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ABSTRAK

Saat ini televisi masih mendominasi media informasi di Indonesia. Namun,
banyak diantaranya yang masi#Tnétanggar kode etik penyiaran. Berbagali
peringatan juga terus dijlayangkan jeleh, Komisi Penyiaran Indonesia atas hal
tersebut. Namun seolalt jtidak .ada/'etek Jera, \program-program televisi yang
melanggar terus bermumiculan.

Pengkarya mefesponspersodlan-tersebut“dengan menjadikannya ide objek
untuk kemudian diprogluksi datam wujud katya seni /Pengolahan isu permasalahan
program tayangan telewStke dalam bentuk karya senididukung dengan rangsangan
aktualitas teknologi béfupa Virtual Reality (disigkat VR). Perangkat Virtual
Reality, yaitu ‘Kacamata. Viyruad” Reatrty’ dimaknai sebagai ‘sudut pandang’
pengkarya merespon persoatal tlilatas. Secara.garis besar, visual karya ini berupa
televisi dengan tayangan kumpulan+otage pelanggaran kode etik penyiaran secara
spherical. Hal tersebut ditujukan kepada masyarakat agar mereka memiliki
kepekaan terhadap kondisi tayangan program televisi bangsanya.

Kata Kunci: program televisi, pelanggaran, virtual reality.



“KACAMATA LAYARKACA INDONESIA”
Critics of Television Program
In Video Virtual Reality

Written Project Report
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By Deka Pratama Satya Alam

ABSTRACT

Television is the main media transformation in Indonesia nowadays.
However, many of the informatiog-contatinappropriate contents which are found
violating the regulation of’ broadcasting. This phgromena still happening although
many have been warned/ bywdndenesia Comigsion of Broadcasting (Komisi
Penyiaran Indonesia).

These issues were studigd ana-criticized by, the author as artwork creation.
The process of production, is supparted-by|virtuakreality (VR) technology. VR is
the device which contais:\/R glassas.interpretediby author's point of views where
the author recently respong-to'the 18sue above. As-an outline of this work, the visual
of this video is in television*s-farm and.glaying with footage of TV program's
violation on spherical effects. By dotrig this, the author hopes to build up the
awareness and sensitivity of the society about the violation in the content of national
television programs.

Keywords: television program, violation, virtual reality
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