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ABSTRACT 

Cosplay, as part of Japanese popular culture, has grown rapidly in Surabaya and is widely 

recognized by the public, particularly among younger generations. However, this development 

has not been fully accompanied by a deeper public understanding of cosplay as a medium for 

self-expression and creativity. Cosplay is still often perceived merely as entertainment or a 

personal hobby, and some cosplayers continue to experience negative stigma in public spaces. 

This condition indicates the need for a digital campaign design that can foster public 

understanding and appreciation of the positive values of cosplay. 

This digital campaign is designed using a communication design approach based on the AISAS 

model (Attention, Interest, Search, Action, Share). The model is considered relevant to 

contemporary digital audience behavior, where audiences do not passively receive messages 

but are encouraged to seek information, engage, and share experiences. Supporting data for the 

campaign design were collected through interviews, questionnaires, and observations, which 

served as the basis for determining the campaign concept, message strategy, and media 

selection. 

The results of the data analysis indicate that the people of Surabaya generally recognize 

cosplay, yet their understanding remains limited to its entertainment aspect. Meanwhile, for 

cosplayers, cosplay is understood as a medium for self-expression, creativity development, and 

a form of visual and performative art. Furthermore, there is still a lack of digital campaigns that 

specifically highlight self-expression and creativity in cosplay through strategic and persuasive 

visual communication design. 

Based on these findings, a digital campaign emphasizing cosplay as a form of self-expression 

and creativity is designed using an engaging, emotional, and educational visual approach. This 

campaign is expected to increase public awareness, improve societal perceptions, and 

encourage greater social appreciation of cosplay culture in Surabaya, particularly through the 

role of the COSURA community as a driving force of local cosplay culture. 

Keywords: digital campaign, cosplay, visual communication, self-expression 

 

 

 

 



v 

 

FOREWORD 

Praise be to god almighty for his grace and grace, so that the writing of the final project 

report with the title "Digital Campaign in the Context of Visual Communication to Increase 

Social Appreciation of Surabaya's Cosplay Culture" can be completed properly and launched.  

This final project is prepared as one of the requirements to complete Bachelor's 

education (S1) at the Visual Communication Design Study Program, Faculty of Architecture 

and Design, Universitas Pembangunan Nasional “Veteran” Jawa Timur. This report discusses 

the design of digital media-based social campaigns to increase the appreciation of the people 

of Surabaya for cosplay culture. This report would not be completed without the help, guidance, 

and support of various parties. Therefore, our gratitude is conveyed to: 

1. God Almighty for all the blessings and smoothness given, for His blessings so that he 

is given ease and smoothness in all the arrangements of this plan. 

2. Both parents and families who always provide prayers, support, and encouragement. 

Both materially and morally. Thank you very much for always believing and always 

providing warm support from the beginning of college until finally being able to 

complete the final project to get a Bachelor's degree. 

3. Supervisor Mrs. Aileena Solicitor Costa Rica El Chidtian S. T., M. Ds.  who have 

provided direction, guidance, and suggestions during the process of preparing the final 

project until it can be completed properly. 

4. The Examiner Lecturer Mr. Dr. Aris Sutejo, S.Sn, M.Sn. and Mrs. Aninditya Daniar 

S.Sn., M.Sn. as examiners who have provided suggestions and directions to test the 

author's understanding of the design of this final project. 

5. The COSURA community has helped in the data collection process, provided insights, 

and assisted in the validation process of the results of this design. 

6. William Fernando who always supports, encourages, helps, and accompanies in good 

or bad circumstances. Even though we are separated by a distance of 784 km, thank you 

for always providing support and giving many positive and warm words to be motivated 

to be able to complete this final project. Hopefully we can continue to support each 

other and can achieve  our goals together in the present and the future.  

7. To friends from school days; Jauharo, Yusi, Dimas, Eva, and Mbak Shinta who have 

been friends with the writer since junior high school, even though they are both busy 



vi 

 

completing their final projects, still support each other  and pray for each other's 

goodness. 

