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PERANCANGAN KAMPANYE SOSIAL MENGENAI ETIKA

BERMAIN GAME ONLINE MULTIPLAYER
(Daniel Cahya Putra)

ABSTRAK

Industri game online multiplayer berkembang pesat di era digital, namun dibalik
kemajuan ini muncul berbagai permasalahan etika seperti cheating, flaming,
trolling, scamming, hingga toxic behavior. Perilaku tersebut seringkali dipicu oleh
anonimitas dalam bermain serta minimnya edukasi mengenai etika digital.
Penelitian ini bertujuan merancang media kampanye sosial interaktif berbasis
website untuk meningkatkan kesadaran pemain terhadap etika dalam bermain game
online. Perancangan kampanye ini menggunakan teori komunikasi Antar Venus
serta metode design thinking yang meliputi tahapan empathize, define, ideate,
prototype, dan test. Pengumpulan data dilakukan melalui metode campuran, yaitu
kualitatif dan kuantitatif, yang terdiri dari wawancara, focus group discussion, serta
penyebaran kuesioner. Website dirancang dengan pendekatan gamifikasi, ilustrasi
edukatif, dan kuis interaktif sebagai bentuk media edukasi yang partisipatif dan
menarik. Melalui strategi ini, kampanye tidak hanya menyampaikan informasi,
tetapi juga mendorong keterlibatan emosional dan reflektif dari pengguna untuk
mengenali dan memperbaiki perilaku bermain mereka. Sasaran utama dari
kampanye ini adalah remaja dan dewasa muda yang merupakan pengguna aktif
game online multiplayer. Diharapkan, hasil perancangan ini dapat menjadi
alternatif media edukatif yang efektif dalam menumbuhkan kesadaran etika
bermain serta mendorong terciptanya lingkungan bermain yang lebih sehat, positif,
dan bertanggung jawab.

Kata kunci: Gamer, Etika, Multiplayer

vi
Perancangan Kampanye Sosial..., Daniel Cahya Putra, Universitas Multimedia Nusantara



DESIGNING A SOCIAL CAMPAIGN ON ETHICS

IN PLAYING ONLINE MULTIPLAYER
(Daniel Cahya Putra)

ABSTRACT (English)

The online multiplayer game industry has grown rapidly in the digital era.
However, this advancement is often accompanied by unethical behaviors such as
cheating, flaming, trolling, scamming, and toxic behavior. These issues are
frequently driven by player anonymity and the lack of education regarding digital
ethics. This study aims to design an interactive social campaign in the form of a
website to raise player awareness about ethical behavior in online gaming. The
campaign design is based on the Antar Venus communication theory and employs
the design thinking method, which includes the stages of empathize, define, ideate,
prototype, and test. Data collection was conducted using a mixed-method
approach, including interviews, focus group discussions, and questionnaires. The
website is designed with gamification, educational illustrations, and interactive
quizzes as engaging and participatory educational tools. Through this strategy, the
campaign not only delivers information but also encourages users to emotionally
and reflectively engage in recognizing and improving their gaming behavior. The
primary target of this campaign is teenagers and young adults, who represent the
most active users of online multiplayer games. The outcome of this design project
is expected to serve as an effective educational medium that fosters ethical
awareness and contributes to the creation of a healthier, more positive, and
responsible gaming environment. Keywords: gaming ethics, online multiplayer
games, social campaign, gamification, design thinking

Keywords: Gamer, Ethics, Multiplayer
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