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PERANCANGAN WEBSITE STORYTELLING TENTANG 

DISORGANIZED ATTACHMENT STYLE 

 UNTUK DEWASA MUDA  

 (Melvy Eka Putri) 

ABSTRAK 

Disorganized attachment style adalah gaya kelekatan dengan kecemasan 
(image of self) tinggi dan penghindaran tinggi (image of others) dalam 
individu. Sikap disorganized attachment style tidak dapat diprediksi dan 
dapat membuat hubungan baik dalah karir, sosial, manupun romantis 
membingungkan. Hal ini dapat membuat dewasa muda yang memulai hidup 
dengan hubungan karir dan romantis menjadi rentan terhadap berbagai 
gangguan mental seperti personality disorder dan depresi. Dilakukan 
pengumpulan data dengan berbagai metode untuk merancang media 
informasi. Pengumpulan data kualitatif adalah wawancara, studi referensi, 
observasi dan studi eksisting. Pengumpulan data untuk data kuantitatif 
digunakan dengan kuisioner. Metode perancangan yang digunakan adalah 
proses mengembangkan media interaktif oleh Griffey. Media perancangan 
utama adalah situs storytelling informatif yang dapat menyentuh secara 
personal dapat membantu dewasa muda dalam hubungan yang sedang 
dijalani. Situs memiliki fitur informasi, cerita, artikel, event, dan kontak. Situs 
bercerita tentang Mimosa yang memiliki disorganized attachment dan 
bersembunyi dari teman baiknya Rafin dibalik bunglon. Media perancangan 
sekunder adalah iklan overlay Youtube, iklan story Instagram, stiker 
WhatsApp, dan pin. Berdasarkan alpha test dan beta test, situs storytelling 
dapat memberikan informasi tentang disorganized attachment. 
 
Kata kunci: attachment, storytelling, dewasa muda, situs 
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DESIGNING STORYTELLING WEBSITE ABOUT 

DISORGANIZED ATTACHMENT STYLE FOR YOUNG ADULTS 

 (Melvy Eka Putri) 

ABSTRACT (English) 

Disorganized attachment style an attachment style with high anxiety (image 
of self) and high avoidance (image of others). This makes them unpredictable 
and confusing in relationship whether it is career, social, or romantic. Young 
adults is the times where people begins a lot of their serious relationship in 
those aspect and disorganized attachment can significantly affect such 
relationship in negative way. This will make the vulnerable towards all kinds 
of mental disorders such as personality disorders and depression. Method 
used for qualitative data are expert interview, existing study, reference study, 
and observation while the method used for quantitative data is survey. The 
methods for designs that is used is Griffey's interactive media design 
development. This makes the creation of storytelling website being an 
effective main media to give light to this issue. In this site user can access 
various information, articles, events, contact, and story about this issue. The 
story in the site is about a girl named Mimosa that has disorganized 
attachment and cope with her interpersonal problems by replacing herself 
with a chameleon robot to talk to her best friend Rafin. The process of 
designing also include a secondary media that advertise the site using 
youtube overlay, instagram story, WA stickers, and a pin. Based on the results 
of alpha and beta test, storytelling site is capable of giving information about 
disorganized attachment. 
 
Keywords: attachment, storytelling, young adults, website 
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