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ABSTRACT

The rapid development of digital technology has changed people’s activity patterns,
including young children who are now no stranger to using gadgets in their daily lives. Even
though gadgets provide benefits in terms of education and entertainment, excessive use of
gadgets can have a negative impact on children’s eye health. Based on survey data and
observation results, most children aged 5-10 years in Indonesia use gadgets for more than

one hour per day without special supervision from their parents.

This design aims to optimize an educational campaign that focuses on increasing
public awareness regarding the importance of maintaining children’s eye health due to
excessive exposure to gadget screens. The approach used is a qualitative method, which
includes field observations, interviews with health workers and distributing questionnaires
to the community. The research results show that there is still a lack of public understanding

and knowledge regarding the risks of using gadgets on children’s eyes.

The design of this campaign uses the concept of “Educational Campaign Through
Creative Activities”, namely using a visual approach that is interactive, communicative and
fun for young children. The media produced includes educational Posterers, children’s
interactive media, and social media-based digital media which are designed with a bright,
illustrative visual style and easy-to-understand language. The campaign communication
strategy is based on the AISAS (Attention, Interest, Search, Action, Share) model to attract

attention, interest, participation, and disseminate information widely in society.

The final results of this design show that a creative activity approach can increase
the involvement of children and parents in understanding the importance of maintaining eye
health in young children. This campaign not only provides visual education, but also creates
a fun and participatory learning experience. Thus, it is hoped that this design can become an
effective educational campaign media to encourage wise behavior in using gadgets and

maintain children’s eye health from an early age.

Keywords: educational campaigns, children’s eye health, gadgets, creative activities, visual

communication, and interactive design.



FOREWORD

Praise be to Allah SWT for His grace, guidance, and grace so that the final project

report with the title ”Education Campaign Through Creative Activities to Reduce the

Negative Impact of Gadgets on the Eyes of Children Aged 5-10 Years” as one of the

requirements to obtain a bachelor’s degree can be completed properly.

The author would like to thank those who have contributed and provided guidance,

assistance, and support, both directly and indirectly. Therefore, the author would like to

express his gratitude as part of the journey of preparing this final project which is full of

determination and sincerity. The author would like to express his deepest gratitude to:

1.

To Allah SWT who always gives His guidance and accepts the prayers that the
author prays even though the author still has many shortcomings.

To the Prophet Muhammad SAW, who has accompanied every prayer of the
author, so that he can get pleasure to this point.

To my two dear parents who always pray and give pleasure, birth and mental
support as well as financial.

To Supervisor I, Mrs. Aileena Solicitor Costa Rica El Chidtian S.T., M.Ds. who
has patiently guided and provided the author with suggestions, input, and
motivation so that the author can complete this final project well and on time.
To the Supervisor II, Mrs. Aninditya Daniar, S.Sn., M.Sn. who has provided
evaluation and direction in writing this final project so that the report can be
better compiled.

To the Examiner Lecturers, Mr. Bayu Setiawan, S.Sn., M.Sn. and Mrs. Sri
Wulandari, S.Sn., M.A. who have provided suggestions and inputs so that this
final project is more directed.

To Mrs. Badriyatul Murdhia, A.Md.Kep, as the person in charge of the Indera
Program at the Puskesmas Porong who has been willing to be a resource person
and provide information related to early childhood eye health.

To all lecturers and staff of the Faculty of Architecture and Design who have
provided knowledge, guidance, and support during the lecture process until the

preparation of this final project.

vi



9. To my college friends, Mengz and Xian who have accompanyed, provided
assistance, and troubled the writer a lot from the beginning of entering the lecture
to this point.

10. To my friends since kindergarten, Okta, Fira, Adel, and Dini who always take the
time to provide entertainment, enthusiasm and support until now.

11. To the friends of DKV UPN “Veteran” East Java batch 22 who provided mutual
support and motivation during the lecture process.

12. And other parties cannot be named by the author who have provided assistance

and launched the process of working on this final project.

