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ABSTRAK 

 Covid-19 membuat keadaan Kesehatan mental khususnya anak muda terganggu, 

pandemic membuat anak muda kehilangan semangatnya yang berujung gangguan mental. 

Gangguan mental yang mereka alami yaitu gangguan kecemasan, ansos, stress berlebihan 

memikirkan keadaan mereka, teman, kerabat, atau saudara. Oleh karena itu, diperlukan 

perancangan komunikasi visual untuk membantu Kesehatan mental anak muda selama 

pandemic berlangsung untuk memberikan semangat dan harapan kepada mereka. 

 Perancangan Komunikasi visual yang dibuat berupa video pendek kegiatan dan 

aktivitas anak muda selama pandemic. Program komunikasi visual ini berjudul “ApaKabar?”. 

Program ini nantinya berisikan tentang kumpulan cerita-cerita anak muda selama pandemic. 

Semua kesulitan mau suka dan duka mereka selama pandemic berlangsung. Nantinya penulis 

juga akan menambahkan kesan pesan berupa harapan kepada anak muda yang sedang kesulitan 

memahami keadaan mereka selama pandemic. Diharapkan dengan program ini, anak muda 

bisa terhibur dan bisa menjaga Kesehatan mental mereka selama pandemic covid-19. 

 Kata Kunci : 

 Kesehatan Mental, Komunikasi Visual, Pandemi Covid-19 

ABSTRACT 

 Covid-19 disrupts mental health conditions, especially for young people, the pandemic 

makes young people lose their enthusiasm which leads to mental disorders. The mental 

disorders they experience are anxiety disorders, social anxiety, excessive stress thinking about 

their situation, friends, relatives, or relatives. Therefore, it is necessary to design visual 

communication to help the mental health of young people during the pandemic to give them 

enthusiasm and hope. 

Visual communication design made in the form of short videos of activities and activities of 

young people during the pandemic. This visual communication program is entitled “How are 

you?”. This program will contain a collection of stories of young people during the pandemic. 

All difficulties want their joys and sorrows during the pandemic. Later the author will also add 

a message in the form of hope to young people who are having difficulty understanding their 

situation during the pandemic. It is hoped that with this program, young people can be 

entertained and can maintain their mental health during the COVID-19 pandemic. 

Keywords : 

Mental Health, Visual Communication, Covid-19 Pandemic 
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