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PERANCANGAN WEBSITE TATA CARA MEMBIMBING 

ANAK DALAM MENONTON 

 Leonard Dicklou Atmadja 

ABSTRAK 

 

Dewasa ini, minat anak-anak dalam menonton konten audio visual cukup tinggi. 

Banyak anak-anak yang dapat dengan bebas mengakses video melalui internet. 

Menurut UNICEF, 80% anak-anak Indonesia mengakses internet untuk menonton 

film atau konten video lain. Meskipun demikian, orang tua tidak mendampingi 

anaknya dalam menonton secara tepat. Padahal, membiarkan anak menonton tanpa 

pendampingan yang layak dapat menyebabkan berbagai efek negatif, misalnya 

anak-anak meniru adegan yang berbahaya atau tidak pantas dari film. Oleh karena 

itu, penulis memutuskan untuk menciptakan website mengenai media informasi tata 

cara membimbing anak dalam menonton. Perancangan media informasi 

menggunakan metode Human-Centered Design yang diciptakan oleh IDEO. 

Adapun Human-Centered Design terdiri atas tiga tahap, yaitu inspiration, ideation, 

dan implementation. Berdasarkan metode tersebut, penulis perlu mendapatkan 

konteks permasalahan terkait dengan tata cara orang tua membimbing anak dalam 

menonton sebelum dapat mengerjakan solusi desain. Adapun untuk dapat 

mengetahui kondisi dan konteks permasalahan, penulis melakukan pengumpulan 

data yang menggunakan teknik kuesioner, wawancara, dan focus group discussion. 

Hasil dari penelitian yang dilakukan yaitu perancangan website tata cara 

membimbing anak dalam menonton. 

 

Kata kunci: bimbingan menonton, film, media informasi, website 
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DESIGNING WEBSITE ABOUT THE PROPER WAYS TO 

GUIDE CHILDREN WATCHING SHOWS 

 Leonard Dicklou Atmadja 

 

ABSTRACT (English) 

 

Nowadays, children’s desire to watch audio visual content are quite high. Many 

children are watching video online. UNICEF stated 80% of Indonesian kids using 

internet to watching movie or other video content. Nevertheless, parents are not 

guide their children watching correctly. Whereas, let the children to watch without 

proper supervision can cause many bad impact, such as imitate improper or 

dangerous act from a scene. Stemming from those findings, writer challenged to 

designing a website of information media about proper ways to guide children 

watching shows. To design the campaign, writer uses Human-Centered Design 

methode, which was initiated by IDEO. The Human-Centered Design methode are 

consist of three steps: inspiration, ideation, and implementation. Based on that 

methode, writer needs to get the context of the problem, about the proper ways to 

guide children watching shows, before starts working on design solutions.  To know 

the problem’s situation and context, writer gathering several data that use some 

technique such as questionnaire, interview, and focus group discussion. The result 

of this process is a mobile website about the proper ways to guide children watching 

shows.   

 

Keywords: watching guidelines, film, information media, website 
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