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Abstract 

The Covid-19 virus pandemic is a viral epidemic that has spread all over the world. The 

process of transmission is from human to human. Transmission can be through breathing, 

touching skin, saliva, sneezing, sweating and the close distance between people with the 

Covid-19 virus and people who don't have the Covid-19 virus. In Indonesia, there is a 

term for people without symptoms, namely people who are infected with the Covid-19 

virus but do not feel or feel mild symptoms. People without symptoms are dominated by 

young people aged 20 to 40 years. By providing education to teenagers with a visual 

novel game approach, it can provide awareness to teenagers about the Covid-19 virus and 

its prevention. According to the survey, the number of game players increased during the 

Covid-19 virus pandemic. Public interest in games can be used to conduct interesting 

education to raise awareness and prevent the transmission of the Covid-19 virus among 

teenagers in particular. This study used qualitative research methods. The algorithm used 

is divide and conquer algorithm. Game design uses the multimedia development life cycle 

(MDLC) method. The application used to create games is TyranoBuilder. Shooting using 

a Sony Xperia Z3 Compact smartphone. Design characters and backgrounds using Adobe 

Photoshop CS 6 Portable and Snapchat. Background music using FL Studio 20. 

Keyword : Covid-19 Virus, Qualitative, Divide and Conquer Algorithm, 

Tyranoscript, MDLC, TyranoBuilder, Sony Xperia Z3 Compact, 

Adobe Photoshop CS 6, Snapchat, FL Studio 20 
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Abstrak 

Pandemi virus Covid-19 merupakan wabah virus yang menjangkit seluruh dunia. Proses 

penularanya adalah dari manusia ke manusia lain. Penularan dapat melalui pernapasan, 

sentuhan kulit, air liur, bersin, keringat dan jarak yang berdekatan antara pengidap virus 

Covid-19 dengan orang yang tidak mengidap virus Covid-19. Di Indonesia terdapat 

istilah orang tanpa gejala yaitu orang yang tertular virus Covid-19 namun tidak 

merasakan atau merasakan gejala ringan. Orang tanpa gejala ini didominasi oleh kalangan 

kaum muda usia 20 hingga 40 tahun. Dengan memberikan edukasi kepada remaja dengan 

pendekatan game visual novel dapat memberikan kesadaran kepada para remaja tentang 

virus Covid-19 dan pencegahanya. Menurut survey, jumlah pemain game meningkat 

selama masa pandemi virus Covid-19. Ketertarikan masyarakat terhadap game dapat 

dimanfaatkan untuk melakukan edukasi yang menarik untuk menyadarkan dan mencegah 

penularan virus Covid-19 dikalangan remaja kususnya. Penelitian ini menggunakan 

metode penelitian kualitatif. Algoritma yang digunakan adalah algoritma divide and 

conquer. Perancangan game menggunakan metode multimedia development life cycle 

(MDLC). Aplikasi yang digunakna untuk membuat game adalah TyranoBuilder. 

Pengambilan gambar menggunakan smartphone Sony Xperia Z3 Compact. Desain 

karakter serta background menggunakan Adobe Photoshop CS 6 Portable danSnapchat. 

Background musik menggunakan FL Studio 20. 

Kata Kunci : Virus Covid-19, Kualitatif, Algoritma Divide and Conquer, 

Tyranoscript, MDLC, TyranoBuilder, Sony Xperia Z3 Compact, 

Adobe Photoshop CS 6, Snapchat, FL Studio 20 
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