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BACKGROUND

Teenage vyears are filled with rapid emotional,
biological, and social changes. This makes teens more prone to stress, anxiety, and
mental health issues—1 in 3 Indonesian adolescents is affected.

While 52.9% play games for emotional relief, few games offer meaningful

reflection. Visual novels stand out—by blending storytelling and choice, they 4
invite teens to explore emotions, connect with relatable struggles, and better
understand their mental state.

(;OALS OF |HE |QESEARCH

This project aims to design a visual novel game as an educational medium for teenagers aged 15-17, focusing on strategies to
deal with common personal challenges in adolescence as an effort to support emotional stability and mental well-being.
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HNDINGS

This visual novel game has been tested by five high school students and received
positive feedback, including praise for its stunning visuals and a relatable storyline.
However, they also noted some bugs, animation lags, and mixed opinions regarding
the story length. Additional suggestions included improving in-game animations,
adding more sound effects, and adjusting the background music.