Surabaya, 10 May 2026

Amalia Khasanah

Vii



TABLE OF CONTENTS

APPROVAL PAGE . .....ouieriiniieinintinnisenssisssisesssssssissssssssssissssssssssssssssssssssssssssssssssssssns ii
AGREEMENT PAGE .....cuiiiiininsuinrensinsuinsnissessisssnsssssssssssssssssssssssssssssssssssassssssssssssssas iii
STATEMENT OF FREE PLAGIARISM .....uuuiiinvensinsnicsenssnnssecssssnsssecsssssssssesssssssssns iv
ABSTRACT ucuiiriiniieisuicsensesssisssissssssesssisssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssns v
FOREWORD .....uucouiiiiinninsnisensisssissesssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssss vi
TABLE OF CONTENTS ..ccouuiiniiiiinicsnicsensnecssecssissesssessssssssssnssssssssssasssssssssssssssssssssassssssss viii
LIST OF FIGURES ......couuiitiiiininsnicrensaesssisssissssssnsssissssssissssssssssssssssssssssssssssssssssssssssessassass xii
BAB I INTRODUCTION ...uuciiviinuinnensnnsanssessnsssssssssssssassssssssssssssssssssssssssssssssssssassssssasssssssas 1
1.1 BACKEIOUNA. ....cuiiiiiiiiieiie ettt ettt ettt ettt e et e esabeebeeenbeesnseensaesnseens 1
1.2 Problem IdentifiCation...........couiiiiiiiiiiiiiiieeeee et 4
1.3 Problem FOrmulation............ccocuieiiiiiioiie ettt ettt st ens 5
1.4 Problem Stat@IMENL........c.eeuiruiiiieiieriieieete ettt ettt ettt st 5
1.5 ODJECIIVES ..vieiiiieeiieeeiee et e e ite e ette et e ettt e et e e satteeesaeeessaeesaaeansaaesnsaaeensseesnsseennsseennseeas 5
1.6 Benefits of the DESIZN ....ccuiiuiiiiiiiiiiiieeiee e 5
1.7 Desi@n FrameWOTK .......ccc.ooiuiiiiiiiiiiiieieeieece ettt s snseens 6
BAB Il LITERATURE REVIEW AND EXISTING STUDIES ....cccceecenvinsursrensessansnnnens 8
2.1 Operational Definition Of Title .........cooiiviiiiniiiiiiiiee e 8
2.1.1 Definition of CamMPaiil ......cccvieruierieeiieeieeiteereerieeeieeieeereesteeeeseesabeesbeessseeseesaseens 8
2.1.2 Definition of EAUCAtION. .....ccc.iiiiiiiiiiiie e e 8
2.1.3 Definition of Creative ACHVILY .....ccuevieririiiriirieiieriereee e 8

