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ABSTRAK 

 

Isu pencegahan perundungan telah menjadi masalah signifikan saat ini. 

Studi ini bertujuan untuk memetakan hubungan antara virtual reality dan 

pencegahan perundungan melalui analisis topik dan co-occurrence dalam upaya 

memahami potensi teknologi virtual reality dalam memerangi perundungan dengan 

cara meningkatkan empati bystander. Metode penelitian melibatkan identifikasi 

publikasi-publikasi terdahulu terkait virtual reality dan pencegahan perundungan 

yang diambil dari Scopus. Analisis topik dan co-occurrence mengkuantifikasi 

keterkaitan antara topik berdasarkan  frekuensi kemunculan bersama dua atau lebih 

entitas dalam suatu konteks. Hasil penelitian menunjukkan adanya potensi pada 

virtual reality dalam mempengaruhi empati penonton dan mempromosikan perilaku 

proaktif ketika mereka menjadi saksi perundungan. Studi terdahulu yang relevan 

mencakup topik-topik seperti penggunaan virtual reality untuk mencegah 

perundungan melalui bystander dan korban perundungan, dan simulasi 

perundungan untuk meningkatkan empati bystander. Studi-studi tersebut 

menyediakan informasi peran teknologi virtual reality dalam membantu melawan 

perundungan dengan cara yang efektif. Hasil penelitian disajikan dalam bentuk 

analisis deskriptif dan gambar visual dengan bantuan perangkat lunak VOSviewer. 

Kata Kunci : Virtual Reality, Bullying Prevention, Bystander, Mapping, Analysis 

Topic, Co-Occurrence 
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ABSTRACT 

The issue of bullying prevention has become a significant concern in the 

present time. This study aims to map the relationship between Virtual Reality (VR) 

and bullying prevention through topic analysis and co-occurrence analysis to 

understand the potential of VR technology in the fight against bullying by 

enhancing bystander empathy. The research methodology involves the 

identification of previous publications related to VR and bullying prevention 

extracted from the Scopus database. Topic analysis and co-occurrence analysis 

quantify the interconnections between topics based on the frequency of their 

simultaneous appearance in each context. The research findings indicate the 

potential of VR in influencing viewer empathy and promoting proactive behavior 

when they witness bullying. Previous studies cover the utilization of VR to prevent 

bullying through bystander intervention and support for bullying victims, as well 

as bullying simulations to enhance bystander empathy. These studies provide 

valuable insights into the role of VR technology in effectively combating bullying. 

The research findings presented are descriptive analysis and visual illustrations 

with the assistance of VOSviewer software. 

Keywords : VR, Bullying Prevention, Empathy, Bystander, Topic Analysis, Co-

Occurrence. 
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