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PERANCANGAN UI/UX WEBSITE MENGENAI 

CARA PENANGANAN GLOSSOPHOBIA 

BAGI REMAJA 

 (Jason Ryu Tanojo) 

ABSTRAK 
 

Glossophobia adalah ketakutan berlebihan saat berbicara di depan umum dan bisa 
menghambat perkembangan seseorang. Salah satunya adalah Generasi Z yang 
memiliki tingkatan gangguan kecemasan yang tinggi. Namun literasi kesehatan 
mental dan angka mencari bantuan di Indonesia masih rendah. Informasi mengenai 
glossophobia yang sudah ada di internet masih panjang, kaku, sedikit visual dan 
kurang interaktif. Padahal remaja lebih menyukai konten yang visual dan interaktif. 
Dengan itu dirancanglah sebuah media informasi website yang sesuai preferensi 
remaja menggunakan metode Design Thinking. Melalui data yang diperoleh lewat 
wawancara dengan psikolog, penderita dan kuesioner kepada mahasiswa, solusi 
yang dihasilkan adalah website GlossoWhat? dengan skonsep Know the Fear, 
Speak Without Fear. Website berisi informasi lengkap mengenai glossophobia dan 
fitur interaktif seperti kuis mandiri, latihan pernapasan, simulasi presentasi dan 
akses bantuan. Dibuat juga media sekunder yaitu Instagram feeds, Instagram story 
ads, X-Banner dan baliho untuk meningkatkan awareness dan mengenalkan istilah 
glossophobia. Hasil alpha test dan beta test menunjukkan bahwa website dan media 
sekunder sudah baik secara keseluruhan dan dapat membantu audiens menarik 
perhatian dan memahami glossophobia. 

 

Kata kunci: kesehatan mental, glossophobia, desain, UI/UX, website 
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UI/UX DESIGN FOR WEBSITE IN MANAGING 

GLOSSOPHOBIA IN ADOLESCENTS 

 (Jason Ryu Tanojo) 

 

ABSTRACT (English) 
 

Glossophobia is an extreme fear of public speaking and can stop someone from 
growing. Many Gen Z also experience high levels of anxiety. But in Indonesia, 
mental health knowledge and the number of people who seek help are still low. 
Information about glossophobia on the internet is usually long, formal, has very 
few visuals, and is not interactive. Teenagers, however, prefer content that is visual 
and engaging. Because of that, an informational website was created based on what 
teenagers like, using the Design Thinking method. From interviews with a 
psychologist, people with glossophobia, and student questionnaires, the final 
solution is a website called GlossoWhat? with the concept Know the Fear, Speak 
Without Fear. The website gives complete information about glossophobia and has 
interactive features like a self-quiz, breathing exercises, presentation practice, and 
access to help. Secondary media like Instagram posts, Instagram story ads, X-
banners, and billboards were also made to increase awareness and introduce the 
term glossophobia. Alpha and beta tests show that the website and the secondary 
media work well and help the audience understand glossophobia more easily. 

 

Keywords: mental health, glossophobia, design, UI/UX, website 
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