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S.Pd., M.Ds 
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Abstrak 

Perjudian, termasuk judi online, semakin populer di kalangan masyarakat dunia, 

termasuk di Indonesia. Kelompok usia yang paling rentan mengalami kecanduan 

judi online secara khusus adalah remaja, dengan ancaman bahaya mengalami 

depresi dan kecemasan. Berangkat dari hal tersebut, diperlukan sebuah upaya untuk 

mengurangi praktik perjudian online, salah satunya melalui kampanye. Penelitian 

ini bertujuan untuk merancang konsep, memvisualisasikan, serta 

mengimplementasikan kampanye bahaya judi online melalui ilustrasi digital untuk 

meningkatkan kesadaran masyarakat, khususnya remaja. Metode penelitian 

meliputi observasi, wawancara, studi literatur, dan kuesioner. Analisis data 

dilakukan menggunakan metode 5W+2H, sedangkan penyelesaian masalah 

menggunakan Design Thinking. Hasil pengujian poster kampanye yang berupa 

kuesioner menunjukkan bahwa sebagian besar responden menganggap poster 

kampanye bahaya judi online efektif dalam meningkatkan pemahaman mengenai 

pentingnya menghindari judi online serta meningkatkan kesadaran akan bahayanya. 

Keberhasilan kampanye ini dapat dilihat yang dibuktikan dengan mayoritas 

responden memberikan tanggapan setuju atau sangat setuju, yang terlihat dari nilai 

rata-rata di atas angka 4 pada berbagai aspek yang diukur dalam kuesioner. 

 

Kata Kunci: Judi Online, Remaja, Kampanye, Poster, Ilustrasi Digital 
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Abstract 

Gambling, including online gambling, is increasingly popular among the global 

community, including in Indonesia. The age group that is most vulnerable to online 

gambling addiction is specifically teenagers, with the danger of experiencing 

depression and anxiety. Based on this, an effort is needed to reduce the practice of 

online gambling, one of which is through a campaign. This research aims to design 

concepts, visualize, and implement a campaign on the dangers of online gambling 

through digital illustrations to increase public awareness, especially teenagers. 

The research methods include observation, interviews, literature studies, and 

questionnaires. Data analysis was conducted using the 5W+2H method, while 

problem solving used Design Thinking. The results of testing the campaign poster 

in the form of a questionnaire showed that most respondents considered the 

campaign poster for the dangers of online gambling effective in increasing 

understanding of the importance of avoiding online gambling and increasing 

awareness of its dangers. The success of this campaign can be seen as evidenced 

by the majority of respondents giving an agree or strongly agree response, which 

can be seen from the average score above 4 on the various aspects measured in the 

questionnaire. 

Keywords: Online Gambling, Teenagers, Campaign, Poster, Digital Illustration.   
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