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Action Figure banyak digemari oleh remaja maupun dewasa, namun Globalisasi
membuat action figure tokoh Indonesia mulai tergeser. Salah satu tokoh Indonesia
merupakan wayang Jawa Barat. Saat ini remaja susah mengenal wayang karena
dianggap tradisional dan tidak modern, padahal tokoh wayang Jawa Barat memiliki
karakter yang unik dan menarik.

Oleh karena itu, perancangan ini bertujuan untuk mengenalkan action figure kepada
remaja kota Bandung. Action figure tidak hanya berasal dari tokoh luar negeri saja,
Indonesia memiliki tokoh wayang Jawa Barat dengan nilai budaya yang menarik.
Tokoh wayang Jawa Barat juga memiliki karakter yang unik dan harus diperkenalkan
kepada masyarakat secara turun temurun dengan berbagai media yang efektif.

Pemecahan masalah tersebut dapat diselesaikan dengan membuat sebuah kampanye
promosi yang dapat memberikan keseluruhan informasi secara lengkap di sosial media
seperti Instagram, dan Facebook. Kampanye yang dirancang dengan gaya visual yang
menarik berupa Toy Photography, agar menarik dan mudah dimengerti para remaja.
Selain media sosial sebagai media utama, digunakan juga media promosi sebagai
media pendukung berupa Billboard, Papercraft, Gimmick, dan Action Figure. Melalui
perancangan kampanye ini diharapkan masyarakat lebih mencintai tokoh tokoh
Indonesia terutama wayang Jawa Barat melalui Action Figure Wayang.
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ABSTRACT

Introducing Traditional Puppets
From West Java called “Wayang”
To Bandung’s Teenagers Through Action Figures

Submitted by
Daniel Sandi
NRP 1464023

Nowadays, action figures are very popular with teenagers and adults, however due to the
impact of globalization, Indonesian character have been shifted. One of the characters from
Indonesia is Wayang from West Java. Unfortunately, teenagers are already difficult to
recognize it because it is not as modern as foreign actionfigures, where as wayang/ puppets
have unique and appealing characters and able tom compete with foreign characters.

Hence, the purpose of this thesis is to introduce teenagers in Bandung that action figures are
not only from abroad, nevertheless Indonesia also has a unique character who has big cultural
values. In addition, this indonesian character must be introduced from generation to
generation by using proper media.

This problem can be solved by making a promotional campaign that can give plethora of
information in social media such as, Instagram and Facebook. This campaign is designed with
a good visual attracting wich is Toy Photography, so the teenagers will easily to understand
it. Besides social media as the main media, this campaign also uses other media such as
billboard, papercraft, gimmick, and action figure itself. Through this campaign, it is hoped
that the society will appreciate Indonesia figures, especially wayang from West Java.

Keywords : action figure; campaign; promotion; photography; social media; West Java
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