2.1.4 Definition of Early Childhood ..........cccccviiiiiiiiiiiiiiecieeeeeeceee e 9

2.1.5 Definition of GadEt .......cccveeeiiiiieiiieeiee ettt 9

2.1.6 Definition Of EY@S ....cccuiiiiiiiieiiecieeee ettt e 9

2.2 TheoTetiCal BASIS .....coouiiiiiiiiieiieeet ettt ettt ettt e st 9
B B O3 111 o 1: 3 4 o SRS 9



222 Eye Health....c.ooiiiiiiiiieceeecee et 17

2.2.3 Early Childhood Development............cccueecuierieiiiienieeiienie e ens 23
2.2.4 GAAGEL ..ottt ettt e et esaaeerbe e saeeseennaaen 26
2.2.5 Visual PerSUASION ....c..eetiriiiiiiiieiiieiteieete ettt st 29
2.2.6 Theory of Visual EICMENtS..........cceecuieriieiiieiieiiieeie ettt 29
2.3 EXIStING STUAICS .....vvieeiiieciie ettt e et e s e e e taeeestaeesasaeesnseeessseeennnes 40
2.3.1 Puskesmas Porong INStItUtion ...........ccccveeeiiiieeiiieeieece et 41
2.4 ComPArative STUAIES . ...cccueeeiieiieeiieiie ettt ettt ettt et e et e e st e st e e sbeeenbeesaeeeaneas 49
B B 0301 oY1 ¢ 11 ) USSP 50
BAB III DESIGN METHODOLOGY ..cccocuiiinnuissenssnnsanssessnssasssssssssssssssssssssassssssssssssssasss 62
3.1 Desi@N MEthod ......ooouiiiiiiiiieie ettt ettt 62
3.2 DeSIZN ODJECTS....ecutiiiiiiiieeiteeteete ettt ettt sttt ettt 62
3.3 Data Collection TEChNIQUES........c.eeouiieiieiiiiiieie ettt et e e e seaesbaesaee e 63
3.3.1 Primary Data ......ccceeeeiiiiiiiieeieeeie e 63
3.3.2 Secondary Data .........ccceeeviuiiiiiiieiiie e e e 64
3.3.3 Target AUICNCE ......eevuviieiiiieeiieeeiie ettt e etre e et e e saeeeeeneeenes 67
3.4 Data AnalysisS TEChNIQUES .....eeeeuiiiiiiieeiieeeiie ettt et ere e e eaee e e esenee s 68
3.4.1 Observation Data ANalySiS........ccccuuiiriiiieriiieiiie ettt 68
3.4.2 Analysis of Interview Data of Health Workers at the Puskesmas Porong........ 70
3.4.3 Analysis of Parents Interview Data...........cccccviiiiiiiniininicnicneecicccenene 71
3.4.4 Questionnaire Data ANalySiS........ccccevueriiriiiiniiniiieeienieeeseee e 75
3.4.5 Consumer Insight ANALYSIS ......ccceeriieiiiiiiieiieeie e 80
3.4.6 Consumer JOUINEY ANALYSIS......cccueriuieriieriieeitieniieiieeteesieeeeeeaeeseeeeeeesneeeseenene 81
3.5 Data SYNTRESIS ...eeutieiiieiieeie ettt ettt ettt ettt e et e st e et e et e snb e e saeebaesataen 83
BAB IV CONCEPT AND IMPLEMENTATION DESIGN......ccocevenrensunsunsuesncsaecsecaees 86
4.1 Concept FOrmMUIAtION .......ccccviiiiiiieiiie ettt ee e see et s e e eaeeeenaeeennseeenns 86
4.2 KeyWOord DefINItion ......c.cieiiiiieiiiieiiie ettt eee e et e e e e e e s e e saeeesnneeenns 86



4.2.1 Denotative MEANING .......cceevueeriierieeriieeieeniieeteenteeeteesseesseesseesseesseessseesssesnses 87

4.2.2 KONOtative IMEANINE.......ccueerieeiieriiieiieeieenieeeteenieeeteesseesseesseessseenseeesseensnesnsees 88
4.3 VErDal CONCEPLS ..eovvveieiieniieeiiieieeeie et ettt e ete et e e e e e bt e saaeebeesaaeenbeessseenseessseenseessneensees 88
4.3.1 Campai@n [AENTILY .....ccveeiiiiiieeiieeie ettt ettt et saee b seaeennees 88
4.3.2 Campai@n Hasta@s..........cccueriiiriiieiieiie ettt ettt ebe et eebeessaeennees 89
4.3.3 Campai@n TagliNe .......ccccuvieiiiieiiieciee et e e e e e eaaee s 89
4.3.4 WRHAt t0 SAY .utiiiiiiieiie ettt ettt e e e e e e e e enraeennaee s 89
4.3.5 HOW T0 SAY ettt ettt et 90
4.3.6 CommuNICatiON StrALEEY .....coueeriruririieiieiienieerieete sttt ettt et saeesre e saee s 90
4.3.7 TONE OF VOICE...uueiintieiiieiieee ettt ettt ettt sseeeaneas 90
4.4 VISUAL CONCRPLS ..euvieiiieniieeite ettt ettt ettt et ettt et e e bt e sateeabeessteenbeessbeenbeesnseenseas 90
4.4.1 DESIZN SEYLL ..ttt 90
4.4.2 LayOUt/GIId .....eooiiieiieciie ettt ettt et e e e e teessbeesaeeenseensaeennees 92
443 COl0T it 93
N 51 Yo SRR 94
Tl 10104 21 o) 1 RSP 95
44,6 PACKAZING .....evieeiiieeiiie et etee ettt e et e et e e e tee e st e e s aeeesnseeessseeennseeennseeennnee s 96
AT BOAId ...ttt 96
A48 PAWI ..ottt ettt et aees 99
O ¢« OO SUPOPSUTRO 99
4.4. 10 GUIAEDOOK ..ottt ettt et e e eees 100
4.5 MEAIA CONCEPL.....eeeieeiiieiieeiieeiieette ettt e ete et e st eesttesateesateesseesteesaseeseesnseenseesseennsaans 100
4.5.1 Supporting Media.........ceecuieiieiiiieiieeiierie ettt ettt et 108
4.6 Design AILEINATIVE .....c.viieuiieiieiiie ettt ettt ettt ettt e e et eesteeebeesseeebeessaesnseesnnaans 111
4.6.1 LOZO SKELCH ..ottt et 111
4.6.2 Feeds Instagram SKEtCh ..........ccccuiieiiiiiiiiicieeeeee e 112
4.6.3 Character SKEtCRS ......ccuiiiiiiiiiiie e 113



