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PERANCANGAN KAMPANYE MULTIMEDIA STORY 

TELLING INTERAKTIF TENTANG TATA CARA 

MENGHADAPI ISU MANIPULASI NARSIS 

 (M Jordy Mozza Servia) 

ABSTRAK 

Jumlah kasus kekerasan dalam hubungan romantis maupun platonik 
cenderung meningkat. Hal ini dikarenakan orang –orang rendah empati yang 
dalam psikologi adalah orang narsis maupun mengidap kelainan mental 
narcissistic personality disorder. Sayangnya banyak orang yang tidak sadar 
akan taktik manipulasi narsis yang disembunyikan pada citra ideal dan 
charming narcissist, sehingga orang-orang terus terjebak sedangkan korban 
terjerat dalam komplikasi hubungan dan sukar memahami keadaan dan 
manipulasi yang dialami. Kesadaran dan pengetahuan korban dan lingkungan 
merupakan hal yang integral dalam proses pelepasan korban dari jeratan 
manipulasi dan penyembuhan. Sayangnya informasi yang tersedia terkait isu 
kurang mudah dicerna oleh orang awam karena hadir dalam bentuk artikel 
medis, maupun informasi yang terpecah dan tidak komplit dan minim elemen 
visual pendukung; oleh karena itu perancangan kampanye multi media story 
telling interaktif untuk meningkatkan kesadaran di lakukan. Metode yang 
digunakan dalam perancangan kampanye ini adalah gabungan antara 
kualitatif dan kuantitatif, dalam bentuk; wawancara, studi eksisting dan 
kuesioner, kemudian skenario dan sistematika perancangan yang digunakan 
adalah Human Centered Design dengan tiga tahapan besar, yaitu; Inspiration, 
Ideation & Implementation. 
 
Kata kunci: Kampanye Interaktif, Kesadaran, Kekerasan Narsis, 
Manipulasi, Multimedia Story Telling 
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INTERACTIVE MULTIMEDIA STORY TELLING 

CAMPAIGN PLAN OF DEALING WITH ISSUE OF 

NARCISSISTIC MANIPULATION 

 (M Jordy Mozza Servia) 

ABSTRACT (English) 

The number of violence cases in romantic and platonic relationships are on 
the rise. The crux of the problem is people with low empathy, and in 
psychology, are often called by narcissist/or those who suffer from 
narcissistic personality disorder. Unfortunately, many people are not aware 
of the manipulation tactics that narcissist use behind their ideal and charming 
mask; so that people continues to be trapped, while the victims who are 
trapped did not understand their circumstances and find it difficult to 
understand their situation and what manipulations the perpetrator are doing 
to them. Knowledge of victim and society over the issue is integral in the 
process of breaking the chains of manipulation so victim can start healing. 
Unfortunately, information that is available regarding this issue isn’t easily 
digested by most people because it comes in the form of medical articles, as 
well as fragmented and incomplete information that might even be incorrect; 
therefore, the act of designing an interactive multimedia story telling 
campaign to increase awareness is seen as necessary. The method used in 
designing this campaign are a combination of qualitative and quantitative 
research, in the form of; interviews, existing studies and questionnaires, then 
the scenario and systematic design used is Human Centered Design with 
three major stages, namely; Inspiration, Ideation & Implementation.  
 
Keywords: Awareness, Interactive Campaign, Manipulation, Narcissistic 
Abuse, Multimedia Story Telling 
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