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PERANCANGAN MOBILE WEBSITE
TENTANG BODY DYSMORPHIC DISORDER

UNTUK REMAJA BERUSIA 15-21 TAHUN

Jessie Mulia

ABSTRAK

Body dysmorphic disorder (BDD) termasuk dalam DSM-5 (Diagnostic and
Statistical Manual of Mental Disorders) merupakan kondisi kesehatan
mental di mana seseorang menghabiskan banyak waktu untuk
mengkhawatirkan kekurangan pada penampilannya dan termasuk kategori
gangguan kesehatan mental obsesif-kompulsif. Usia rata-rata saat individu
mengalami BDD adalah usia 17-21 tahun dan lebih sering terjadi pada
rentang usia 15-18 tahun. Christine M.Psi mengatakan bahwa masyarakat
belum mengetahui body dysmorphic disorder dan merupakan hal yang wajar
di masyarakat. Bila kondisi ini tidak ditangani atau dibiarkan berlangsung,
body dysmorphic disorder (BDD) dapat berkembang menjadi gangguan
lainnya seperti anxiety disorder, depresi dan berbagai perilaku merusak diri
(self-harm, penyalahgunaan obat, kekerasan hingga tindakan bunuh diri).
Maka dari itu, perancangan mobile website mengenai body dysmorphic
disorder ditujukan kepada remaja usia 15-21 tahun diperlukan, agar dapat
mengerti bahaya yang ditimbulkan dari gangguan ini. Dalam penelitian
digunakan metode mixed methods, melalui wawancara, kuesioner, studi
eksisting, dan studi referensi. Berdasarkan penelitian, penggunaan media
interaktif sebagai media informasi dapat meningkatkan efisiensi
penyampaian informasi. Desain dirancang berdasarkan metode perancangan
human centered design. Untuk mendukung menyebarluaskan media website,
digunakan media sekunder dengan tujuan untuk menarik perhatian terhadap
website. Media informasi diharap dapat memberikan konten informasi yang
mampu membantu target audiens.

Kata kunci: Body Dysmorphic Disorder, mobile website, interaktif
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BODY DYSMORPHIC DISORDER MOBILE WEBSITE

DESIGN FOR ADOLESCENTS AGED 15-21 YEARS

Jessie Mulia

ABSTRACT

Body dysmorphic disorder (BDD), included in the DSM-5 (Diagnostic and
Statistical Manual of Mental Disorders), is a mental health condition in
which a person spends a lot of time worrying about defects in their
appearance and is included in the category of obsessive-compulsive mental
health disorder. The average age when individuals experience BDD is 17-
21 years and it occurs more often in the 15-18 year age range. Christine
M.Psi said that people do not yet know about body dysmorphic disorder and
that it is a normal thing in society. If this condition is not treated or allowed
to persist, body dysmorphic disorder (BDD) can develop into other
disorders such as anxiety disorder, depression and various self-destructive
behaviors (self-harm, drug abuse, violence and even suicide). Therefore,
designing interactive information media about body dysmorphic disorder
aimed at teenagers aged 15-21 years is necessary, in order to understand
the dangers posed by this disorder. The research used mixed methods,
through interviews, questionnaires, existing studies and reference studies.
Based on research, the use of interactive media as an information medium
can increase the efficiency of information delivery. The design was designed
based on the human centered design method. To support disseminating
website media, secondary media is used with the aim of attracting attention
to the website. Information media is expected to provide information content
that can help the target audience.

Keywords: Body Dysmorphic Disorder, mobile website, interactive
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