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PERANCANGAN BUKU CERITA INTERAKTIF UNTUK 

MENGENALKAN KASIH MELALUI KISAH DAUD DAN 

YONATAN DI GPIB IMMANUEL DEPOK 

(Jenaya Graziela Loen) 

ABSTRAK 

Anak-anak kelas 1-3 SD di Ibadah Hari Minggu Pelayanan Anak (IHMPA) 

GPIB Immanuel Depok kesulitan memahami kasih jika hanya bergantung 

pada membaca Alkitab mandiri. Alkitab tersusun dari tulisan yang padat, 

dengan bahasa yang sulit dimengerti oleh anak-anak. Kasih merupakan ajaran 

utama dalam Alkitab yang menjadi dasar perbuatan baik, sehingga harus 

diajarkan sejak dini. Buku cerita interaktif tentang kisah Daud dan Yonatan 

dapat menjadi solusi pembelajaran kasih. Metodologi penelitian melalui 

metode Hybrid melalui wawancara, studi eksisting, studi referensi, observasi, 

dan kuesioner. Metodologi perancangan menggunakan teori oleh Matulka, 

yang meliputi tahap creation, acquisition, planning and design, production, 

dan marketing. Wawancara dilakukan kepada Pdt. Ny. Peggy A. Aipassa 

S.Si-Teol, S.Mus, dan Robert A. Rasman S.E. Observasi dilakukan pada 

IHMPA GPIB Immanuel Depok. Studi eksisting dilakukan pada Power Bible 

Comic 4 dan Komik Alkitab Anak. Studi referensi dilakukan pada Power 

Bible Comic dan Lift the Flap Bible. Kuesioner disebarkan kepada pengajar 

IHMPA. Pendekatan yang digunakan adalah interaktivitas lift-the-flap, 

pulltab, dan activity untuk meningkatkan rasa penasaran dan minat 

pembelajaran anak.  

 

Kata kunci: kasih, buku cerita interaktif, kelas 1-3 SD 
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INTERACTIVE STORYBOOK DESIGN TO INTRODUCE 

COMPASSION THROUGH THE TALE OF DAVID AND 

JONATHAN AT GPIB IMMANUEL DEPOK 

(Jenaya Graziela Loen) 

ABSTRACT (English) 

Children in grades 1-3 at the Sunday Children's Service (IHMPA) of GPIB 

Immanuel Depok struggle to understand love by solely relying on independent 

Bible reading. The Bible is composed of dense texts, with words difficult for 

children to comprehend. Love is the primary teaching in the Bible, which 

serves as the foundation for good deeds, thus it should be taught from an early 

age. An interactive storybook about David and Jonathan can be a solution. 

The research methodology employs a Hybrid method through interviews, 

existing studies, reference studies, observations, and questionnaires. The 

design methodology utilizes Matulka's theory, which includes creation, 

acquisition, planning and design, production, and marketing. Interviews were 

conducted with Rev. Mrs. Peggy A. Aipassa S.Si-Theol, S.Mus, and Robert A. 

Rasman S.E. Observations were made at IHMPA GPIB Immanuel Depok. 

Existing studies were conducted on Power Bible Comic 4 and Children's 

Bible Comics. Reference studies were conducted on Power Bible Comic and 

Lift the Flap Bible. Questionnaires were distributed to IHMPA instructors. 

The approach used involves interactive lift-the-flap, pull-tab, and activity to 

enhance children's curiosity and interest in learning. Keywords: love, 

interactive information design , grades 

 

Keywords: love, interactive information design , grades 1-3 
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