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PERANCANGAN VISUAL NOVEL TENTANG SOCIAL
ANXIETY DISORDER UNTUK DEWASA MUDA

Marcella Tyoes Huibu

ABSTRAK

Social Anxiety Disorder (SAD) adalah salah satu gangguan kecemasan umum
yang dialami orang. Gangguan ini memengaruhi tindakan seseorang dalam
situasi sosial, di mana mereka akan merasakan penilaian terus-menerus dari
orang-orang di sekitarnya. Meskipun SAD muncul pada masa kanak-kanak,
tetapi seseorang hanya dapat didiagnosis mengidap SAD setelah mereka
mencapai usia dewasa. Meskipun gangguan ini umum terjadi, masih terdapat
kesalahpahaman di masyarakat tentang penderita SAD. Mereka dianggap
sebagai orang-orang yang memiliki kepribadian introvert, pemalu atau anti
sosial, padahal tidak demikian. Tidak hanya itu, di Indonesia sendiri, mencari
bantuan psikolog dianggap tidak mensyukuri hal-hal yang diberikan dalam
hidup. Tuduhan ini mencegah mereka yang menderita SAD untuk berhenti
mencari bantuan dari luar, meskipun bantuan itu sangat penting bagi mereka
untuk mengendalikan SAD mereka. Menggunakan metodologi desain oleh
Toiya Kristen Finley dalam bukunya, “Branching Story, Unlocked Dialogue
Designing and Writing Visual Novels”, penulis berupaya merancang novel
visual tentang Gangguan Kecemasan Sosial untuk dewasa muda untuk
mendidik mereka yang menderita SAD dan mereka yang tidak tentang
gangguan itu sendiri.

Kata kunci: Social Anxiety Disorder, Visual Novel, Psikologis
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DESIGNING A VISUAL NOVEL ABOUT SOCIAL ANXIETY

DISORDER FOR YOUNG ADULTS

Marcella Tyoes Huibu

ABSTRACT (English)

Saocial Anxiety Disorder (SAD) is one of the common anxiety disorders that
people experience. This disorder affects how someone acts in a social
situation, where they will feel the constant judgement of those around them.
Even though SAD appears during childhood, but one can only be diagnosed
as having SAD once they have reached adulthood. Even though this disorder
is common, they are still misconceptions in society about those with SAD.
They are deemed as people who have an introverted or shy personality, or
anti-social, when it is none of those. Not only that, in Indonesia itself, seeking
outside help from psychologist is deemed as them not being grateful for the
things they are given in life. These accusations prevent those with SAD to stop
seeking outside help, even though those help could be essential to them
controlling their SAD. Using the design methodology by Toiya Kristen Finley
in her book, “Branching Story, Unlocked Dialogue Designing and Writing
Visual Novels”, the author sought out to design a visual novel about Social
Anxiety Disorder for young adults to educate both those with SAD and those
without about the disorder itself.

Keywords: Social Anxiety Disorder, Visual Novel, Psychology
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