8. To a friend from school in Surabaya, Divia who is a friend who often accompanies me 

for a short break and when burnout so that every time I feel tired in moments of 

heartbreak or during the process of designing the final project. 

9. To the writer's college friends, Nadhifah, Sugma, Kak Zakiyya, Nita, and others who 

always provide information and also support each other to achieve a bachelor's degree 

together. 

10. To a friend from the previous internship, Ms. Monica, Mr. Restu who often invites to 

heal for a moment from reality so as not to be stressed and also Rakha who provides 

insight and also helps the VO process. 

11. Friends and all unnamed parties one by one who have provided support in the 

completion of this final project.  

This final project report still has shortcomings so constructive criticism and suggestions are 

highly expected for future improvements. Hopefully this final project can provide benefits 

and become a reference for the development of visual communication design science, 

especially in the field of digital media-based social campaigns. 

Surabaya, April 30, 2026 

 

Writer 

 

 

 

 

 

 

 

 

 

 

 



vii 

 

TABLE OF CONTENTS 

 
APPROVAL PAGE .................................................................................................................. i 

AGREEMENT PAGE ............................................................................................................. ii 

STATEMENT OF FREE PLAGIARISM ........................................................................... iii 

ABSTRACT ............................................................................................................................. iv 

FOREWORD............................................................................................................................ v 

TABLE OF CONTENTS ...................................................................................................... vii 

LIST OF FIGURES ................................................................................................................. x 

LIST OF TABLES ............................................................................................................... xiii 

LIST OF APPENDIX ........................................................................................................... xiv 

CHAPTER I INTRODUCTION ............................................................................................ 1 

1.1 Background ................................................................................................................ 1 

1.2 Problem Identification ............................................................................................... 3 

1.3 Problem Formulation ................................................................................................. 4 

1.4 Problem Limitations................................................................................................... 4 

1.5 Purpose of Design ...................................................................................................... 4 

1.6 Benefits of the Design ................................................................................................ 5 

1.7 Design Framework ..................................................................................................... 6 

CHAPTER II LITERATURE REVIEW AND EXISTING STUDIES .............................. 7 

2.1 Operational Definition of Title .................................................................................. 7 

2.1.1  Digital Campaigns ............................................................................................. 7 

2.1.2  Cosplay .............................................................................................................. 7 

2.1.3 Visual Communication ...................................................................................... 8 

2.1.4  Social Appreciation ............................................................................................ 8 

2.1.5 Culture................................................................................................................ 8 

2.1.6  Surabaya ............................................................................................................. 8 

2.2 Theoretical Foundations............................................................................................. 9 

2.2.1 Definition of Digital Campaigns ............................................................................... 9 

2.2.2 Campaign Objectives ................................................................................................ 9 

2.2.3 Types of Campaign ................................................................................................. 10 

2.2.4 Various Campaigns through Digital Media ............................................................ 11 

2.2.5 Stages of Digital Campaigns ................................................................................... 12 



viii 

 

2.2.6 Digital Campaign Strategy and Media .................................................................... 14 

2.2.7  Digital Media Trend ............................................................................................... 14 

2.2.8 Definition of Visual Communication Design ......................................................... 15 

2.2.9 Digital Visual Media as a Communication Tool .................................................... 16 

2.2.10 Elements and Principles of DKV in Digital Campaigns ....................................... 16 

2.2.11  Understanding Japanese Culture .......................................................................... 17 

2.2.12 Types of Popular Culture from Japan ................................................................... 18 

2.2.13 Definition of Cosplay ............................................................................................ 21 

2.2.14  Cosplay Category ................................................................................................. 21 

2.2.15 History and Development of Cosplay ................................................................... 25 

2.2.16 Cosplay as a Form of Self-Expression and Self-Love Media ............................... 25 

2.2.17 Attitude Change Theory ........................................................................................ 26 

