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PERANCANGAN VISUAL NOVEL MENGENAI 

RATU SHIMA UNTUK MURID SMA 

 (Valerie Kwan) 

ABSTRAK 

 

Ratu Shima adalah tokoh sejarah perempuan dari kerajaan Kalingga. Ratu Shima 

memerintahkan kerajaannya dengan tegas dan menjunjung tinggi keadilan. Kisah 

Ratu Shima penuh nilai kepemimpinan dan nilai keadilan yang dapat 

diimplementasikan dalam kehidupan pelajar SMA yang sedang bertumbuh dewasa. 

Namun, masih banyak pelajar yang kurang berminat dengan pelajaran sejarah. 

Sehingga kisah sejarah seperti Ratu Shima mulai dilupakan dan akan terancam 

hilang. Terutama bagi tokoh sejarah perempuan yang kurang ditonjolkan di 

masyarakat. Berdasarkan masalah tersebut, penelitian ini dirancang dengan tujuan 

menceritakan kisah tokoh sejarah Ratu Shima. Perancangan visual novel ini 

menggunakan metodologi Design Thinking oleh Tim Brown, yang mencakupi 

emphatize, define, ideate, prototype, dan test. Perancangan menggunakan teknik 

kualitatif dan kuantitatif berupa wawancara, kuesioner, studi eksisting, dan studi 

referensi. Perancangan yang dibuat menghasilkan sebuah visual novel dengan 

media sekunder yang berupa sticker, pin, dan social media ads. Melalui beta test 

dengan cara wawancara, dapat dilihat bahwa hasil perancangan visual novel sudah 

efektif dan menarik bagi para pelajar untuk mencobanya.  

 

Kata kunci: sejarah, Ratu Shima, visual novel 
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DESIGNING A VISUAL NOVEL ABOUT QUEEN SHIMA 

FOR HIGH SCHOOL STUDENTS 

 (Valerie Kwan) 

 

ABSTRACT (English) 

 

Queen Shima is a female historical figure from the Kalingga kingdom. Queen Shima 

led her kingdom very firmly, and upheld justice. The story of Queen Shima is about 

leadership and justice values, which can be implemented for high school students 

who are on their way to adulthood. However, many students are not interested in 

history. Therefore, historical stories such as Queen Shima are starting to be 

forgotten and are in danger of being lost. This problem is more prevalent for female 

historical figures, who are less prominent. Based on these problems, this research 

was designed with the aim of telling the story of the historical figure Queen Shima. 

In designing this visual novel game, the author used the Design Thinking 

methodology by Tim Brown which consists of emphatize, define, ideate, prototype, 

and test. This design also uses qualitative and quantitative design techniques in the 

form of interviews, questionnaires, existing studies, and reference studies. The 

design created produces a visual novel with secondary media in the form of stickers, 

pins, and social media ads. Through beta test using interviews, it has been proven 

that the results of the visual novel are effective and is interesting for the students. 

 

Keywords: history, Queen Shima, visual novel 
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