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‭PERANCANGAN KAMPANYE INTERAKTIF MENGENAI‬

‭PREVENTIF KEKERASAN SEKSUAL‬

‭DI KALANGAN REMAJA‬
‭(Mary Francees Nicole)‬

‭ABSTRAK‬

‭Pengetahuan‬ ‭akan‬ ‭kekerasan‬ ‭seksual‬ ‭dan‬ ‭cara‬ ‭preventif‬ ‭kekerasan‬ ‭seksual‬
‭merupakan‬‭hal‬‭yang‬‭penting‬‭untuk‬‭remaja.‬‭Hal‬‭ini‬‭disebabkan‬‭banyak‬‭sekali‬‭kasus‬
‭yang‬ ‭terjadi‬ ‭terhadap‬‭remaja‬‭serta‬‭perubahan‬‭yang‬‭signifikan‬‭dalam‬‭kepribadian,‬
‭intelektual,‬ ‭dan‬ ‭emosional‬ ‭pada‬ ‭masa‬ ‭perkembangannya.‬ ‭Namun‬ ‭pengetahuan‬
‭akan‬ ‭apa‬ ‭itu‬ ‭kekerasan‬ ‭seksual‬ ‭dan‬‭cara‬‭preventif‬‭kekerasan‬‭jarang‬‭diulik‬‭dalam‬
‭media‬ ‭cetak‬ ‭maupun‬ ‭interaktif.‬ ‭Pengetahuan‬ ‭seksual‬ ‭yang‬ ‭didapat‬ ‭oleh‬ ‭remaja‬
‭hanya‬ ‭seputar‬ ‭sistem‬ ‭reproduksi‬ ‭dan‬ ‭organ‬ ‭reproduksi.‬ ‭Hal‬‭ini‬‭sering‬‭diabaikan‬
‭dan‬‭jarang‬‭dianggap‬‭penting‬‭oleh‬‭masyarakat‬‭Indonesia,‬‭tak‬‭jarang‬‭bahkan‬‭remaja‬
‭tidak‬ ‭mengetahui‬ ‭hal‬ ‭hal‬ ‭yang‬ ‭termasuk‬ ‭dalam‬ ‭kekerasan‬ ‭seksual.‬ ‭Hal‬ ‭ini‬
‭berdampak‬ ‭pada‬ ‭peningkatan‬ ‭resiko‬ ‭terkena‬ ‭pelecehan‬ ‭seksual‬ ‭pada‬ ‭remaja.‬
‭Perancangan‬ ‭kampanye‬ ‭interaktif‬ ‭mengenai‬ ‭preventif‬ ‭kekerasan‬ ‭seksual‬ ‭di‬
‭kalangan‬ ‭remaja‬ ‭bertujuan‬ ‭untuk‬ ‭meningkatkan‬ ‭kesadaran‬‭akan‬‭bahaya‬‭disekitar‬
‭remaja‬ ‭dan‬ ‭cara‬ ‭menangani‬ ‭hal‬ ‭yang‬ ‭terjadi.‬ ‭Perancangan‬ ‭akan‬ ‭menggunakan‬
‭metode‬ ‭Human‬ ‭Centered‬ ‭Design‬ ‭dengan‬ ‭metode‬ ‭penelitian‬ ‭kualitatif‬ ‭yang‬
‭menggunakan wawancara, kuesioner, dan group interview.‬

‭Kata kunci:‬‭Kekerasan Seksual, Kampanye, Interaktif‬
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‭INTERACTIVE CAMPAIGN ABOUT  PREVENTION‬

‭OF SEXUAL ASSAULT AMONG‬

‭TEENAGER‬

‭(Mary Francees Nicole)‬

‭ABSTRACT (English)‬

‭Knowledge‬ ‭of‬ ‭sexual‬ ‭assault‬ ‭and‬ ‭how‬ ‭to‬ ‭prevent‬ ‭sexual‬ ‭assault‬‭is‬‭important‬‭for‬
‭adolescents.‬‭This‬‭is‬‭due‬‭to‬‭the‬‭many‬‭cases‬‭that‬‭occur‬‭against‬‭adolescents‬‭and‬‭the‬
‭significant‬ ‭changes‬ ‭in‬ ‭personality,‬ ‭intellectual,‬ ‭and‬ ‭emotional‬ ‭development.‬
‭However,‬ ‭the‬ ‭knowledge‬ ‭of‬ ‭what‬ ‭sexual‬ ‭assault‬ ‭is‬ ‭and‬ ‭how‬ ‭to‬ ‭prevent‬ ‭is‬ ‭rarely‬
‭explored‬‭in‬‭print‬‭or‬‭interactive‬‭media.‬‭Sexual‬‭knowledge‬‭obtained‬‭by‬‭adolescents‬
‭is‬ ‭only‬ ‭about‬ ‭the‬ ‭reproductive‬ ‭system‬ ‭and‬ ‭reproductive‬ ‭organs.‬ ‭This‬ ‭is‬ ‭often‬
‭ignored‬ ‭and‬ ‭rarely‬ ‭considered‬ ‭important‬ ‭by‬ ‭Indonesian‬ ‭society,‬ ‭often‬ ‭even‬
‭adolescents‬‭do‬‭not‬‭know‬‭what‬‭is‬‭included‬‭in‬‭sexual‬‭assault.‬‭This‬‭has‬‭an‬‭impact‬‭on‬
‭increasing‬ ‭the‬ ‭risk‬ ‭of‬ ‭sexual‬ ‭harassment‬ ‭in‬ ‭adolescents.‬ ‭The‬ ‭design‬ ‭of‬ ‭an‬
‭interactive‬‭campaign‬‭on‬‭the‬‭prevention‬‭of‬‭sexual‬‭assault‬‭among‬‭teenagers‬‭aims‬‭to‬
‭raise‬ ‭awareness‬ ‭of‬ ‭the‬ ‭dangers‬ ‭around‬ ‭teenagers‬ ‭and‬ ‭how‬ ‭to‬ ‭deal‬ ‭with‬ ‭what‬
‭happens.‬‭The‬‭design‬‭will‬‭use‬‭the‬‭Human‬‭Centered‬‭Design‬‭method‬‭with‬‭qualitative‬
‭research methods using interviews, questionnaires, and group interviews.‬

‭Keywords:‬‭Sexual Assault, Campaign, Interactive‬
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