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PERANCANGAN KAMPAYE INTERAKTIF MENGENAI
BAHAYA PHISING PADA ONLINE SHOPPING BAGI

GENERASI Z

(Karen Phalosa)

ABSTRAK

Penelitian menunjukkan bahwa Gen Z dan milenial menyumbang 85% dari
total transaksi e-commerce yang meningkat. Kebiasaan belanja online Gen Z
meningkatkan kerentanan terhadap phishing karena rendahnya literasi digital
mereka, yang bisa menyebabkan kerugian finansial. Menurut penulis, topik
phising penting, tetapi sedikit media yang menyediakan informasi lengkap
dan menarik untuk mendorong perubahan perilaku terkait risiko phising. Oleh
karena itu, penulis merancang kampanye interaktif untuk meningkatkan
pemahaman dan kesadaran Gen Z tentang phising, menggunakan metode
Design Thinking dari Institute of Design at Stanford. Kampanye ini terbukti
membantu pemahaman dan mendorong perubahan perilaku Gen Z.yang
meliputi tahap emphatize, define, ideate, prototype, dan test. Penulis
mendapat kesimpulan bahwa perancangan website kampanye interaktif
mengenai bahaya phising pada online shopping bagi generasi Z telah
membantu pemahaman dan bersifat engaging untuk mendorong perubahan
perilaku generasi Z

Kata kunci: phising, kampanye, online shopping
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INTERACTIVE CAMPAIGN DESIGN ON
THE DANGERS OF PHISING IN ONLINE SHOPPING FOR

GENERATION Z

(Karen Phalosa)

ABSTRACT (English)

Research indicates that Gen Z and millennials contribute to 85% of the
growing total e-commerce transactions. Gen Z's online shopping habits
increase their vulnerability to phising due to low digital literacy, potentially
leading to financial losses. The author notes that while phishing is an
important topic, few media outlets provide comprehensive and engaging
information to encourage behavior change regarding phising risks.
Therefore, the author designed an interactive campaign to enhance Gen Z's
understanding and awareness of phising, utilizing the Design Thinking
method from the Institute of Design at Stanford. This campaign, which
includes the stages of empathize, define, ideate, prototype, and test, has
proven effective in improving understanding and encouraging behavior
change among Gen Z.

Keywords: phising, campaign, online shopping
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