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ABSTRAK 

Streaming schedules are an important visual medium for VTubers to present 

broadcast information to audiences in a structured and consistent way. However, 

the process of creating and updating schedule designs is often still carried out 

manually using graphic design software, which can take time and increase the risk 

of errors when schedule information changes. This study aims to design and 

develop a web-based VTuber streaming schedule template design application as a 

supporting medium for digital content production. The method used is Research 

and Development (R&D) with the SDLC Waterfall model, consisting of 

requirements analysis, design, implementation, testing, and maintenance. The 

developed application is called VTModula, which provides features such as 

template selection, weekly schedule input, illustration upload, real-time preview, 

save/load project, custom template import, and export to PNG or JPG format. The 

Black Box Testing results on 44 scenarios showed that all features were accepted, 

with a success percentage of 100%. The User Acceptance Testing (UAT) involving 

20 respondents obtained a percentage of 90.71%, categorized as Very Good. Based 

on these results, VTModula is considered feasible as a supporting application for 

creating VTuber streaming schedule designs. 

Keywords: Virtual YouTuber, Design Template, Streaming Schedule, Web-Based 

Applications, SDLC Waterfall. 

Jadwal streaming merupakan media visual penting bagi VTuber untuk 

menyampaikan informasi siaran kepada audiens secara terstruktur dan konsisten. 

Namun, proses pembuatan dan pembaruan desain jadwal masih sering dilakukan 

secara manual menggunakan software desain grafis, sehingga membutuhkan waktu 

dan berpotensi menimbulkan kesalahan saat terjadi perubahan informasi. Penelitian 

ini bertujuan untuk merancang dan membangun aplikasi template desain jadwal 

streaming VTuber berbasis web sebagai media pendukung produksi konten digital. 

Metode yang digunakan adalah Research and Development (R&D) dengan model 

pengembangan SDLC Waterfall, yang meliputi analisis kebutuhan, perancangan, 

implementasi, pengujian, dan pemeliharaan. Aplikasi yang dikembangkan bernama 

VTModula, dengan fitur utama pemilihan template, pengisian weekly schedule, 

upload ilustrasi, preview desain secara real-time, savie/load project, import custom 

template, serta export hasil desain ke format PNG atau JPG. Hasil pengujian Black 

Box terhadap 44 skenario menunjukkan seluruh fitur memperoleh status diterima 

dengan persentase keberhasilan 100%. Hasil User Acceptance Testing (UAT) yang 

melibatkan 20 responden memperoleh persentase 90.71% dan termasuk dalam 

kategori Sangat Baik. Berdasarkan hasil tersebut, VTModula dinilai layak 

digunakan sebagai aplikasi pendukung pembuatan desain jadwal streaming VTuber. 

Kata Kunci: Virtual YouTuber, Template Desain, Jadwal Streaming, Aplikasi 

Berbasis Web, SDLC Waterfall. 
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