mindful Viewing, Generation Z, Visual 

Communication Design.  
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