ABSTRAK

Chandiwati, Agatha Gabriella :
Iklan Layanan Masyarakat
Perancangan Komunikasi Visual “Bermain Video Game itu Sehat dan
Kreatif” Sebagai Kampanye Game Pump It Up untuk Remaja

Iklan layanan masyarakat ini berisi kampanye tentang mengajak remaja
untuk mulai memperhatikan kesehatan tubuh mereka dengan cara bermain video
game Pump It Up. Banyak anak remaja yang tidak memperhatikan kesehatan tubuh
mereka, malas berolahraga dan lebih senang bermain video game. Sehingga melalui
iklan layanan masyarakat ini diharapkan remaja mulai memperhatikan dan menjaga
kesehatan tubuh mereka dengan cara berolahraga yang menyenangkan yaitu dengan
mengajak mereka bermain Pump It Up.

Kata kunci :
Iklan Layanan Masyarakat, Game, Olahraga, Kesehatan.

ABSTRACT

Chandiwati, Agatha Gabriella:
Public service announcements
Visual Communication Design "Playing Video Games is Healthy and
Creative" As Campaign Game Pump It Up for Teens

This public service announcement is about campaign to invite teens to start paying
attention to their physical health by playing Pump It Up video game. Many young
people who do not paying attention to their physical health, lazy to exercise and
more happier playing video games. So through this public service announcements
are expected teenagers begin to pay attention and maintain their physical health by
exercising fun by referring them to play Pump It Up.

Keywords : Public Service Announcements, Games, Sports, Health.
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