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ABSTRAK 

 

Nama : Arief Tirtana 

Program Studi : Informatika 

Judul  : Perancangan Game Visual Novel “Coconut Kids” 

Sebagai Sarana Edukasi Pelestarian Alam Dengan Metode 

Finite State Machine 

 
Berdasarkan penelitian yang di rilis oleh UNESCO, tingkat literasi di 

Indonesia masih tergolong rendah dimana Indonesia menduduki peringkat ke-60 dari 

61 negara. Kemampuan literasi di Indonesia dapat ditingkatkan dengan berbagai 

pendekatan, salah satunya dengan media game. Visual novel merupakan salah satu 

genre game yang dapat meningkatkan kemampuan membaca pemainnya karena 

memiliki aspek storytelling yang dipadukan dengan gambar serta musik sehingga 

pemain diharuskan membaca setia dialog untuk memahami alur game. Rendahnya 

sikap masyarakat Indonesia terhadap pelestarian alam yang mengakibatkan banyak 

kerusakan terhadap alam juga menjadi latar belakang penyusunan skripsi ini. Oleh 

karena itu, pembuatan visual novel “Coconut Kids” mengambil tema cerita 

pelestarian alam sebagai sarana edukasi untuk pemain. Perancangan visual novel 

“Coconut Kids” menggunakan metode Finite State Machine untuk membuat prinsip 

kerja storytelling pada visual novel berdasarkan state (keadaan), event (kejadian) dan 

action (aksi) sehingga dapat membagi storytelling menjadi beberapa skenario dengan 

ending yang berbeda-beda. Pembuatan game visual novel menggunakan Ren’Py 

dengan bahasa pemrograman python. Penelitian ini menghasilkan sebuah game visual 

novel “Coconut Kids” sebagai media edukasi untuk meningkatkan literasi serta 

kesadaran pemain terhadap kelestarian alam. Pengujian menggunakan blackbox 

testing serta tes usabilitas untuk mengetahui interaksi antara pemain dengan game 

visual novel. Kritik dan saran dari beberapa pihak juga disajikan paad penelitian ini 

dan dapat menjadi evaluasi untuk pengembangan game visual novel kedepannya. 

 
Kata kunci : Finite State Machine, Game Visual Novel, Pelestarian Lingkungan, 

Python, Ren’Py ,Storytelling 
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ABSTRACT 

 

Name :Arief Tirtana 

Department : Informatics 

Title : Coconut Kids : Designing A Visual Novel Game As An 

Educational Tool For Nature Preservation Using Finite State 

Machine Method 

 
Based on the research released by UNESCO, the level of literacy in Indonesia 

is still relatively low where Indonesia ranks 60 from 61 countries. Literacy skills in 

Indonesia can be improved by a variety of approaches, one of which is by the gaming 

media. Visual novel is a genre of games that can improve the reading level of players 

because it has a storytelling aspect combined with images and music so that players 

are required to read the dialogue to understand the gameplay. The low attitude of 

Indonesian society towards the preservation of nature resulting in much damage to 

nature is also the background of drafting this thesis. Therefore, the creation of the 

visual novel "Coconut Kids" also takes the theme of nature conservation stories as a 

means of education for players. The "Coconut Kids" visual novel storyline is designed 

by using Finite State Machine method which is based on State, Event and Action so 

that the story of the game is divided into multiple scenarios with different endings. 

The creation of visual novel games uses Ren’Py with the Python programming 

language. This result of this study is the creation of a visual novel game "Coconut 

Kids" as an educational medium to enhance the player's literacy and awareness on the 

sustainability of nature. The game was tested using a blackbox test as well as a 

usability test to know the interactions between players with the game. Criticism and 

advice from some parties is also presented this research and can used as an evaluation 

for the development of the current and novel visual novel games. 

 

Keywords : Environmental Conservation, Finite State Machine, Python , 

Storytelling, Ren'Py, Visual Novel Game. 
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