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ABSTRAK

Set desain merupakan tahapan kegiatan dalam suatu produksi seni perutnjukan
baik drama maupun film. Tahapan ini berfokus dalam merancang, mengatur, dan
membangun lingkungan fisik desain latar dimana karakter akan berinteraksi di
dalamnya. Set desain dapat membantu menentukan latar tempat, latar waktu, dan
mendukung penggambaran suasana adegan. Di dalam tugas ini dilakukan kegiatan
perancangan dalam memvisualisasikan desain latar/set design berdasarkan novel
The Cat Who Saved Books karya Sosuke Natsukawa. Novel ini bercerita mengenai
seorang siswa SMA yang mewarisi toko buku bekas milik mendiang kakeknya dan
berkeliling di dunia fantasi bersama seekor kucing yang bisa berbicara, berlatar
cerita di sebuah toko buku bekas di pinggiran kota tua di Jepang, Toko Buku
Natsuki memiliki koleksi buku karya sastra lama dan perabotan yang tua. Gaya
retro dipilih berdasarkan dari melakukan interpretasi teks novel yang dimana Toko
Buku Natsuki memiliki tampilan fasad dari bangunan rumah toko di Jepang pada
era Showa. Riset dan pengumpulan data melalui pencarian di internet, film arau
serial tv, maupun game yang memiliki tema serupa sebagai referensi dalam

memperkaya hasil desain.

Kata Kunci: Visualisasi, Set desain, Toko buku
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ABSTRACT

Set design is a stage of activity in a production of both drama and film. This
stage focuses on designing, organizing, and building the physical environment of
the set design where the characters will interact in. Set design can help determine
the place setting, time setting, and support the depiction of the atmosphere of the
scene. In this assignment, design activities are carried out in visualizing the set
design based on the novel The Cat Who Saved Books by Sosuke Natsukawa. The
novel tells the story of a high school student who inherits his late grandfather's used
bookstore and travels in a fantasy world with a talking cat, set in a used bookstore
on the outskirts of an old town in Japan, Natsuki Bookstore has a collection of old
literary works and old furniture. The retro style was chosen based on interpreting
the text of the novel, in which Natsuki Bookstore has the facade of a Showa-era
Japanese shop house. Research and data collection through internet searches,
movies or TV series, and games that have similar themes as references in enriching

the design results.

Keyword: Visualization, Set Design, Bookstor
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