2.2.18  The Theory of Three Processes of Change .......................................................... 27 

2.2.19 Social Media Engagement Theory ........................................................................ 27 

2.2.20 AISAS Theory ...................................................................................................... 28 

2.2.21 Qualitative Descriptive Analysis .......................................................................... 30 

2.2 Stake Holder............................................................................................................. 31 

2.3 Existing Studies ....................................................................................................... 32 

2.3.1 Existing Analysis .................................................................................................... 32 

2.3.2 Comparator Analysis .............................................................................................. 36 

BAB III DESIGN METHODOLOGY ................................................................................. 42 

3.1 Design Method ......................................................................................................... 42 

3.2 Design Object........................................................................................................... 43 

3.3 Data Collection Techniques ..................................................................................... 44 

3.3.1 Primary Data ........................................................................................................... 45 

3.3.2 Secondary Data ....................................................................................................... 51 

3.4 Target Audience ....................................................................................................... 52 

3.5 Data Analysis Techniques........................................................................................ 53 

3.5.1 Qualitative Descriptive Analysis ............................................................................ 54 

3.6 Data Synthesis ................................................................................................................ 66 

CHAPTER IV CONCEPT AND IMPLEMENTATION DESIGN ................................... 68 

4.1  Concept Formulation .................................................................................................... 68 

4.1.1 Keyword Definition ................................................................................................ 69 



ix 

 

4.1.2 Verbal Concepts ...................................................................................................... 70 

4.1.3 Visual Concepts ...................................................................................................... 76 

4.1.4 Campaign Media Concept....................................................................................... 83 

4.2 Design Process ............................................................................................................... 87 

4.2.1  Design Logo ........................................................................................................... 87 

4.2.2  Mascot Character Design ....................................................................................... 92 

4.2.3  Video Campaign .................................................................................................. 102 

4.2.4  Social Media ........................................................................................................ 118 

4.2.5 Media Display (Print) ........................................................................................... 126 

4.2.6 Supporting Media.................................................................................................. 127 

4.3 Engagement Rate Analysis .................................................................................... 130 

4.4  Draft Project Budget ................................................................................................... 132 

4.4.1 Estimated Merchandise Cost................................................................................. 132 

4.4.2 Designer Cost Budget ........................................................................................... 133 

4.4.3  Production Cost Budget ....................................................................................... 134 

CHAPTER V CONCLUSION ............................................................................................ 135 

5.1 Conclusion ................................................................................................................... 135 

5.2 Suggestions .................................................................................................................. 135 

BIBLIOGRAPHY ................................................................................................................ 136 

APPENDIX ........................................................................................................................... 140 

 

  



x 

 

LIST OF FIGURES 

Figure 1. 1 Design Framework .................................................................................................. 6 

Figure 2. 1 Demon Slayer Anime ............................................................................................ 18 

Figure 2. 2 Idol Group JKT48.................................................................................................. 19 

Figure 2. 3 Harajuku Style ....................................................................................................... 19 

Figure 2. 4 Itachi Cosplay from Naruto ................................................................................... 20 

Figure 2. 5 Umamusume Game ............................................................................................... 21 

Figure 2. 6 Gojo Satoru Cosplay.............................................................................................. 22 

Figure 2. 7 Cloud Strife Cosplay ............................................................................................. 22 

Figure 2. 8 Tokusatsu Cosplay................................................................................................. 23 

Figure 2. 9 Wonder Woman Cosplay ...................................................................................... 23 

Figure 2. 10 Original Character Cosplay ................................................................................. 24 

Figure 2. 11 Captain Jack Sparrow Cosplay ............................................................................ 24 

Figure 2. 12 AIDMA to AISAS Change Model ...................................................................... 29 

Figure 2. 13 COSURA’s Instagram Platform .......................................................................... 31 

Figure 2. 14 COSURA’s Instagram Feed ................................................................................ 32 

Figure 2. 15 Youtube COSURA .............................................................................................. 34 

