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ABSTRAK 

 

Penemuan fenomena masalah di kalangan masyarakat menengah hingga 

menengah kebawah di Kota Surabaya tentang kurangnya pengetahuan para orang 

tua tentang dampak stimulasi sensorik  pada tumbuh kembang anak. Penemuan 

masalah ini didasari oleh perkembangan tren stimulasi sensorik melalui sensory play 

yang sedang viral di sosial media kemudian ditelusuri dengan mengambil sampel di 

31 Kecamatan di Kota Surabaya. Ditemukan didalam beberapa kecamatan di Kota 

Surabaya bahwa banyak orang tua yang belum memenuhi indikator sebagai orang 

tua yang paham dan sadar tentang dampak stimulasi sensorik terhadap tumbuh 

kembang anak. Kemudian dipilih tiga kecamatan dengan persentase 

ketidakpahaman paling tinggi yaitu Kecamatan Tambaksari, Kecamatan Semampir 

dan Kecamatan Wonokromo. Sesuai dengan keilmuan Desain Komunikasi Visual, 

dipilihlah solusi permasalahan tersebut melalui media kampanye edukasi stimulasi 

sensorik melalui sensory play yang berjudul Berseri “Bermain Sensorik Riang dan 

Interaktif” Kampanye Berseri ini dikemas menggunakan bahasa semi-formal dan 

pendekatan sesederhana mungkin agar dapat menarik simpati dari target audiens. 

Media Kampanye Berseri adalah program workshop secara tatap muka dan 

penyebaran informasi seputar sensory play melalui Instagram. Pelaksanaan program 

workshop juga dilengkapi dengan pemberian bantuan sensory play kit atau alat ajar 

sensory play agar para orang tua lebih dimudahkan ketika melakukan stimulasi 

sensorik pada balitanya. Kampanye Berseri disambut hangat oleh para orang tua atau 

target audiens dan merasa terbantu dan mendapatkan manfaat dengan adanya 

kegiatan kampanye tersebut, dan mengharapkan keberlanjutan dari kegiatan 

semacam Kampanye Berseri. 

Kata Kunci: Stimulasi, Kampanye, Sensory play, Orang tua, Balita 
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ABSTRACT 

 

The discovery of the problem phenomenon among the middle to lower middle 

class in Surabaya City regarding parents' lack of knowledge about the impact of 

sensory stimulation on child development. The discovery of this problem is based on 

the development of the trend of sensory stimulation through sensory play, which is 

currently viral on social media and then traced by taking samples in 31 Districts in 

Surabaya City. It was found in several districts in Surabaya City that many parents 

did not meet the indicators as parents who understand and are aware of the impact 

of sensory stimulation on child development. Then three districts were selected with 

the highest percentage of lack of understanding, namely Tambaksari District, 

Semampir District and Wonokromo District. Following the science of Visual 

Communication Design, a solution to the problem was chosen through the 

educational campaign media for sensory stimulation through sensory play entitled 

Berseri "Bermain Sensorik Riang dan Interaktif" This Berseri campaign is packaged 

using semi-formal language and the simplest possible approach in order to attract 

sympathy from the target audience. The Berseri Campaign Media is a face-to-face 

workshop program that disseminates information about sensory play via Instagram. 

The implementation of the workshop program is also equipped with the provision of 

sensory play kits or sensory play teaching tools so that parents are more facilitated 

when providing sensory stimulation to their toddlers. The Berseri Campaign was 

warmly welcomed by parents or target audiences who felt helped and benefited by 

the campaign activities and hoped for the continuation of activities such as the 

Berseri Campaign. 

Keywords: Stimulation, Campaign, Sensory play, toddlers 
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