4.6.4 Board SKEtCh «.coooeieiieeeee 115

6.4.5 Board Game Packaging SKetCh..........cccoeviiiiiiiiiiiiiiieccee e 116
4.6.6 Sketsa Kartu Permainan ...........ccocceevuerienieienienieeieeiesceee e 116
4.6.7 Monster Character SKetCh ..........coiiviiriiriiiinieieceeeeecee e 117
4.6.8 AMDbIeNt MEdIa.....c.eovuiriiiiiieiieieeie et 119
4.7 Desi@n Validation ........cceeeiiiiiiiiie ettt ste e e e aeeesaeeessaeeessseeesnseeennseeas 120
4.7.1 LOZO DESIZN ..eeieiiiieiiieeiiieeiiee ettt e e e et e e et e e saeeesebaeesssaeessseeesseeennnes 120
4773 GAIMNES. ..ttt ettt et ettt ettt ettt e ettt ettt et e et e et eeate 123
5.7.4 TestiMONIAl.....cc.ooiiiiiiiieiiie e 126
4.8 Design IMpPlementation ..........c.ceeiieriieriieniieie ettt st te b iee et e saeeeas 126
4.8.1 Implementation of the Main Media DeSign ..........cccceeeveenieeiieniiiiieieeee 126
4.8.2 Implementation of Supporting Media Design............coceevieeiiieniiiiiienieeienne, 127
4.9 Production BUA@EL .........cccuieiiiiiiiiiecieeieece ettt et e ve et e e e ereesene e 131
BAB V CONCLUSION .. 133
1.1 CONCIUCTION ...ttt ettt ettt ettt et et e naeeeabeenaee 133
LN Lo o] o ) 1 PSPPSR 133
133030 B 10 1€ 72N g & I 135
APPENDIX coucutiiiiiinninsnissensnsssissesssesssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssns 137

xi



LIST OF FIGURES

Figure 1.1 Internet Level Growth in Indonesia in 2023-2025.........ccoeeevieeeiieeeieeeeiee e 2
Figure 1.2 Planning FIOW SCheme...........ccccioiiiiiiiiiiceece e 7
Figure 2.1 Anatomy 0f the EYe.......cccciiiiiiiiiiiiiiciiceee e 18
Figure 2.2 Child DevelOPmMEnt...........cccuiieiiiieeiiieciieeeiie ettt eeree e e e e eaeeeaeeesnaee e 23
Figure 2.3 Children’s Cognitive Development...........c.cccveeciienieeiienieeiieie e 23
Figure 2.4 Social Developmenst of Children Emotional Children..........c..cccccoeeviniinnnnne. 25
FIUIE 2.5 UNILY...ooiiiiiiiiieiicce ettt e s e e e e eetbeeesaeeennseesnnneeeas 31
Figure 2.6 Balance...........coocuiiiiiiiiiiiieeeee ettt 31
Figure 2.7 Propotion.......oooiiiiiiiieiiteiie ettt ettt sttt e et e et e aee e 32
Figure 2.8 Rhythim........ccoooiiiiiiiiie et 33
Figure 2.9 Domination.........cccuoeiuiiiiiiiieiieeiieete ettt st sae et e b 33
Figure 2.10 TipOZraphy.......cocciiiiiiieeiiie ettt e stee s tee e saee e sree e esbeeeenaeeennreeenns 34
FigUIe 2. 11 Serifi....coiiiiiiiiiiiiee ettt 34
Figure 2.12 Sans Serif........coouioiiiiiii e e 35
Figure 2.13 S1ab Serif.......coooiiii e 36
FAGUI'@ 2. 14 SCIIPL....iiiiiiiiieteete ettt ettt st 36