Figure 2. 16 Asuh Bersama Campaign Instagram ................................................................... 36 

Figure 2. 17 Growing at Fit Group Campaign Instagram ........................................................ 39 

Figure 3. 1 Machiato Leader of COSURA’s Public Relations ................................................ 46 

Figure 3. 2 Rei owner of Nekorentcos ..................................................................................... 47 

Figure 3. 3 Fikri Cosplayer Indepent ....................................................................................... 48 

Figure 3. 4 Cosplayer and Costume Maker ............................................................................. 49 

Figure 3. 5 Observation in Event Cosplay ............................................................................... 51 

Figure 3. 6 Interviews with Stake Holders (Machiato) ............................................................ 54 

Figure 3. 7 Interview with the owner  of Rental Cosplay ........................................................ 56 

Figure 3. 8 Interview with Independent Cosplayer .................................................................. 58 

Figure 3. 9 Interview with Cosplayer and Costume Maker ..................................................... 60 

Figure 3. 10 Cosplay Event Observation ................................................................................. 65 

Figure 4. 1 Formulation of Keyword Concepts ....................................................................... 68 

Figure 4. 2 Anime Expression Visual ...................................................................................... 78 

Figure 4. 3 Illustration Chibi Maruko Chan............................................................................. 79 

Figure 4. 4 Natsu Matsuri Festival ........................................................................................... 80 

Figure 4. 5 Festival Ambience in The Night............................................................................ 80 

Figure 4. 6 Color Palette .......................................................................................................... 81 

Figure 4. 7 Fredoka Typography ............................................................................................. 82 

Figure 4. 8 Poppins Typography .............................................................................................. 82 

Figure 4. 9 Media Campaign Quistionnaire Results ................................................................ 83 

Figure 4. 10 Kobo Kanaeru Vtuber.......................................................................................... 84 

Figure 4. 11 Comic Strip 4 Panel Example.............................................................................. 85 

Figure 4. 12 Brainstorming Logo............................................................................................. 87 

Figure 4. 13 Rough Design Logo ............................................................................................. 88 

Figure 4. 14 Alternative Design Logo ..................................................................................... 88 



xi 

 

Figure 4. 15 Validation Design to Stakeholder ........................................................................ 89 

Figure 4. 16 Validation Design to Graphic Design.................................................................. 90 

Figure 4. 17 Revision Design Results from Validator ............................................................. 90 

Figure 4. 18 Guidance with Supervisor 1 ................................................................................ 91 

Figure 4. 19 Design Logo Selected .......................................................................................... 91 

Figure 4. 20 Indonesian Singer Lyodra Ginting ...................................................................... 93 

Figure 4. 21 Miko Clothes ....................................................................................................... 94 

Figure 4. 22 Yukata Clothes .................................................................................................... 94 

Figure 4. 23 Indonesian Actor Angga Yunanda ...................................................................... 95 

Figure 4. 24 Hakama for Men .................................................................................................. 96 

Figure 4. 25 Yukata Model for Men ........................................................................................ 97 

Figure 4. 26 Alternative Design Sketch from Front ................................................................ 97 

Figure 4. 27 Alternative Design Sketch from Back ................................................................. 98 

Figure 4. 28 Comprehensive Alternative Design Character .................................................... 98 

Figure 4. 29 Validation Design with Machiato ........................................................................ 99 

Figure 4. 30 Validation Design Character from Illustrator ...................................................... 99 

Figure 4. 31 Review Design character by illustrator @gichaany .......................................... 100 

Figure 4. 32 Final Design Character  Mascot Campaign ....................................................... 100 

Figure 4. 33 Final Design Character from Back .................................................................... 101 

Figure 4. 34 Final Design Character from Side View ........................................................... 101 

Figure 4. 35 Wardrobe Character Akira ................................................................................ 102 

Figure 4. 36 Animation Asset in Clip Studio Paint ............................................................... 116 

