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ABSTRAKSI 

 

 

Helmy Maha Putra, Analisis Persepsi Anggota Komunitas Film di 

Surabaya Terhadap Teknologi Film Interaktif Black Mirror “Bandersnatch” 

Milik Netflix. 

 

Film merupakan salah satu bagian dari bentuk media massa yang memiliki 

perkembangan dan perubahannya sendiri terhadap kemajuan teknologi. Sebagai 

medium yang multidisipliner, perkembangan teknologi film tidak hanya pada aspek 

fotografi saja. Film terus-menerus bersinggungan dengan teknologi-teknologi 

terbarukan guna mengembangkan eksplorasi eksperimentatifnya sebagai medium 

seni. Seperti misal, efek 3D (tiga dimensi) yang terus berkembang ke dimensi-

dimensi kelanjutannya. Lalu, disusul munculnya VR (virtual reality), AR 

(augmented reality), intelegensi artifisial suara sintesis, IOT (internet of things), 3D 

Printing, CGI (computer generated imagery), VFX (visual effect), hingga yang 

baru-baru ini mencuat dalam budaya populer melalui platform streaming raksasa 

Netflix yakni film interaktif. Tujuan dalam penelitian ini adalah untuk mengetahui 

persepsi anggota komunitas film di Kota Surabaya terhadap teknologi film 

interaktif Black Mirror “Bandersnatch” milik Netflix. Metode penelitian yang 

digunakan deskriptif kualitatif dengan teknik pengambilan data melalui 

wawancara. Hasil penelitiannya adalah meskipun dominan memiliki respon yang 

berbeda-beda, namun terkadang untuk beberapa informan memiliki respon yang 

sama. Meskipun terdapat perbedaan persepsi dari kelima informan anggota 

komunitas film di Surabaya, namun kehadiran teknologi interaktif Black Mirror 

“Bandersnatch” masih menjadi sebuah pengalaman baru dalam menikmati atau 

menganalisis bentuk film yang patut dinantikan perkembangannya di masa depan. 

Kata kunci : Film, Teknologi Interaktif, Masa Depan. 
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ABSTRACT 

 

 

Helmy Maha Putra, Perception Analysis of Film Community Member in 

Surabaya regarding Interactive Film Technology Black Mirror “Bandersnatch” 

Netflix Owned. 

 

Film is one part of the form of mass media which has its own developments 

and changes due to technological advances. As a multidisciplinary medium, the 

development of film technology is not only in the aspect of photography. Film 

continuously intersects with renewable technologies in order to develop its 

experimental exploration as an art medium. For example, the 3D (three-

dimensional) effect which continues to grow to its next dimensions. Then, followed 

by the emergence of VR (virtual reality), AR (augmented reality), syntetic artifial 

intelligence, IOT (internet of things), 3D Printing, CGI (computer generated 

imagery), VFX (visual effect), until recently sticking out in popular culture through 

the giant streaming platform Netflix, namely interactive film. The purpose of this 

study was to determine the perceptions of members of the film community in the 

city of Surabaya regarding Netflix’s Black Mirror “Bandersnatch” interactive film 

technology. The research method used is descriptive qualitative with data 

collection techniques through interviews. The results of the research are that even 

though the dominants have different responses, sometimes some informants have 

the same response. Even though there are differences in the perceptions of the five 

informants who are members of film community in Surabaya, the presence of the 

interactive Black Mirror “Bandesnatch” technology is still a new experience in 

enjoying or analyzing film forms that should be anticipated for its development in 

the future. 

         Keywords : Film, Interactive Technology, Future. 
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