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MOTTO

Some infinities are simply bigger than other infinities.

(John green, The Fault in Our Star)
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RINGKASAN

Bullying verbal di kalangan remaja merupakan permasalahan sosial yang
berdampak serius terhadap kesehatan mental, emosional, dan perkembangan
karakter korban. Tingginya kasus bullying verbal di Indonesia, yang sering
dianggap sekadar candaan, menyebabkan sulitnya identifikasi dan penanganan
sehingga korban kerap enggan melapor. Permasalahan ini menunjukkan adanya
kebutuhan akan media edukasi yang efektif, interaktif, dan relevan dengan
kehidupan remaja. Perancangan ini bertujuan untuk menciptakan story game
bertema bullying verbal sebagai sarana sosialisasi dan pembelajaran mengenai
dampak negatif perundungan, sekaligus membangun empati dan kesadaran sosial
di kalangan pemain. Metode yang digunakan adalah design thinking. Hasil
perancangan berupa prototipe story game beralur non-linear dengan gaya visual
semi-realistis, yang memungkinkan pemain mengeksplorasi berbagai skenario
bullying verbal, membuat pilihan, dan melihat konsekuensi dari setiap tindakan.
Karya ini diharapkan dapat menjadi media edukatif yang menarik, memperkuat
pesan moral tentang pentingnya saling menghargai, dan berkontribusi dalam upaya
pencegahan bullying verbal di kalangan remaja.

Kata kunci: Bullying verbal, Remaja, Story game.
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ABSTRACT

Verbal bullying among adolescents is a social problem that seriously impacts the
mental and emotional health and character development of victims. The high
number of cases of verbal bullying in Indonesia is often dismissed as mere jokes,
making identification and treatment difficult, leading victims to be reluctant to
report the incident. This issue underscores the importance of developing effective,
interactive, and relevant educational media for adolescents. This project aims to
create a story game themed around verbal bullying as a means of socializing and
learning about the negative impacts of bullying, while also building empathy and
social awareness among players. The method used design thinking. The resulting
design is a prototype story game featuring a non-linear storyline and semi-
realistic visuals, which allow players to explore various scenarios of verbal
bullying, make choices, and see the consequences of each action. This work is
expected to serve as an engaging educational medium, reinforcing the moral
message about the importance of mutual respect, and contribute to efforts aimed
at preventing verbal bullying among adolescents.

Keywords: Verbal bullying, Adolescents, Story game.
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