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STRATEGI MITIGASI MASALAH KESEHATAN MENTAL PADA 

REMAJA   

MELALUI  SELF-CARE GAMIFICATION PLATFORM 

 (Xavier Kharis) 

ABSTRAK 

 

Tesis ini membahas tantangan dan solusi dalam menangani gangguan 

kesehatan mental di kalangan remaja, dengan penekanan pada peran 

sistem dukungan dan teknologi. Penelitian ini dilakukan melalui observasi 

dan wawancara dengan tenaga pendidik serta ahli kesehatan mental, yang 

mengungkapkan betapa pentingnya lingkungan sekolah sebagai sistem 

dukungan utama setelah keluarga. Hasil penelitian menunjukkan bahwa 

gamifikasi memiliki potensi besar untuk meningkatkan keterlibatan siswa 

dalam program kesehatan mental. Elemen-elemen gamifikasi, seperti 

tantangan, penghargaan, dan interaksi sosial, dapat menjadi ide dalam 

menarik perhatian remaja dan membantu mereka memahami isu-isu 

kesehatan mental. Selain itu, gamifikasi juga dapat berkontribusi dalam 

mengurangi stigma yang sering kali melekat pada gangguan kesehatan 

mental. Implikasi manajerial dalam integrasi gamifikasi untuk kesehatan 

mental di sekolah meliputi pengembangan kebijakan pendidikan yang 

mendukung penggunaan teknologi dan gamifikasi, peningkatan 

infrastruktur teknologi yang memadai, serta pelatihan bagi tenaga pendidik 

agar dapat memanfaatkan elemen gamifikasi dengan efektif. 

 

Kata kunci: Gangguan kesehatan mental  Remaja  Teknologi  Sistem 

dukungan  Pendidikan  Intervensi 
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Strategies to Mitigate Mental Health Problems in Adolescents 

 through Self-Care Gamification Platform 

 (Xavier Kharis) 

ABSTRACT 

 

This thesis discusses the challenges and solutions in dealing with mental 

health disorders among adolescents, with an emphasis on the role of 

support systems and technology. support systems and technology. The 

research was conducted through observation and interviews with 

educators as well as mental health experts, who revealed the importance 

of the school environment as the main support systemsupport system after 

the family. The results showed that gamification has great potential to 

increase student engagement in mental health programs. programs. 

Elements of gamification, such as challenges, rewards, and social 

interactions, can be an idea in attracting adolescents' attention and 

helping them to engage in mental health programs. social interaction, can 

be an idea in capturing the attention of adolescents and helping them 

understand mental health issues. understand mental health issues. In 

addition, gamification can also contribute to reducing the stigma that is 

often attached to mental health disorders. mental health disorders. 

Managerial implications of integrating gamification for mental health in 

schools include the development of educational policies that supporting 

the use of technology and gamification, improving infrastructure, and 

training for educators to effectively utilize gamification elements. utilize 

gamification elements effectively. 

 

Keywords: Adolescent, mental health disorders, Technology, Education, 

support system, Intervention 
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