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PERANCANGAN WEB-BASED INTERACTIVE
STORYTELLING MENGENAI

PERANG JAWA 1741-1743

(Handriya Ilham Setiadi)

ABSTRAK

Perang Jawa 1741-1743 merupakan salah satu perang terbesar di Indonesia berisi
etnis Jawa dan Tionghoa melawan penjajah Belanda. Walau sejarah multikultral ini
penting sebagai bukti kontribusi etnis Tionghoa dalam memperjuangkan kebebasan
bangsa, sejarah ini kurang ditekankan di media pendidikan sehingga masih terbatas.
Pendidikan juga belum menyentuh tentang diskriminasi sehingga narasi intoleran
yang menganggap etnis Tionghoa “bukan bagian dari nasionalitas” kerap muncul.
Generasi muda seperti remaja rentan dengan paparan diskriminasi karena adanya
kecenderungan fanatisme satu ras di atas yang lain. Penelitian ini berupaya
merancang web-based interactive storytelling mengenai Perang Jawa 1741-1743.
Tujuannya untuk membangun memori kolektif mengenai peran etnis Tionghoa
dalam cetatan sejarah dan mengurangi kecenderungan diskriminasi di kalangan
remaja. Perancangan ini memanfaatkan nilai moral dari cerita sejarah Perang Jawa
1741-1743 berisi toleransi dan kesatuan antar etnis, dikemas dengan media
interaktif berbasis situs web. Perancangan akan menggunakan metode penelitian
kualitatif dan metode perancangan Design Thinking. Secara teoritis diharapkan
perancangan ini akan dimanfaatkan oleh Universitas Multimedia Nuasantara untuk
memperluas ilmu Desain Komunikasi Visual, khususnya infteractive storytelling
sebagai media informasi. Secara Praktis perancangan ini diharapkan dijadikan
referensi hendak menjadi membangun web-based interactive storytelling ataupun
tentang topik sejarah.

Kata kunci: sejarah, interactive storytelling, multikulturalisme, Perang Jawa
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DESIGNING A WEB-BASED INTERACTIVE
STORYTELLING ON THE JAVA

WAR OF 1741-1743

(Handriya Ilham Setiadi)

ABSTRACT (English)

The Java War of 1741-1743 was one of the largest wars in Indonesia, involving the
Javanese and Chinese ethnic groups against the Dutch colonialists. Although this
multicultural history is important as evidence of the contribution of the Chinese
ethnic group in fighting for national freedom, this history is not emphasized enough
in educational media and therefore remains limited. Education also does not
address discrimination, so intolerant narratives that consider the Chinese ethnic
group "not part of the nationality” often emerge. The younger generation, such as
teenagers, are vulnerable to exposure to discrimination due to the tendency of
fanaticism of one race over another. This research attempts to design a web-based
interactive storytelling about the Java War of 1741-1743. The goal is to build a
collective memory about the role of the Chinese ethnic group in historical records
and reduce the tendency of discrimination among teenagers. This design utilizes the
moral values of the historical story of the Java War of 1741-1743, which contains
tolerance and unity between ethnicities, packaged in an interactive Website-based
media. The design will use qualitative research methods and Design Thinkingdesign
methods. Theoretically, this design is expected to be utilized by Multimedia
Nuasantara University to expand the knowledge of Visual Communication Design,
especially interactive storytelling as an information medium. In practice, this
design is expected to be used as a reference for building web-based interactive
storytelling or on historical topics.

Keywords: history, interactive storytelling, multiculturalism, Java War
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