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PERANCANGAN BUKU INTERAKTIF MENGENAI TRANSITIONAL 

OBJECT ATTACHMENT PADA ANAK 

 Nicholas Egas Widi Baskara 

ABSTRAK 

 

Masa kanak-kanak merupakan periode penting dalam pembentukan emosi, kognisi, 

dan kemampuan sosial anak. Pada fase ini, anak juga sering menghadapi transisi 

seperti belajar tidur terpisah dari orang tua atau memasuki lingkungan yang baru 

yang dapat menimbulkan rasa cemas. Untuk mendapatkan rasa aman, anak kerap 

mengandalkan benda tertentu seperti boneka, selimut atau bantal yang dikenal 

sebagai transitional object. Fenomena ini umum terjadi di masa kana-kanak, namun 

jika keterikatan terus berlanjut hingga usia remaja dapat berdampak buruk terhadap 

perkembangan emosional dan dapat menjadi indikasi bahwa anak belum 

mengembangkan strategi menenangkan diri secara mandiri. Di Indonesia informasi 

mengenai transitional object masih terbatas dan umumnya disajikan secara tekstual 

sehingga kurang menarik dan belum banyak ditargetkan kepada anak. Penelitian ini 

bertujuan merancang buku interaktif ilustrasi sebagai media edukasi yang dapat 

digunakan bersama oleh orang tua dan anak. Metode yang digunakan adalah Design 

Thinking yang diambil dari buku The Basics of User Experience Design dengan 

pendekatan mixed method, meliputi studi literatur, studi eksisting, studi referensi, 

wawancara dengan psikolog anak, observasi daring, dan penyebaran kuesioner pada 

orang tua di wilayah Jabodetabek.   

 

Kata kunci: transitional object, perkembangan anak, buku interaktif 
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DESIGNING AN INTERACTIVE BOOK ON TRANSITIONAL OBJECT 

ATTACHMENT IN CHILDREN 

 Nicholas Egas Widi Baskara 

ABSTRACT (English) 

Childhood is a crucial period in the development of children’s emotions, cognition, 

and social skills. During this phase, children often face transitions such as learning 

to sleep separately from parents or entering new environments, which may trigger 

anxiety. To gain a sense of security, children often rely on certain objects such as 

dolls, blankets, or pillows, commonly referred to as transitional objects. This 

phenomenon is normal in early childhood; however, prolonged attachment that 

continues into adolescence may negatively affect emotional development and 

indicate that children have not yet developed independent self-soothing strategies. 

In Indonesia, information about transitional objects remains limited and is mostly 

presented in textual form, making it less engaging and not widely targeted toward 

children. Therefore, this study aims to design an illustrated interactive book as an 

educational medium that can be used collaboratively by parents and children. The 

design process applies the Design Thinking method adapted from *The Basics of 

User Experience Design*, using a mixed-method approach that includes literature 

studies, existing studies, reference studies, interviews with child psychologists, 

online observation, and questionnaire distribution to parents in the Jabodetabek 

area. 

 

Keywords:transitional object, child development, interactive book 
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