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MOTTO 

“Banyak kegagalan hidup terjadi karena orang-orang tidak menyadari Betapa 

dekatnya kesuksesan ketika mereka menyerah.” (Thomas Alfa Edison) 

“Jika tidak perlu dilakukan, jangan lakukan. Jika perlu dilakukan, selesaikan 

dengan cepat.(Oreki Hotarou : Hyouka) 

“Maka sesungguhnya bersama kesulitan ada kemudahan. Sesungguhnya bersama 

kesulitan ada kemudahan. Maka apabila engkau telah selesai (dari sesuatu 

urusan), tetaplah bekerja keras (untuk urusan yang lain). Dan hanya kepada 

Tuhanmulah engkau berharap.” (QS. Al-Insyirah, 6-8) 
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ABSTRACT 

 

Game has become part of everyday life. With the rapid technological 

developments, contribute to the game can be played on various platforms. Mobile 

games, especially the android-based smartphone games become one of the most 

enjoyed games. One of the games that exist in playstore android is an adventure 

game that is presented in the form of visual novel. 

This visual novel developed using game engine Ren’Py. Ren'Py uses a simplified 

programming language Python. Ren'Py also provides a menu to import games to 

various platforms, one of which is Android.This game will also distributed 

through Playstore. 
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