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UNTUK REMAJA USIA 17 - 23 TAHUN

(Julian)

ABSTRAK

Depresi adalah masalah emosional yang dapat mengganggu produktivitas dan
kehidupan sehari-hari. Untuk menanggulanginya dapat digunakan
pemahaman akan self-worth mencapai kognisi mental yang sehat terkait diri.
Depresi sendiri paling lazim ditemukan pada remaja diatas umur 15 tahun
dimana seseorang baru mulai mencari jati diri dan merintis karir yang penuh
ketidakstabilan. Dalam perancangan digunakan kisah Ken Arok untuk
pembelajaran self-worth, karena ceritanya yang meresonansi dengan prinsip
self-worth seperti memiliki fokus terhadap suatu tujuan dan menggunakan
penilaian yang objektif terhadap diri. Dalam penelitiannya, penulis
menggunakan metode penelitian campuran. Data yang diperoleh berupa data
kuantitatif dan kualitatif. Data kuantitatif diperoleh melalui penyebaran
kuesioner sedangkan data kualitatif diperoleh melalui wawancara.

Kata kunci: Depresi, Self-worth, Ken Arok, Remaja, Visual Novel
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VISUAL NOVEL DESIGN BASED ON KEN AROK FOR

YOUNG ADULTS AGED 17 - 23

(Julian)

ABSTRACT (English)

Depression is an emotional disorder which could disrupt someone’s
productivity and daily lives. To counteract it, the study of self-worth could be
used to help reach a healthy cognition in regards to one’s self. Depression
itself is most prevalent in teenagers aged more than 15 years old when a
person has only just begun finding themselves and building their career which
is full of instability. In this design, the story of Ken Arok is used to advocate
self-worth, taking into account the story which resonates with the principles
of self-worth such as to focus on a goal and objectively evaluate oneself. In
his research, the writer uses the mixed method research. The resulting data
comes in the form of quantitative and qualitative data. Quantitative data are
acquired by spreading questionnaire and qualitative data acquired through
interviews.

Keywords: Depression, Self-worth, Ken Arok, Teenager, Visual Novel
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