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PERANCANGAN CERITA INTERAKTIF SEBAGAI MEDIA
UNTUK MENINGKATKAN AWARENESS TENTANG

MATERNAL DEPRESSION

(Ivena Valentine Ferischa)

ABSTRAK

Kondisi depresi tidak lepas dari gender, wanita, apalagi seorang ibu rentan
mengalaminya, apalagi pada ibu yang sedang mengandung hingga ia
mempunyai anak. Efeknya berdampak pada pola pengasuhan pada anak, dan
ketidakmampuan dirinya merawat diri sendiri maupun keluarga. Hasil
penelitian memperlihatkan bahwa, masa setelah melahirkan merupakan masa
dimana ibu sangat dependan dengan keluarganya. Maka, dukungan sosial
begitu penting bagi ibu dalam bentuk afirmasi positif, serta kehadiran pihak
terdekatnya, supaya bisa membantu menanggulangi gangguan perasaan yang
dialami seorang ibu tersebut. Bentuk dukungan dapat diperoleh lewat
wawasan edukasi, tidak hanya dari pihak ibu saja tetapi keluarga dan
terdekatnya juga perlu terlibat tentang kesehatan mental dan motherhood
sebagai upaya capaian pemahaman kedua belah pihak. Dalam perancangan
ini, penulis menggambarkan what-if solution berupa media interaktif dengan
pendekatan transmedia yang bisa membangun partisipasi ibu sebagai audiens,
dan ikut melibatkan pihak terdekat ibu sebagai support system. Ditambahkan
dengan storytelling yang mampu memberi informasi edukasi, serta
pemahaman yang mendidik dan personal.

Kata kunci: depresi, ibu, dukungan sosial, storytelling
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INTERACTIVE STORYTELLING DESIGN AS A MEDIATO

INCREASE AWARENESS ABOUT MATERNAL DEPRESSION

(Ivena Valentine Ferischa)

ABSTRACT (English)

The condition of depression cannot be separated from gender, women,
moreover a mother is prone to experiencing it, especially for mothers who
are pregnant and have children. The effect has an impact on parenting
patterns for children, and their inability to care for themselves and their
families. The results of the study show that the period after giving birth is a
period when the mother is very dependent on her family. So, social support is
important for mothers in the form of positive affirmations, as well as the
presence of those closest to them, so that they can help overcome the
emotional disturbance experienced by a mother. Forms of support can be
obtained through educational insights, not only from the mother's side, but
her family and closest ones also need to be involved about mental health and
motherhood awareness as an effort to achieve understanding of both parties.
In this design, the author uses a what-if solution in the form of interactive
media with transmedia approach that can build the participation of mothers
as an audience, and involve those closest to the mother as a support system.
Added with storytelling which is able to provide educational information, as
well as educational and personal understanding.

Keywords: depression, mother, social support, storytelling
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