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PERANCANGAN BUKU INTERAKTIF UNTUK
PENGENALAN LUKISAN RADEN SALEH KEPADA ANAK-

ANAK

(Valerie Hermione HKS)

ABSTRAK

Raden Saleh merupakan pelukis modern pertama Indonesia yang dikenal melalui
karya-karya realisnya yang mengabadikan berbagai peristiwa penting sejarah,
seperti Penangkapan Pangeran Diponegoro. Namun, tokoh ini masih jarang
diperkenalkan kepada anak-anak melalui media yang menarik, sehingga
kesempatan untuk menumbuhkan rasa nasionalisme sejak dini belum dimanfaatkan
secara optimal. Peranan ini dibuat untuk menghadirkan sosok Raden Saleh dalam
format yang lebih dekat, menyenangkan, dan sesuai perkembangan kognitif anak
usia 8—10 tahun. Perancangan dilakukan menggunakan metode Tim Brown dengan
5 tahapan yaitu emphatize, define, ideate, prototype dan test. Serta Penelitian
menggunakan metode kualitatif melalui studi literatur, observasi langsung karya-
karya Raden Saleh di beberapa museum, serta wawancara dengan ahli, pemandu
museum, dan orang tua untuk memahami konteks sejarah Raden Saleh serta cara
penyampaian yang efektif bagi anak dalam illustrasi. Pendekatan kuantitatif
digunakan melalui penyebaran kuesioner untuk memetakan minat, tantangan
pemahaman, serta preferensi visual anak terhadap media belajar sejarah dan
pemahaman mereka mengenai Raden Saleh. Hasil desain menghadirkan media
utama berupa buku ilustrasi interaktif yang menggabungkan storytelling, aktivitas
sederhana, dan elemen visual yang komunikatif. Sementara media sekunder berupa
poster, brosur, stiker, dan merchandise yang dibuat untuk memperkuat pengalaman
belajar di luar buku. Berdasarkan beta fest bersama anak-anak, media ini dinilai
mampu meningkatkan ketertarikan terhadap tokoh Raden Saleh, membantu
memahami konteks sejarah dengan lebih mudah, serta menjadikan proses belajar
lebih menyenangkan dan interaktif.

Kata kunci: Pendidikan Sejarah Indonesia, Seni Lukis, Raden Saleh
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INTERACTIVE BOOK TO INTRODUCE RADEN SALEH’S

PAINTING FOR CHILDREN

(Valerie Hermione HKS)

ABSTRACT (English)

Raden Saleh was Indonesia's first modern painter, known for his realistic works
that immortalized various important historical events, such as the Capture of
Prince Diponegoro. However, this figure is still rarely introduced to children
through engaging media, so the opportunity to foster a sense of nationalism from
an early age has not been optimally utilized. This role was created to present the
figure of Raden Saleh in a format that is closer, more enjoyable, and appropriate
to the cognitive development of children aged 8-10 years. The design process
applied Tim Brown's design thinking method, which consists of five stages:
empathize, define, ideate, prototype, and test. The research employed a qualitative
approach through literature studies, direct observation of Raden Saleh's artworks
in several museums, and interviews with experts, museum guides, and parents to
understand both the historical context of Raden Saleh and effective ways to convey
it to children through illustration. A quantitative approach was used through the
distribution of questionnaires to map children's interests, understanding
challenges, and visual preferences towards historical learning media and their
understanding of Raden Saleh. The resulting design presents the primary media in
the form of an interactive illustrated book that combines storytelling, simple
activities, and communicative visual elements. Meanwhile, secondary media in the
form of posters, brochures, stickers, and merchandise were created to strengthen
the learning experience outside of the book. Based on beta tests with children, this
media is considered capable of increasing interest in the figure of Raden Saleh,
helping to understand the historical context more easily, and making the learning
process more fun and interactive.

Keywords: Indonesian History Education, Painting Art, Raden Saleh
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