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PERANCANGAN WEBSITE KAMPANYE INTERAKTIF 

MENGENAI PENGELOLAAN SAMPAH DI KAWASAN 

TAMAN WISATA ALAM HUTAN MANGROVE ANGKE 

KAPUK 

 Angeline Selly Aurelya 

ABSTRAK 

Kota Jakarta rawan akan peningkatan volume air laut karena penurunan 
permukaan tanahnya. Hutan mangrove bisa menjadi solusi dari permasalahan 
tersebut. Jakarta memiliki solusi tersebut di Taman Wisata Alam Hutan 
Mangrove di Angke Kapuk. Hutan mangrove bisa menahan erosi pantai 
sekaligus mencegah pemanasan global. Namun sebagai hutan ekosistem, 
TWA Hutan Mangrove Angke masih memiliki banyak sampah. Sampah 
adalah salah satu ancaman bagi pohon mangrove karena sampah menjadi 
factor terbesar kematian pohon mangrove disana. Oleh karena itu, penulis 
merancang kampanye interaktif mengenai pengelolaan sampah di Kawasan 
Taman Wisata Alam Hutan Mangrove Angke Kapuk untuk mengajak 
masyarakat ikut melestarikan pohon mangrove. Penulis menggunakan 
metodologi penelitian Human Centered Design yang memiliki 3 tahapan 
utama yaitu inspiration, ideation, dan implementation. Pada tahapan 
inspiration penulis menggunakan metode kualitatif dalam pengumpulan data, 
yakni wawancara dan observasi. Dari hasil penelitian, penulis mengetahui 
pengelolaan sampah yang dilakukan pihak TWA Hutan Mangrove Angke 
Kapuk, dan kekurangan dari pihak pengelolaan sampah di Kawasan tersebut 
serta kondisi sampah dan juga tanaman mangrove di Kawasan tersebut 
sekarang. Pada tahapan ideation penulis mengolah data yang sudah 
didapatkan menjadi sebuah Prototype website yang nantinya akan di testing 
pada tahapan implementation.  
 
Kata kunci: Pengelolaan Sampah, Mangrove, Kampanye 
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DESIGN OF INTERACTIVE CAMPAIGN WEBSITE 

REGARDING WASTE MANAGEMENT IN THE ANGKE KAPUK 

MANGROVE TOURISM PARK AREA 

 Angeline Selly Aurelya 

ABSTRACT (English) 

The city of Jakarta is prone to an increase in seawater volume due to 

subsidence of the land surface. Mangrove forests can be a solution to this 

problem. Jakarta has such a solution at the Mangrove Forest Natural 

Tourism Park in Angke Kapuk. Mangrove forests can prevent coastal erosion 

while preventing global warming. However, as an ecosystem forest, TWA 

Angke Mangrove Forest still contains a lot of waste. Garbage is a threat to 

mangrove trees because waste is the biggest factor in the death of mangrove 

trees there. Therefore, the authors designed an interactive campaign on waste 

management in the Angke Kapuk Mangrove Forest Natural Tourism Park to 

invite the public to participate in preserving mangrove trees. The author uses 

the Human Centered Design research methodology which has 3 main 

inspiration, ideation, ang implementation. At the inspiration stage the author 

uses qualitative methods in collecting data, namely interviews and 

observations. From the research results, the authors know about the waste 

management carried out by the TWA Angke Kapuk mangrove Forest, and the 

shortcomings of the waste management in the area as well as the current 

condition of the waste and mangrove plants in the area. At the ideation stage 

the author processes the data that has been obtained into a website Prototype 

which will later be tested at the implementation stage. 

 

Keywords: Waste management, Mangrove, Campaign 
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