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INTISARI 
 

Pandemi Covid-19 menimbulkan status kedaruratan di Indonesia. Melalui 

Keputusan Presiden Nomor 11 Tahun 2020, Indonesia telah mengumumkan status 

kedaruratan kesehatan. Berbagai upaya dilakukan dalam rangka mengatasi 

dampak pandemi Covid-19. Salah satunya adalah upaya vaksinasi. Namun, di 

masyarakat timbul pro kontra terkait vaksinasi tersebut. Sejumlah kalangan 

masyarakat menolak untuk divaksin. 

Hasil penelitian menunjukkan bahwa vaksinasi yang pada mulanya adalah 

hak setiap orang, dapat menjadi suatu kewajiban mengingat situasi kedaruratan di 

Indonesia saat ini. Hal ini karena seseorang yang tidak divaksin berpotensi untuk 

menularkan.  

Banyaknya berita-berita hoax yang tersebar menjadi kendala terhadap 

vaksinasi covid-19 yang menyebabkan masyarakat takut untuk divaksin, Maka 

dari itu iklan layanan masyarakat tentang vaksinasi sangat penting agar 

masyarakat yang belum tahu dan masih merasa takut dengan vaksin menjadi 

mengetahui dan paham bahwa vaksin itu penting untuk menjaga kita dan memutus 

rantai virus corona.  

 

Kata kunci: Pandemi, Covid-19,Vaksin, Iklan , Hoax 
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ABSTRACT 
 

The Covid-19 pandemic has created an emergency status in Indonesia. 

Through Presidential Decree No. 11 of 2020, Indonesia has declared a health 

emergency status. Various efforts were made to overcome the impact of the Covid-

19 pandemic. One of them is vaccination efforts. However, in the community there 

are pros and cons related to the vaccination. Some communities refuse to be 

vaccinated. 

The results of the study show that vaccination, which was originally the 

right of everyone, can become an obligation considering the current emergency 

situation in Indonesia. This is because someone who is not vaccinated has the 

potential to transmit it. 

The number of hoax news that spread is an obstacle to covid-19 

vaccination which causes people to be afraid to be vaccinated. Therefore, public 

service advertisements about vaccination are very important so that people who 

don't know and are still afraid of vaccines know and understand that vaccines are 

important. to protect us and break the chain of the corona virus. 

 

Keyword: Pandemic, Covid-19, Vaccine, Advertising , Hoax 
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