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MOTTO 
 

 

“Right and wrong are not what separate us and our enemies. It‟s our different 

standpoints, our perspectives that separate us. Both sides blame one another. 

There‟s no good or bad side. Just two sides holding different views.” 

[Squall Leonhart – Final Fantasy VIII] 

 

“The only thing we‟re allowed to do is to believe that we won‟t regret the choice 

we made.” [Levi Ackerman – Attack on Titan] 
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INTISARI 

 

 
Berkembangnya pengguna internet turut menumbuhkan fenomena-fenomena 

sosial dunia maya yang bermanifestasi dalam layanan-layanan internet dimana 

banyak terjadi hubungan antarpengguna seperti media sosial, meme, blog, hingga 

permainan online. 

Studi "Penggunaan Internet di Kalangan Anak-Anak dan Remaja di 

Indonesia" oleh Kementrian Komunikasi dan Informatika yang didukung 

UNICEF pada tahun 2014 yang melibatkan populasi sebesar 43,5 juta anak-anak 

dan remaja kelompok usia 10-19 tahun mengemukakan bahwa terdapat 80% 

responden menggunakan internet untuk mencari data dan informasi tugas-tugas 

sekolah, 70% untuk bertemu teman online lewat media sosial, 65% mencari 

musik, dan 39% untuk menonton video. Akan tetapi, dari 42% responden yang 

sadar akan risiko tertindas secara online, sudah terdapat 13% anak, dimana 

jumlahnya yang ribuan, yang menjadi korban cyberbullying. 

Pada skripsi ini, penulis mencoba mengembangkan visual novel berjudul 

―Netwatcers‖ yang dijalankan pada komputer desktop bersistem operasi Windows 

menggunakan aplikasi Novelty 0.8.9. Hasil akhir penelitian ini bertujuan untuk 

membantu remaja dalam rentang usia 15 tahun ke atas dalam mengenal 

cyberbullying dan memahami etika bersosial media. 

 

Kata Kunci: Game, visual novel, netiket, media sosial, cyberbullying, internet. 
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ABSTRACT 

 

 
The increasing use of internet brings up cyber society phenomena which are 

manifesting in various networking services that allows wide user interactions such 

in social medias, internet memes, blogs, to online games. 

A 2014 study supported by UNICEF of “Penggunaan Internet di Kalangan 

Anak-Anak dan Remaja di Indonesia” (Internet Use by Children and Adolecents 

in Indonesia) conducted by Ministy of Communication and Informatics where 

43,5 billion children and adolecents between 10-19 year olds involved in, stated 

that 80% respondents use internet to find data and informations related to school 

assignments, 70% engaged in social media, 65% for music, and 39% for watching 

videos online. However, from  42% respondents who are aware of online bullying 

risks, there are 13% respondents, who are thousands, became victims of 

cyberbullying. 

In this research, I tried to develop the visual novel “Netwatchers” which is 

ran on Windows computer desktop using Novelty 0.8.9. The result of this research 

aims to help 15 years old and up teens in knowing and understanding both 

cyberbullying and netiquette. 

 

 

Keywords: Nettiquete, Internet, Social Media, Visual Novel, Cyberbullying, 

Game.


