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ABSTRAK 

The design of the educational game 'Protect My Body' aims to prevent sexual 

violence against children through an Android-based approach. This research uses game 

development theory, Game Development Life Cycle (GDLC), to guide the entire 

development process from start to finish. This game genre takes the form of a narrative 

visual novel with gameplay elements in the form of drawing lines, designed to teach 

children about safe boundaries, and how to identify and avoid acts of sexual 

harassment. The research method involved interviews with Al-Isra tutoring teachers 

and questionnaires to elementary school children in grades 3-6. The research was 

carried out at the Al-ISRA Bulak West Tuition Center, Cipayung Depok. 

Keywords: Digital Games, Sexual Violence, Android, Visual Novels, GDLC. 

 

Perancangan Game Edukasi ‘Lindungi Tubuhku’ bertujuan untuk mencegah 

kekerasan seksual pada anak melalui pendekatan berbasis Android. Penelitian ini 

menggunakan teori pengembangan game, Game Development Life Cycle (GDLC), 

untuk memandu seluruh proses pengembangan dari awal hingga akhir. genre game 

ini berbentuk visual novel naratif dengan elemen gameplay berupa tarik garis, 

dirancang untuk mengajarkan anak tentang batasan yang aman, dan bagaimana 

mengidentifikasi serta menghindari tindakan pelecehan seksual. Metode penelitian 

melibatkan wawancara dengan guru bimbingan belajar Al-Isra dan kuesioner kepada 

anak-anak SD kelas 3-6. Penelitian dilaksanakan di Bimbel Al-ISRA Bulak Barat, 

Cipayung Depok. 

Kata Kunci : Permainan Digital, Kekerasan Seksual, Android, Visual Novel , 

GDLC . 
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