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PERANCANGAN VIDEO ANIMASI UNTUK
MENGENALI KARAKTER PADA BRAND
“KOKBISA?”

Helmi Pratama Firdaus
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ABSTRAK

KokBisa? adalah salah satu kanal YouTube edukasi terkenal di
Indonesia dengan 5 juta subscriber, kanal ini menggunakan animasi
motion graphic untuk menyampaikan berbagai macam dimulai dari
fenomena ilmiah, perkembangan terbaru, atau hal-hal yang biasa.
Walaupun dengan metrics yang sangat tinggi, kanal ini memiliki masalah
terhadap penokohan karakter yang digunakan pada kanal tersebut, yaitu
Kobi, Sasa, Mang Loncat, Anton, dan Sigit. Karakter-karakter ini memiliki
masa lalu, penokohan, dan watak yang cukup dalam, namun dikarenakan
dari konten kanal tersebut berbentuk penjelasan dan bukan cerita narasi,
penokohan karakter-karakter tersebut kurang terlihat di depan mata
penonton, ada juga yang Namanya tidak diketahui sama sekali.
Perancangan karya ini dibuat untuk menjelaskan penokohan karakter-

karakter dari kanal tersebut melalui karya animasi

Kata Kunci : Animasi, Edukasi, YouTube, KokBisa?, Karakter
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DESIGNING AN ANIMATED VIDEO TO RECOGNIZE
THE CHARACTER OF THE "KOKBISA?" BRAND

Helmi Pratama Firdaus
42318110042

ABSTRACT

KokBisa? is one of the famous educational YouTube channels in
Indonesia with 5 million subscribers. The channel uses motion graphic
animations to present various topics, ranging from scientific phenomena,
and the latest developments, to everyday matters. Despite its high metrics,
the channel faces an issue with the characterization of the characters used
on the channel, namely Kobi, Sasa, Mang Loncat, Anton, and Sigit. These
characters have a rich backstory, characterization, and traits, but because
the content of the channel is explanatory rather than narrative, the
characterization of these characters is not very visible to the viewers, and
some are not even known by name. This project is designed to explain the

characterization of these characters through animated works.

Keywords : Animation, Education, YouTube, KokBisa?, Character

Vil

https://lib.mercubuana.ac.id



DAFTARIISI

HALAMAN JUDUL......eiiiie e e e e e e e e s e s e e r e e rmeeme e e e e e e e e s I
LEMBAR PERNYATAAN SIDANG SARJANA ... e i
LEMBAR PENGESAHAN SIDANG SARJANA......... e iii
KATA PENGANTAR ......oieirccireeee e e e s e sme e e e s s smne e e s s smn s e e e e smme e e e smmn e e e esmnns iv
LEMBAR PERNYATAAN PERSETUJUAN PUBLIKASI.........ccccoiiererreceeeenns v
= I 3 vi
Y = A 2.7 O vii
N 17 5 ] viii
DAFTAR GAMBAR ... iieiccerr e s ssnn e e s s ms e s s s me e s s s mn e s s mn e e e s mn e e e e s snnnennan X
07N 17 3 1Y = xi
BAB |. PENDAHULUAN ...t s s sms s smn s 1
1.1 Latar Belakang Perancangan........c....cccccmmrreeenccnnnisssssecesssssssssenenes 1
1.2 Rumusan Masalah Perancangan............cccceeeeeciininennrecennssssssenenes 2
1.3 Tujuan Perancangan ..........cccccciieceenicsniiessrecessssssssssesssssssssssssssesenes 2
1.4 Manfaat Perancangan.............cccciecemicciniiirnreccsscss e ees s sssssssss s s eeenes 2
BAB ll. METODE PERANCANGAN.........cccciiirrrnrensnn s s ssss s s ssns e 3
2.1 Orisinalitas........cccccemmmriiiiniiis i ———— 3
2.2 Target Perancangan .........cccccoovieeuiiimicencsirenesssessmssssessnsssssssnnsssseennns 5
2.3 Relevansi dan Konsekuensi Studi...........ccccirriiiniiniiinnnnnennns 7
2.4 Skema Proses Desain...........cccccmmreiiiinniininssnnnssenne s 9
BAB Ill. ANALISIS DATA DAN PERANCANGAN ........ccoiiiirinerrsee e 21
3.1 Positioning & Konsep Desain...........cccccvviiiiiinnnnnsnnssennenens 21
3.2 Strategi Pesan........ccccciiiiiiiiii 23
3.3  Strategi Visual..........ccoeiiiiiiiiiii s 25
3.4 Strategi Distribusi Karya Desain ..........cccccceiiiiiiiiineennne s 27
viii

