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MOTTO 

“Sometimes we have to look deep inside ourselves to find the answers to our 

problems.” 

[Patrick Star - Spongebob Squarepants] 

 

“Stop worry all the time, stop worrying about things you can’t control, life is to 

short to do so, so please STOP.” 

[Viakavish] 

 

“Choices ... We cannot go back. That’s why it’s hard to choose. You have to make 

the right choice. As long as you don’t choose, everything remains possible.” 

[Mr. Nobody]  
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INTISARI 

Narkoba memiliki dampak buruk bagi generasi muda kita. Pencegahan dan 

pemberantasan penyalahgunaan narkoba harus dilakukan untuk melindungi masa 

depan bangsa. Pengenalan dampak negative dari penyalahgunaan narkoba sudah 

dilakukan dengan bebagai cara sosialisasi untuk menekan jumlah penyalahgunaan 

narkoba. 

Menurut penelitian dari BNN, mencatat penggunaan Narkoba di Indonesia 

mencapai angka 4,5 juta jiwa. Dan kerugian negara mencapai angka 72 trilliun 

rupiah pertahun kerugian material. Menurut BNN kebanyakan pengguna narkoba 

adalah Pelajar dengan presntase 24%pada tahun 2018. 

Pada skripsi ini, penulis mencoba mengembangkan visual novel berjudul 

“Around You” yang dijalankan pada komputer desktop bersistem operasi Windows 

menggunakan aplikasi TyranoBuilder v184. Hasil akhir penelitian ini bertujuan 

untuk membantu remaja agar terhindar dari bahaya terjerumus di lingkungan 

narkoba dan bahaya narkoba untuk generasi muda. 

Kata Kunci: Game, visual novel, BNN, narkoba. 

  



 
 

xvii 
 

ABSTRACT 

Drugs have a bad impact on our young generation. Prevention and 

eradication of drug abuse must be done to protect the nation's future. The 

introduction of the negative effects of drug abuse has been carried out with various 

ways of socializing to reduce the number of drug abuse. 

According to research from the Indonesian National Narcotics Agency, the 

use of narcotics in Indonesia has reached 4.5 million. And the state losses reached 

72 trillion rupiah per year of material losses. According to BNN Indonesia, most 

drug users are students with a percentage of 24% in 2018. 

In this research,, the author tries to develop a visual novel titled "Around 

You" which is run on a desktop computer with a Windows operating system using 

the TyranoBuilder v184 application. The final results of this study aim to help 

adolescents to avoid the dangers of falling into the drug environment and the 

dangers of drugs for the younger generation. 

Keywords: Game, Visual Novel, BNN, Drugs. 

 


