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PENGEMBANGAN MEDIA DIGITAL BERBASIS GAME VISUAL NOVEL 

UNTUK STIMULASI PERILAKU PROSOSIAL ANAK USIA DINI 

(Penelitian dan Pengembangan pada Anak Usia Dini di Jawa Barat) 

DADAN NUGRAHA 

ABSTRAK 

 

Pengembangan media digital berbasis game visual novel merupakan upaya 

penciptaan solusi terkait kebutuhan media berbasis digital untuk stimulasi perilaku 

prososial pada jenjang Pendidikan Anak Usia Dini di Jawa Barat. Faktanya 

penggunaan media digital oleh lembaga PAUD yaitu 69% menggunakan media non 

digital dan 31% menggunakan media digital, 71,8% media digital yang diperlukan 

yaitu untuk aspek perkembangan sosio-emosional dan 67,4% jenis media digital 

yang diperlukan yaitu game interaktif, sedangkan media digital berbasis game 

visual novel untuk jenjang anak usia dini masih sangat terbatas. Melalui proses 

penelitian dan pengembangan yang dilakukan, hasil penelitian ini tercipta aplikasi 

android berjudul Prososial Visual Novel (PROS-VN) yang layak diterapkan sebagai 

media pendidikan untuk anak usia dini dan efektif digunakan untuk menstimulasi 

perilaku prososial anak usia dini di Jawa Barat. Kelayakan media digital berbasis 

game visual novel aplikasi Prososial Visual Novel (PROS-VN) dibuktikan dari 

hasil validasi ahli rekayasa perangkat lunak 73,3%, ahli media 80,8%, dan praktisi 

PAUD 71,4%, sedangkan bukti efektivitas dibuktikan dari hasil uji coba di TK 

Miftahulfalah yang menunjukkan peningkatan perilaku prososial anak usia dini 

hingga 90,3% dengan skor gain 0,70 kategori sedang dan di RA Nurul Huda 2 

meningkat hingga 90,1% dengan skor gain 0,70 kategori sedang. 

 

Kata Kunci : Media Digital, Game Visual Novel, Perilaku Prososial, Anak Usia 

Dini 
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DIGITAL MEDIA DEVELOPMENT BASED ON VISUAL NOVEL GAME 

FOR STIMULATION OF PROSOCIAL BEHAVIOR 

IN EARLY CHILDHOOD 

(Research and Development in Early Childhood in West Java) 

DADAN NUGRAHA 

ABSTRACT 

 

The development of digital media based on visual novel games is an effort to create 

solutions related to the need for digital-based media to stimulate prosocial behavior 

at the Early Childhood Education level in West Java. In fact, the use of digital 

media by PAUD institutions is 69% using non-digital media and 31% using digital 

media, 71.8% of digital media is needed for aspects of socio-emotional development 

and 67.4% of the types of digital media needed are interactive games, while digital 

media based on visual novel games for early childhood is still very limited. Through 

the research and development process carried out, the results of this research 

created an android application entitled Prosocial Visual Novel (PROS-VN) which 

is appropriate to be applied as an educational medium for early childhood and is 

effectively used to stimulate prosocial behavior of early childhood in West Java. 

The feasibility of digital media based on game visual novel applications Prosocial 

Visual Novel (PROS-VN) is proven from the validation results of software 

engineering experts 73,3%, media experts 80,8%, practitioners PAUD 71,4%, 

while evidence of effectiveness is proven from the results of trials in Miftahulfalah 

Kindergarten which show an increase in children's prosocial behavior early age 

up to 90.3% with a gain score of 0.70 in the moderate category and in RA Nurul 

Huda 2 it increased to 90.1% with a gain score of 0.70 in the moderate category. 

 

Keywords: Digital Media, Visual Novel Game, Prosocial Behavior, Early 

Childhood 
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