https://lib.mercubuana.ac.id



BAB IV. HASIL KARYA DKV ...t sssssssss s 28

4.1 Deskripsi Karya..........ccccooiiiiiiii 28
4.2 Pameran Karya........cccoooiimiiiiiiss s 33
4.3 Hasil Uji Desain.........cccccvviiiiiiiiiiiiinnsssssssns s 35
4.4 Evaluasi Perancangan Karya...........cccooeiiiiiinnnnsnnnene 37
BAB V KESIMPULAN & SARAN .......coooiiiiirre e mmnn e 39
5.1 KeSimpulan.......eciiiiiirirccesns e e s e 39
5.2 SAran ... 39
DAFTAR PUSTAKA ...t mmn e 40
DAFTAR ISTILAH ... s mmnn e 40
I | 2 S 42
iX

https://lib.mercubuana.ac.id



DAFTAR GAMBAR

Gambar 1 — Pipeline Perancangan Karya...........ccccccooiiiis 9
Gambar 2 - MiNd Map .......coooeiiiiee e 10
Gambar 3 — |[kon Kanal Pribadi, Raudent...........cccoooviiiiiiiiiieeeeeee, 12
Gambar 4 - Naskah..........cooooii e 13
Gambar 5 - Storyboard ... 13
Gambar 6 - Proses Character Asset...........ceiiiiiiiiiiiiiiiieee e 14
Gambar 7 - Website Objection Maker.............cccooiiiiiiiiiis 15
Gambar 8 - Hasil Penggunaan Objection Maker.............cccooeeevvvveiiiinnnnnn.. 16
Gambar 9 - ProsSes ANIMaSi.........cciiiiiiiiiiiiiiiiieie e 17
Gambar 10 - Proses COmMPOSItiNG..........uuuuuuuummiiiee 18
Gambar 11 - Proses VEX ...t 19
Gambar 12 - Draft Format Karya ...........coooiiiiii i, 25
Gambar 13 - ROCCESSI (ROCCY) ..uuuiiiiiiiiiiiiiiicie e 26
Gambar 14 - Helli.......... e 27
Gambar 15 - Karya AniMasi.........ccooieiiiiiiiiiiicee e 28
Gambar 16 — Segmen Pembuka..............ooovviiiiiiiiiiiicce e, 29
Gambar 17 - Segmen Penjelasan...........cccccccceeiiiiiiiiiiiiicceeeeeeeee, 29
Gambar 18 - Minat Gen Z Terhadap Anime...........ccoovviiiiiiiieeieeeen. 31
Gambar 19 - ANIMeE VS RESMi......uuuiiii e 32
Gambar 20 - Meja Pameran..........cccooeeviiiiiiiiiiiii e 33
Gambar 21 - Suasana Pameran ...........cccccooooiiiiiii e 34
Gambar 22 - Pemenang Grand Prize ..........ccccooooiiiiiiiiiiieee e 34
Gambar 23 - Data Survey Kedua..............oovviiiiiiiiiiiiieccece e, 37
Gambar 24 - Contoh Format Short-form ...........cccccooiiiiiiiiiiiiiiiis 38
X

https://lib.mercubuana.ac.id



DAFTAR TABEL

Tabel 1 - Karya Sejenis. ... 5
Tabel 2 - Hasil Survey Pertama ..........cccccoiviiiiiiiiiiiiiiiiieeeeeeeeeeee 23

Xi

https://lib.mercubuana.ac.id





