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PERANCANGAN KAMPANYE INTERAKTIF TENTANG
LAYANAN KESEHATAN MENTAL DI STUDENT SUPPORT

UNIVERSITAS MULTIMEDIA NUSANTARA

(Rachel Patricia Anthony)

ABSTRAK

Mahasiswa merupakan golongan yang rentan mengalami gangguan keschatan
mental, akan tetapi masih ada yang enggan mengakses layanan kesehatan mental,
termasuk layanan Student Support yang telah difasilitasi oleh Universitas
Multimedia Nusantara (UMN). Adanya keraguan terhadap layanan kesehatan
mental Student Support ini menjadi hambatan utama yang menyebabkan layanan
tersebut belum dimanfaatkan secara optimal. Di sisi lain, media yang digunakan
oleh Student Support belum menekankan aspek kerahasiaan, minim testimoni, serta
belum mensosialisasikan opsi konseling online. Jika situasi ini terus berlanjut, maka
bisa mengganggu aktivitas keseharian dan prestasi akademik mahasiswa. Peneliti
menggunakan metode perancangan dari teori Landa dalam buku Advertising by
Design yang mencakup 6 tahap, yaitu overview, strategy, ideas, design, production,
dan implementation. Pengumpulan data dilakukan melalui wawancara, observasi,
dan kuesioner. Hasil data menunjukan bahwa mahasiswa lebih relevan dengan
media yang bersifat personal dengan tone empathy. Berdasarkan hal itu, dirancang
kampanye interaktif dengan microsite sebagai media utama. Dilakukan Alpha Test
pada hasil prototype microsite melalui Prototype Day sehingga memberikan
feedback vyang digunakan peneliti sebagai bahan pertimbangan untuk
penyempurnaan perancangan. Selain itu, dirancang juga media sekunder berupa
instalasi, banner, poster QR, 1G story, 1G post, 1G reels, event, dan gimmick. Media
hasil perancangan melalui tahapan Beta Test kepada mahasiswa UMN sebagai
target perancangan, dan dapat disimpulkan meningkatkan pemahaman dan rasa
aman mahasiswa terhadap Student Support.

Kata kunci: Kampanye Interaktif, Layanan Kesehatan Mental, Student Support,
Universitas Multimedia Nusantara
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DESIGNING AN INTERACTIVE CAMPAIGN ABOUT
MENTAL HEALTH SERVICES OF STUDENT SUPPORIT,

MULTIMEDIA NUSANTARA UNIVERSITY

(Rachel Patricia Anthony)

ABSTRACT (English)

College students are vulnerable to mental health issues, however many are still
reluctant to access mental health services, including the Student Support services
facilitated by Universitas Multimedia Nusantara (UMN). This hestitation toward
Student Support’s mental health services are the main obstacles preventing these
services from being utilized optimally. On the other hand,the media used by Student
Support has not emphasized confidentiality, includes minimal testimonials, and has
not promoted the option of online counseling. If this situation continues, it could
disrupt students’ daily activities and academic performance. The researcher
applied the design method based on Landa’s theory in the book Advertising by
Design, which consists of six stages: overview, strategy, ideas, design, production,
and implementation. Data was collected through interviews, observations, and
questionnaires. The results indicate that students relate more to personal media
with an empathetic tone. Based on this finding, an interactive campaign was
designed, with a microsite as the primary media. An Alpha Test was conducted on
the microsite prototype results through Prototype Day, providing feedback that the
researcher used as a basis for consideration in refining the design. Additionally,
secondary media were designed in the form of installations, banners, QR posters,
1G stories, 1G posts, IG reels, an event, and gimmicks. The designed media then
went through a Beta Test with UMN students as the target audience, and it can be
concluded that this improved students' understanding and sense of security
regarding Student Support.

Keywords: Interactive Campaign, Mental Health Services, Student Support,
Multimedia Nusantara University
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