Figure 2.15 RGB and CMYK COlOTS.......cooiiiiiiiiiiieiiieieeeeeeeeeee e 37

Figure 2.16 Indera Program Puskesmas Porong............cc.ccccevieveiniiniininicnicncnieneeene 41
Figure 2.17 Car Free Day Public Cervice ACHVItIES. ......covueeriieriiinieiieenieeiceiee e 42
Figure 2.18 Gerakan Masyarakat Hidup Sehat Logo.........ccccooieviniiniiiiniiniiiciccee 50

Figure 2.19 Gerakan Masyarakat Hidup Sehat Campaign...........ccccceevvveeeciveeniieeenieeeeen. 51

Figure 2.20 Gerakan Masyarakat Hidup Sehat Campaign...........ccccceeevveenciveeniieeenieeenen. 51

xii



Figure 3.1 Observation in Public Places..........c.ccoceviiiiiiiniiniiiieneeeceeeeecea 68

Figure 3.2 Interview with Health Professionals at the Puskesmas Porong....................... 70
Figure 3.3 Interview with Parents of 5-Year-Old Children............cccooceeviniinenninennnne 71
Figure 3.4 Interview with Parents of 7 and 10 -Year-Old Children..............cccceeevveenneenn. 73
Figure 3.5 Interview with Parents of 7-Year-Old Children............ccccooceevieniiniininiennne 74
Figure 3.6 Early Childhood Gadget user QUeStionnaire.............cocoevviueerueeruereenieseeneennens 76
Figure 3.7 Average Duration of use of Children’s Gadget............coceeverviriiniinenncnnene 76
Figure 3.8 Difficulty Limiting the use of Gadgets in Children............cccccovveveeiiniennenne 77
Figure 3.9 Limit the Duration of Gadget Use in Children.............coccoveviniiniinincnnne 77
Figure 3.10 Children’s Eye Symptoms Due to Playing Gadgets...........c.cccevveevrienrennnnnn. 78
Figure 3.11 Early Childhood Activities when Using Gadgets.........c.cccoceevueeienvcnennnenne. 78
Figure 3.12 Public Understanding of Children’s Eye Health..............ccccccoevviinnnnnnnn. 79

Figure 3.13 Types of Creative Activities for Children..........c.cccooceiiiiniiniiiniiniieen 79

Figure 3.14 Characteristic of Educational Games of Children...........c..ccccccoveivenincnnn. 80
Figure 3.15 Consumer Jouney Respondent Profile...........ccccoeevviieiiiiniiiiniiiiieciee 81

Figure 4.1 Concept FOrmulation...........c.ccocoviiiiiiiniiiiniiicienccceeeeeee e 86
Figure 4.2 Example of Instagram Feeds.........c.cccoiiiiiiiiiiiiceece 91

Figure 4.3 Example Instagram Story........ccccooviriiriiiiniiniiiececeseeeee e 91

Figure 4.4 Example Style Iustration...........coccoviiiiiiniiiiiiiiceeeeeeeeeee e 91

Figure 4.5 Picture Window Layout...........ccocoiiiiiiiiiiiiieceeeeeeeee e 92
Figure 4.6 Big Type LayOuL........cocooiiiiiiriiiiiiiieieeeeeete ettt 93
Figure 4.7 Color Pallete.........coouiiiiiiiiiie e 93
Figure 4.8 Logo EXamMPIES......ccccooiiiiiiiiiiiiniiecteeeeee et 94
Figure 4.9 FOnt COMY.....cccuoiiiiiiiiiiii ettt sttt 95