Figure 4. 37 Coloring Asset Animation ................................................................................. 117 

Figure 4. 38 Rigging Asset .................................................................................................... 117 

Figure 4. 39 Editing and Rendering in CapCut...................................................................... 118 

Figure 4. 40 Alternative Design Feed Instagram Campaign .................................................. 121 

Fiure 4. 41 Design Feed Selected .......................................................................................... 122 

Figure 4. 42 Sample Design Feed Instagram Campaign ........................................................ 122 

Figure 4. 43 Implementation Design Feed ............................................................................. 123 

Figure 4. 44 Sample Design Story Instagram Campaign ....................................................... 123 

Figure 4. 45 Alternative Feed Instagram Campaign .............................................................. 124 

Figure 4. 46 Sample Design Comic Strip .............................................................................. 124 

Figure 4. 47 Alternative Design Poster .................................................................................. 125 

Figure 4. 48 Sample Design Infographic ............................................................................... 125 

Figure 4. 49 Alternative Design Brochure ............................................................................. 126 

Figure 4. 50 Alternative Design X Banner ............................................................................ 127 

Figure 4. 51 Design Sticker ................................................................................................... 127 

Figure 4. 52 Design Uchiwa Fan ........................................................................................... 128 

Figure 4. 53 Keychain Acrylic Design .................................................................................. 128 

Figure 4. 54 Badge Pin Design .............................................................................................. 128 

Figure 4. 55 Totebag Design .................................................................................................. 129 

Figure 4. 56 Hand Mirror Design .......................................................................................... 129 

Figure 4. 57 Pouch Make Up Design ..................................................................................... 129 



xii 

 

Figure 4. 58 Instagram @kitsune.campaign .......................................................................... 131 

Figure 4. 59 Kitune’s Booth Exhibition ................................................................................. 132 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



xiii 

 

LIST OF TABLES 

Table 4. 1 Campaign Stages..................................................................................................... 72 

Table 4. 2 Campaign Strategy Based on AISAS Theory ......................................................... 74 

Table 4. 3 Timeline Campaign................................................................................................. 75 

Table 4. 4 Logo Campaign Philosophy.................................................................................... 91 

Table 4. 5 Color Philosophy Logo Campaign ......................................................................... 92 

Table 4. 6 Storyboard and Storyline ...................................................................................... 103 

Table 4. 7 . Engagement Rate Results to @kitsune.campaign Post ...................................... 130 

Table 4. 8 Estimated Merchandise Cost ................................................................................ 132 

Table 4. 9 Table  Estimated Designer Cost Budget for 6 months.......................................... 133 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



xiv 

 

 

LIST OF APPENDIX 

Appendix 1. Documentation of gathering activities with the COSURA community ............ 140 

Appendix 2. Observation Results at the Japanese Festival in Surabaya ................................ 141 

Appendix 3 . Questionnaire Results....................................................................................... 142 

Appendix 4. . Seminar Assistance Form ................................................................................ 145 

Appendix 5. Seminar Revision Form..................................................................................... 146 

Appendix 6. K1 Revision Form ............................................................................................. 150 

Appendix 7. Final Project Form Assistance .......................................................................... 151 

Appendix 8. Validation Design.............................................................................................. 153 

Appendix 9. Interview Question ............................................................................................ 154 

Appendix 10. Exhibition Booth ............................................................................................. 155 


	ae6631f9ce1b3d8b80315a5af6cd668f97271b20b95afce979840e1c128a278a.pdf
	6a05b23bd77a093dd436d23ad62d2c829052aeae7d9c6310305d211b40fab1b9.pdf
	9d658f6a903ab58375f2b300af4e56291771bfd5ef422e5c092ef9c403a5ce56.pdf
	09c0e4a8b3d305f64708a4c3fed90544411dbec7a5c4b24372a931edcfd938f4.pdf
	ae6631f9ce1b3d8b80315a5af6cd668f97271b20b95afce979840e1c128a278a.pdf

