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PERANCANGAN WEBSITE STORYTELLING INTERAKTIF 

TENTANG INFERIORITY COMPLEX 

 (Flaniamedia Mutiara) 

ABSTRAK 
 

Inferiority complex, suatu kondisi psikologis dimana individu merasa rendah diri 
dan tidak mampu dibandingkan orang lain. Inferiority complex dapat berdampak 
serius pada perkembangan akademis, sosial, dan emosional, terutama pada 
mahasiswa di kawasan Jabodetabek. Perancangan ini bertujuan untuk merancang 
website storytelling interaktif yang dapat memberikan pemahaman lebih 
mendalam mengenai inferiority complex kepada dewasa muda, terutama 
mahasiswa berusia 18-25 tahun. Website ini dirancang untuk meningkatkan 
kesadaran melalui metode interaktif yang imersif, dengan memanfaatkan elemen 
digital storytelling untuk memberikan informasi serta pengalaman yang relevan. 
Metode yang digunakan dalam penelitian ini adalah metode mixed methods yang 
mencakup wawancara, kuesioner, dan studi literatur. Hasil penelitian 
menunjukkan bahwa media interaktif storytelling efektif dalam meningkatkan 
pemahaman mengenai inferiority complex dan menawarkan pengalaman yang 
menarik bagi target audiens. Metode perancangan yang digunakan adalah Human 
Centered Design (HCD) dengan tahap inspiration, ideation dan implementation. 
Fitur yang ada pada website yaitu storytelling, inferiority complex, dapatkan 
bantuan, komunitas, dan Ohana Space. Agar dapat membantu menyebarluaskan 
media website, dibutuhkan media sekunder agar dapat menarik pengguna ke 
website, medianya yaitu Instagram post, Instagram story, Instagram ads, website 
banner dan poster A3. Diharapkan media informasi dapat memberikan konten 
informasi dan membantu target audiens. 

 

Kata kunci: Inferiority Complex, storytelling, interaktif 
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DESIGNING STORYTELLING WEBSITE ABOUT 

INFERIORITY COMPLEX 

 (Flaniamedia Mutiara) 

 

ABSTRACT (English) 
 

This study focuses on inferiority complex, a psychological condition where 
individuals feel inferior and inadequate compared to others. Inferiority complex 
can have severe consequences on academic, social, and emotional development, 
especially for students in urban areas such as Jakarta. The purpose of this study is 
to design an interactive storytelling website to provide a deeper understanding of 
inferiority complex for young adults, particularly students aged 18-25. The 
website is designed to raise awareness through immersive interactive methods, 
utilizing digital storytelling elements to convey information and relevant 
experiences. This research employs mixed methods, including interviews, 
questionnaires, and literature review. The findings indicate that interactive 
storytelling media is effective in enhancing the understanding of inferiority 
complex and offers an engaging experience for the target audience. The design 
method used is Human Centered Design (HCD) with inspiration, ideation and 
implementation stages. The features on the website are storytelling, inferiority 
complex, get help, community, and Ohana Space. In order to help disseminate 
website media, secondary media is needed to attract users to the website, the 
media are Instagram posts, Instagram stories, Instagram ads, website banners 
and A3 posters. It is hoped that information media can provide information 
content and help the target audience. 

 

Keywords: Inferiority Complex, storytelling, interactive 
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