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PERANCANGAN INTERAKTIF VISUAL NOVEL SUDUT 

PANDANG PENGIDAP IDENTITY DISORDER 

 (Nurlatifah Chairunnisa M.) 

ABSTRAK 

Dissociative Disorder memiliki beragam jenis, salah satu disorder disosiatif 
yang terhebat adalah Dissociative Identity Disorder. DID merupakan salah 
satu Dissociative Disorder  utama dimana seseorang mengalami trauma yang 
hebat di masa lampau seorang anak, trauma yang dihadapi menciptakan 
pengidap untuk memecahkan sifat dirinya menjadi kepribadian yang baru. 
Media informasi yang tersebar sejauh ini masih dijelaskan menggunakan 
bahasa yang media sehingga sulit dipahami untuk orang awam dan kurang 
menarik untuk diakses. Tidak hanya itu masih banyak orang-orang yang 
mempunyai stigma negatif terhadap pengidap DID, mulai dari dianggap 
mengalami kesurupan, pengidap memalsukan kepribadian gandanya untuk 
mendapatkan perhatian, pengidap hanya melewati perubahan emosi yang 
drastis, dan sebagainya, sedangkan faktanya pengidap mempunyai dua 
kepribadian berbeda yang dapat mengambil alih kontrol tubuhnya. Tujuan 
dari perancangan interaktif visual novel ini dapat memberikan informasi 
seputar DID dan pengidapnya dengan memberi gambaran dari kehidupan 
pengidap DID sehari-hari. Perancangan visual novel interaktif Copious pada 
akhirnya berhasil dirancang setelah melakukan riset secara kualitatif dan 
kuantitatif. informasi yang telah didapatkan diaplikasikan ke dalam gim 
Copious dan dirancang dengan engine Ren’py yang lalu diuji coba dengan 
target dan psikiater, dari hasil uji tes perancangan dinyatakan memiliki 
informasi yang mudah dipahami, menarik, dan menarik empati dari target. 
 
Kata kunci: Mental disorder, Dissociative Identity Disorder, Informasi 
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DESIGNING INTERACTIVE VISUAL NOVEL OF THE POINT 

OF VIEW OF A PERSON WITH DISSOCIATIVE IDENTITY 

DISORDER 

 (Nurlatifah Chairunnisa M.) 

ABSTRACT (English) 

Dissociative Disorder has various types, one of the greatest dissociative 
disorders is Dissociative Identity Disorder. DID is one of the main 
dissociative disorders where a person experiences severe trauma in a child's 
past, the trauma faced causes the sufferer to break their personality into a 
new personality. The information media which are available for public use 
uses medical language which makes it hard to understand for the people who 
are uninformed and not as interesting to access. There are still many  people 
who have negative stigma towards people with DID, starting from being 
thought to be a trance, sufferers faking their other personalities in order to 
receive attention, sufferers going through drastic changes of  emotional or 
mood changes, et cetera, while in fact the sufferer has two different 
personalities that can take over control of their body. The aim of designing 
this interactive visual novel is to provide information about DID and its 
sufferers by providing an overview of the daily lives of DID sufferers. The 
interactive visual novel Copious was finally designed after conducting 
qualitative and quantitative research. The information that was obtained was 
applied to the Copious game and designed using the Ren'py engine which was 
then tested with the target and a psychiatrist. From the results of the design 
test, it was stated that it had information that was easy to understand, 
interesting and attracted empathy from the target. 
 
Keywords: Mental disorder, Dissociative Identity Disorder, Information 
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