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Melaporkan tindakan eksploitasi
adolah langkah penting untuk melindungi Pipo menerima undangen misterius ke

mereka yang menjad orban. Dalam sebuzh pentas bunga. Karena
dunla digital. melaporkan konten penasaran. Pipo mengikuti petunjuk
berbahaya seperti siaran langsung dalam undangan dan pergi melihat

eksploitasi anak (Uvestreaming) atau pentas terssbut

‘gambar dan video pelecehan adalah cara
untuk memutus siklus penyalahgunaan
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Research & Methodoly

The project utilized the Design Thinking method by Stanford d.school. consisting of

BU.lld your own Comfortable five stages: empathize, define. ideate. prototype. and test. To gather a
comprehensive understanding, of the target audience's needs. behaviors, and

and Safe Space in the midst challenges related to Online Child Sexual Exploitation and Abuse (OCSEA). the
research phase involved expert and target audience interviews, card sorting,.

of digital Wﬂdemess questionnaires, and secondary research. These methods provided valuable insights

that guided the development of the campaign strategy and design solutions.

Bertindak untuk
Melawan OCSEA

Lakukan Langkah sederhana untuk
melindung dirimu dan orang sekitarmu
darl ancaman OCSEA.

Bayangkan setiap langkah yang kamu ambil
untuk melindungl dirimu dan orang-orang, df
sekitarmu adalah seperti bunga yang tumbuh |
di tamanmu. Bunga-bunga ini membentuk |
sebuah buket perlindungan yang dapat
membanty menjaga tamen digitalmu tetap
aman dari ancaman OCSEA

Sama seperti Pipo, korban sekstorsi sering
merasa terjebak. Mereka diminta
memberikan sesuatu seperti foto, video.
atau informasi pribadi dengan fanii masalah

0 0 ‘akan selesal. Tapl kenyataannya. pelaku
3 terus meminta lebih sehinaga korban
semakin merasa terperangkap.
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Bungamy mulal bermekaran dengan
indah. menandakan batwa kamu telah
menunukkan pemahaman dan

Pentas itu sangat megah. musik
merdu memenuhi ruangan dan bunga-
bunga cantik menari di atas panaaung
kemampuan datam melindungi
tamanm. Tetaplah menaga semangat
inl agar bunga-bunga dapat terus
‘tumbuh dengan indah.
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Selamat datang di

taman rahasia. Sama
seperti ruang digital,
taman ini penuh
3 dengan tantangan dan
Campaign Development el
kamu siap menjaganya
The campaign was developed through a structured agar tetap aman?
creative process. It began with conceptualization using s 4
mind mapping to identify relevant keywords and formulate
the big idea. Message development followed, focusing on
defining the core message and applying the AISAS MULAI
framework to guide the communication strategy. The
visual style was established through a moodboard,
references, and the selection of a consistent color palette
and typography. To build a strong campaign identity. a
logo and mascot were designed. Finally. appropriate media
channels were selected to effectively deliver the campaign
message.

Halo, namaku

Pipo

Kamu Mendapatkan

Jadilah Penjaga . .
untuk Dunia Prototyping & Testing
\ Digitalmu
I Prototyping involved developing an interactive story,

designing visual assets, and building campaign media.
The main output was a mobile website, supported by
social media content and merchandise as promotional
gimmicks. Alpha and beta testing were conducted to
gather feedback and refine the final execution.

Faithful Forget-me-not
Bunga forget-me-not melambangkan
Bantu aku jaga taman ini dari
bahaya yang, tersembunyi.

dirimu sendirl maupun untuk orang tain

Teman kita telah bergerak untuk

meniaga taman mereka.
Kisah Berikutnya

Apakah kamu salah satunya?
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SUSTAINABLE AND INCLUSIVE DESIGN

ID 446 Interactive Campaign Design about
Online Children Sexual Exploitation and Abuse
(OCSEA)

Kayla Abigail Hutama

Online children sexual exploitation and abuse (OCSEA) refers to the acts of
sexual exploitation carried out against children using technology and internet.
The high number of teenage internet users in Indonesia increases the risk of
OCSEA crimes. UNICEF reports in 2023, show that at least 500.000 Indonesian
children were victims of OCSEA. Additionally, research by ECPAT reveals that
56% of victim never report it to anyone. Therefore, an interactive campaign on
OCSEA is needed to raise awareness and knowledge among teenagers about the
dangers of OCSEA. In the design process, this campaign uses Hasso Plattner's
Design Thinking method and qualitative techniques. The design outcome is an
interactive website with a digital storytelling approach. Through this campaign
design, it was found that an interactive approach is crucial in raising awareness
and encouraging preventive actions against OCSEA threats.
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