Figure 4.10 FONt POPPINS.......cc.ooiiiiiiiiiiiiiieiie ettt ettt ve e eveesene s 95

Figure 4.11 Board Game PaKcaging...........ccccuvevcuiiieiiieeiiieeiieecee et 96
Figure 4.12 Board Game of Life..........cccoeviiiiiiiiiiiiiicieccceece e 97
Figure 4.13 Roblox Board Game Insanity..........ccccceevueeeviieeiiieeieeeee e 97
Figure 4.14 Go-Taru Educational Games.............ccccuevuiieiienieeiiienieeieesee e 98
Figure 4.15 Memory MatCh..........cccooiiiiiiiiiiiieicceeeeeee e 98
Figure 4.16 Pawn Board Game.............coceviiiiriiiiiniiiiiceciceeeeceee et 99
Figure 4.17 Card Board Game..............ccceeviieriieiiiieiieeie ettt sveesaee e eee 100
Figure 4.18 Online and Offline Campaign............cocvevveniriinieniniienecneeeeeeee e 101
Figure 4.19 Logo Brainstorming..............cceeeveeviienieenieenveeneenne. prveenreeereeereenaeeeraenraans 111
Figure 4.20 Logo Sketch AIternative.........coccoeeviieiiiriinienienienecieecrecceeee e 111
Figure 4.21 Instagram Feeds SKetCh...........occviiiiiiiiiiiiiiiiiicecceeeeee e 112
Figure 4.22 Character Reference of Ophthalmologist...........ccccevvieeriiiiinciieeniieeieeee, 113
Figure 4.23 Character Design Reference for Children Aged 5-10 Years..........cc.c...... 114
Figure 4.24 Character Sketch AIternatives..........c.coevvvveeiiieeiiieeiieeeeeeee e 114
Figure 4.25 Level 1 Game Board SKetch..........ccccooiiiiniiiniicce 115
Figure 4.26 Level 2 Game Board SKetch...........ooocuiviiiiiiiiiiiieeceeeeeee e 115
Figure 4.27 Sketch of Board Game Packaging...........cccccoveveriiniininiinicniiicnicnene 116
Figure 4.28 Level 1 Board Game Card SKetch..........cccovvvviiieniiiinieecieeeieeeee e 116
Figure 4.29 Level 2 Board Game Card SKetch..........cccoveeviiieiiiinieeeieeeeeceee e 117

Figure 4.30 Zilau Monster Pawn Sketch.................ciiiiiieen 118

Figure 4.31 Lupaw Monster Pawn SKetch..........coccoiiiiiniieeee, 118
Figure 4.32 Malazo Monster Pawn SKetch............ccccoeviniiiiniininiiccceee, 119
Figure 4.33 Ambient Media SKetCh.........ccocoiiiiiiiiiiiieeen 119

Xiv



Figure 4.34 Comprehensive AKST GEMAS L0ZO0......ccccevirieniinienienieienienieeienene 120

