CHAFPTER 1
INTRODUCTION

1.1 Background

The Global School-based Health Survey showed that 20.6% of Indonesian
students aged |3 ITymuldmhu proportion was lower than those

explore the potential of visual novel games as a tml fur m:msmw topics.
In conclusion, this thesis aims to contribute lo the development of effective
interventions to prevent and address bullying among students, and to explore the
potential of visual novel games as a tool for promoting social and emotional
learning,



1.2 Froblem Formulation

Traditional anti-bullying interventions often lack the engagement and
perspective-taking necessary to create a lasting impact on students. This research
seeks to address thal gap by exploring an interactive, narrative-based approach. The
central msaarchquuﬁm is therefore formulated as: "How effective is the visual
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2. To evaluate the effectivencss of "If Only" in enhancing players'
understanding of the nature of bullying, its potential harm, and the critical
role of bystander intervention.

3. To measure the usability of the "If Only" visual novel according to the 150
9126 standard, ensuring it is an accessible, engaging, and suitable tool for
its target audience.




These are the few benefits that this research provides:
A. Theoretical Benefits
Thmmrhmhnpefullqurowupmthﬂmmlmgaufﬂdm

This chapter contains a general view of the research’s objects,
research flow, tools. and matenals used in this research.



CHAPTER IV RESULTS AND DISCUSSION

This chapter presents the results of the research conducted, followed
by a detailed discussion and analysis of the findings.

CHAPTER V CLOSING
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