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INTERACTIVE MULTIMEDIA STORYTELLING 

“MELAMPAUI BATASAN : KISAH INSPIRATIF KAWAN 

WIRABILITAS”  

 Iglo Montana Dharmawan 

 

ABSTRAK 

 

Isu disabilitas konsisten diangkat di ranah media. Namun, gambaran dominan 

penyandang disabilitas sebagai penerima dan dipandang tidak mampu produktif 

bekerja, pembingkaian ini semakin menekankan stigma negatif pada representasi 

penyandang atau pekerja disabilitas dalam lingkungan formal. Menurut data 

BAPPENAS tahun 2023, jumlah masyarakat disabilitas di Indonesia mencapai 

22,97 juta jiwa atau 8,5% dari seluruh total populasi penduduk Indonesia. Namun, 

indeks inklusivitas Indonesia menurut Kementerian PPN di tahun 2022, masih 

tergolong rendah dengan peringkat 115 dari 134 negara. Alhasil, isu disabilitas 

terkait ketenagakerjaan membutuhkan keterlibatan pihak lintas sektor. Oleh sebab 

itu, seiring berjalannya waktu, kemunculan wirausahawan disabilitas menjadi salah 

satu solusi lain dalam mendukung upaya inklusif pemberdayaan pekerja disabilitas 

di Indonesia. Hal ini terbukti dalam data Sakernas dari tahun 2023, ditemukan 

bahwa mayoritas sebanyak 274 ribu dari 764 ribu pekerja disabilitas di Indonesia, 

bekerja di sektor wirausaha. Dari sini, muncul pertanyaan bagaimana praktik 

wirausaha disabilitas ini berjalan di Indonesia. Mulai dari segi wirausahawan, 

pemerintah, swasta, dan masyarakat umum. Pertanyaan ini yang penulis berusaha 

jawab melalui karya interactive multimedia storytelling “Melampaui Batasan: 

Kisah Inspiratif Kawan Wirabilitas” yang dikemas dalam website interaktif dengan 

elemen multimedia foto, video, dan artikel longform sehingga lebih mendalam dan 

mudah disebarkan ke masyarakat luas. Hingga laporan ini ditulis, karya ini 

diunggah dalam situs website dengan tautan wirabilitaskisah.com dan telah 

dikunjungi sebanyak 162 kali.  

    

Kata kunci: interactive media storytelling, penyandang disabilitas, wirausaha 

Kluster karya: reporting based  

 

 

 

 

 

 

 

https://wirabilitaskisah.com/
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INTERACTIVE MULTIMEDIA STORYTELLING 

“BEYOND LIMITS: INSPIRATIONAL STORIES BEHIND 

DISABLED ENTREPRENEURS”  

Iglo Montana Dharmawan 

 

ABSTRACT 

 

The issue of disability is consistently raised by the media. However, the dominant 

portrayal of people with disabilities as recipients and viewed as unproductive 

workers only emphasizes the negative stigma associated with the representation of 

people with disabilities or disabled workers in formal environments. According to 

BAPPENAS data from 2023, the number of people with disabilities in Indonesia 

reached 22.97 million or 8.5% of the total population of Indonesia. However, 

Indonesia's inclusivity index, according to the Ministry of National Development 

Planning in 2022, is still relatively low, ranking 115 out of 134 countries. As a 

result, disability issues related to employment require cross-sectoral involvement. 

Therefore, over time, the emergence of disabled entrepreneurs has become an 

alternative solution to support inclusive empowerment efforts for disabled workers 

in Indonesia. This is evidenced by Sakernas data from 2023, which found that the 

majority of 274 thousand out of 764 thousand disabled workers in Indonesia are 

working in the entrepreneurial sector. This raises the question of how the practice 

of disabled entrepreneurship operates in Indonesia. This is the question the author 

seeks to answer through the interactive multimedia storytelling work "Beyond 

Limits: Inspirational Stories of Wirabilitas Friends," packaged in an interactive 

website with multimedia elements such as photos, videos, and long-form articles to 

provide an in-depth and easily disseminated narrative to the public. As of the 

writing of this report, the work has been uploaded to the website with the link 

wirabilitaskisah.com and has been visited for 162 times.    

 

Keywords: interactive media storytelling, person with disabilites, entrepreneurship 

Work Cluster: reporting based  
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