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PERANCANGAN WEBSITE TENTANG STOIKISME 

SEBAGAI CARA KONTROL EMOSI PADA REMAJA AKHIR 

 (Dieva Derwanti Zanubari) 

ABSTRAK 

Stoikisme telah ada sejak zaman Yunani kuno diciptakan oleh Zeno dari 

Citium. Namun, meski keberadaannya yang sudah lama, stoikisme 

mendapatkan popularitasnya di zaman modern tepatnya semenjak masa-masa 

pandemi Covid-19. Pembelajaran filsafat ini digunakan untuk mengontrol 

emosi negatif dan menjaga kesehatan mental di masa sulit. Nilai-nilai 

stoikisme sudah terbukti kerjanya dengan adanya program CBT (Cognitive 

Behavioural Therapy) yang terkenal digunakan untuk menyembuhkan pasien 

overthinking, anxiety, dan depresi. Remaja akhir merupakan masa-masa yang 

rentan dengan stres dan overthinking. Berdasarkan penelitian resiko dunia 

2021 yang diterbitkan World Economic, disebutkan bahwa 80% generasi 

muda mengalami penurunan syarat mental. Mayoritas remaja akhir merasa 

stres ini datang dari anggapan bahwa lingkungan sekitar mereka menuntut 

sebuah ekspektasi terutama pada urusan masa depan dan akademik. Dewasa 

ini media informasi yang menjelaskan stoikisme telah beredar di internet 

namun tidak banyak para remaja akhir yang mengetahui adanya stoikisme. 

Dengan memperkenal stoikisme kepada remaja akhir, mereka dapat 

mempertimbangkan stoikisme sebagai cara mengontrol emosi dalam 

kehidupan sehari-hari. Maka penulis mengajukan perancangan media 

informasi mengenai stoikisme khusus untuk para remaja akhir yang 

diharapkan dapat memberi ketertarikan para remaja akhir untuk 

mengimplementasikan nilai-nilai stoik untuk meningkatkan kualitas hidup 

mereka. 

 

Kata kunci: Stoikisme, remaja akhir, self-improvement 
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DESIGN OF WEBSITE ABOUT STOICISM AS A WAY TO 

CONTROL EMOTIONS FOR LATE TEENAGERS 

 (Dieva Derwanti Zanubari) 

ABSTRACT (English) 

Stoicism has existed since the ancient Greek created by Zeno of Citium. But 

despite its long ancient exsistence, stoicism gained its popularity in modern 

times from the covid-19 pandemic times. This philosophical teaching is done 

to control negative emotions and keeps people’s mental health in through 

difficult times. Stoicism is proven to be effective by the existence of CBT 

(Cognitive Behavioural Therapy) program, which is famous for its 

effectiveness for curing patients of overthinking, anxiety, and depression. 

Late teenagers are prone to overthinking and stress. Based on a research by 

of world risks published in 2021 by World Economic, it is mentioned that 80% 

of young generations experienced a decreasing level of mental state. The 

majority of it was caused by their perception that the environment around 

them expected many things especially for their future and academic 

standards. In this times, information media that explained about stoicism has 

risen on the internet, but not many late teenagers knew about the existence of 

stoicism. By introducing stoicism to the late teenagers, they can consider it 

as a way for them to control their emotions. Therefore the writer propose the 

idea of designing an information media for late teenagers that introduces 

them to stoicism with the hope that , they can consider to implement its 

teachings into their daily lifes to better control their emotions. 

 

Keywords: stoicism, late teenagers, self-improvement 
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