Figure 4.35 Validation of the AKST GEMAS LOZO0......cccceeviiieiiieiieeciee e, 120
Figure 4.36 Validation of the AKSI GEMAS Logo Design.........cccceceeevvienveecreennnnnne. 121
Figure 4.37 Final Design of the AKSI GEMAS L0ZO......ccccveeeiiiiriieeeiieeiee e, 121
Figure 4.38 Comprehensive Character of AKSI GEMAS.........cccoooiiiiiniieiieieee, 121
Figure 4.39 Character Validation AKSI GEMAS.........ccoooiiiiieiieeeeeeeee e 122
Figure 4.40 Validation of the Character Design of AKSI GEMAS...........cccocvneene. 122
Figure 4.41 Final AKSI GEMAS Character Design.........ccccoeevverieeriienieeciienieeneene, 122
Figure 4.42 Comprehensive Board...........c.cooiiiiiiiiiiniiiiiciicicccceceecee 123
Figure 4.43 Comprehensive Level 1 Board Game Cards.........ccccccvevvieiienieeiiennnnnn. 124
Figure 4.44 Comprehensive Level 2 Board Game Cards..........cccccecevieninnicniinennns 124
Figure 4.45 Comprehensive Character Design Pawn..........c.cccceeeveniieiiienienieennn, 124
Figure 4.46 Comprehensive Board Game Packaging............c.ccccoeevvvvriiveiniiennieennen. 125
Figure 4.47 GUidebOoK..........cocuiiiiiiiiiiriiiiiceeeeeeee e 125
Figure 4.48 Testimonial Board Game............ccccoeeviiiieniiienieecieeeeeeee e 126
Figure 4.49 Instagram Feed Implementation..........c..cccceeveerieiiniieniineniiinicnenienene 127
Figure 4.50 Board Game Implementation............ccceecvveeeciieeeiiieeniieeniee e eieee e 127
Figure 4.51 Implementasi BrosSur...........cccccoeeviiiiiiiiiniiniicecceceeeeeeee 127
Figure 4.52 Poster Implementation.............cccccueeeriieeniieeiieeeiieeeee e 128
Figure 4.53 X-Banner Implementation.............c.cooovuvieiiieeiiieciieeeeeeeee e 128
Figure 4.54 Note Book Implementation..............ccceeecuieiienieiiienieeieeciecieeee e 129
Figure 4.55 Ballpoint Pen Implementation............ccccceevevieeriieieieeiiiee e 129
Figure 4.56 Tumblr Implementation.............cccueeiieiiieiiiiiiienie e 129
Figure 4.57 Totebag Implementation.............ccccueeevieeeiieeniieeeiie e e 130

XV



Figure 4.58 T-Shirt Implementation..........c.ccocevieririenienirienieeeeseeeeee e 130

Figure 4.59 Pin Implementation..........c..cocvieeiiieeiieeeieeeie et eeeeeseee e 130
Figure 4.60 Keychain Implementation............c.cccveeiienieeiieenieeiieie e 131
Figure 4.61 Sticker Pack Implementation.............ccceeevviieriieeeciieecie e 131
Figure 4.62 Ambient Media Implementation..............ceceveeverieninnienieneeienieneeene 131

XVi



LIST OF TABLES

Table 2.1 Media Analysis of the Puskesmas Porong.............ccoceevieniienienciiinieeieeeeee, 44
Table 2.2 Comparative Study ANALYSIS......ccveeriieeiiieeiiieeeieeeeieeeeree e esveeeereeesereeeeneas 53
Table 3.1 CONSUMET JOUIMEY ........ceiriiieiiieeeiieerieee et e et et et eesaeeesbeeesabeeesnseeeaseeennnes 82
Table 4.1 Campaign TimElINe..........cceeriiiiiiiiniieiieie et 102
Table 4.2 Color Description of AISAS Stages.........coceevuiriireeieniinieeeeceee e 102
Table 4.3 Campaign Work Program............ccccccueeuiiiiiiiiiiiiiieiecicece e 103
Table 4.4 Social Media Plan Content.............coceeriiiiiiiiiiiienie et 105
Table 4.5 Print Media Production CoOStS...........eeeerieriieriirienieieeiesieeie e 132

XVii



T o mmo 0w

— -

LIST OF APPENDIX

ASSIStANCE FOTMN ittt 137
Obsevation Documentation..........c.eeiueerieeiiienie e 140
Interview Documentation..........cc.eeuerierierienienienieseee e 140
Consumer Journey Documentation..........c.ceceerieeriieriieerieenieesieenieesreesneeeeens 142
Children Aged 5-10 Years Documentation.............ccceuveevveeeeieeeeeveescnveesneeenns 142
TEStIMONIAL ......eiiiiiiiieie ettt et et 143
Exhibition DocUmMentation.............cecuerierierieneeniieiesiieie e 143
Campaign DOCUMENTATION. .......cccvieriiieiieriieeieeree et eiee e esteeereeseeereeseeeaneens 144
Validation AttaChment...........cooiieiiiiiiiiiieie e 146
Questionnaire Attachment..............ooovveiiiiiiiii e 149

XViii



