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 PERANCANGAN BUKU INTERAKTIF HAYU MENGENAL RINEKA BUDAYA 

SUNDA SEBAGAI MEDIA EDUKASI ANAK 

RANI RAHMAWATI 

 

 

ABSTRAK 

 

Budaya Sunda merupakan salah satu kekayaan budaya Indonesia yang memiliki beragam 

unsur, seperti rumah adat, pakaian tradisional, kesenian, permainan, makanan khas, hingga 

bahasa daerah. Namun, seiring perkembangan teknologi dan media digital, pengenalan 

budaya lokal kepada anak-anak semakin berkurang. Oleh karena itu, diperlukan media 

edukasi yang menarik, interaktif, dan sesuai dengan karakteristik anak. Tugas akhir ini 

merancang buku interaktif anak berjudul "Hayu Mengenal Rineka Budaya Sunda" sebagai 

media edukasi yang ditujukan kepada anak usia 9–12 tahun. Proses perancangan 

menggunakan pendekatan Design Thinking dengan fokus pada penyusunan strategi pesan 

yang sesuai dengan perkembangan kognitif anak, serta strategi visual yang mendukung 

daya tarik dan pemahaman isi buku. Buku ini menyajikan materi budaya Sunda dalam 

bentuk aktivitas seperti menggambar pola, mencocokkan bayangan, permainan tradisional, 

dan eksplorasi visual agar anak dapat belajar sambil bermain. Hasil karya ini ditampilkan 

dalam format cetak sebagai upaya menumbuhkan minat belajar, dan kebanggaan anak 

terhadap budaya daerah sejak usia dini. Diharapkan buku ini dapat menjadi media edukasi 

alternatif yang efektif dalam mengenalkan budaya Sunda kepada anak-anak. 

 

 

Kata kunci: buku interaktif bergambar, budaya sunda, edukasi anak, permainan, adat, 

desain komunikasi visual 
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DESIGN OF AN INTERACTIVE BOOK TO GET TO KNOW VARIOUS SUNDANE 

CULTURES AS AN EDUCATIONAL MEDIA FOR CHILDREN 

RANI RAHMAWATI 

 

 

 

ABSRTACT 

 

 

Sundanese culture is one of Indonesia’s rich cultural heritages, encompassing various 

elements such as traditional houses, traditional clothing, performing arts, games, local 

cuisine, and regional language. However, along with the rapid development of technology 

and digital media, children’s exposure to local culture has gradually decreased. Therefore, 

there is a need for educational media that are engaging, interactive, and suitable for 

children’s characteristics. This final project focuses on designing an interactive children’s 

book entitled “Hayu Mengenal Rineka Budaya Sunda” as an educational medium for 

children aged 9–12 years. The design process employs a Design Thinking approach, 

emphasizing the development of message strategies that align with children’s cognitive 

development, as well as visual strategies that enhance attraction and content 

comprehension. The book presents Sundanese cultural materials through interactive 

activities such as pattern drawing, shadow matching, traditional games, and visual 

exploration, allowing children to learn while playing. The final outcome is presented in a 

printed book format, aiming to foster children’s interest in learning and to cultivate a sense 

of pride in local culture from an early age. It is expected that this book can serve as an 

effective alternative educational medium for introducing Sundanese culture to children. 

 

 

Keywords: illustrated interactive book, sundanese culture, child education, games, 

traditions, visual communication design 

 

 

 

 

 

 

 

https://lib.mercubuana.ac.id



x 
 

DAFTAR ISI 

 

HALAMAN SAMPUL................................................................................................................ 0 

HALAMAN JUDUL ................................................................................................................... i 

HALAMAN PERNYATAAN KARYA SENDIRI ..................................................................... ii 

PERNYATAAN SIMILARITY CHECK .................................................................................. iii 

HALAMAN PENGESAHAN ..................................................................................................... iv 

KATA PENGANTAR .................................................................................................................. v 

PERNYATAAN PERSETUJUAN PUBLIKASI TUGAS AKHIR DI REPOSITORY UMB

....................................................................................................................................................... vii 

ABSTRAK ................................................................................................................................... viii 

ABSTRACT ................................................................................................................................. ix 

DAFTAR ISI ................................................................................................................................ x 

DAFTAR TABEL ........................................................................................................................ xii 

DAFTAR GAMBAR ................................................................................................................... xiii 

DAFTAR LAMPIRAN ............................................................................................................... xiv 

BAB I PENDAHULUAN ............................................................................................................ 1 

1.1 Latar Belakang ........................................................................................................................ 1 

1.2 Rumusan Masalah Perancangan ............................................................................................. 3 

1.3 Tujuan Perancangan ................................................................................................................ 3 

1.4 Manfaat Penelitian .................................................................................................................. 3 

BAB II METODE PERANCANGAN ....................................................................................... 5 

2.1 Orisinalitas .............................................................................................................................. 5 

2.2 Target Perancangan ................................................................................................................. 11 

2.2.1 Target Primer ................................................................................................................... 11 

2.2.2 Target Sekunder ............................................................................................................... 11 

2.3 Relevansi dan Konsekuensi Studi ........................................................................................... 12 

2.3.1 Studi Estetika .................................................................................................................. 12 

2.3.2 Studi Komunikasi ............................................................................................................ 13 

2.3.3 Studi Teknis ..................................................................................................................... 13 

2.4 Skema Proses Desain .............................................................................................................. 14 

https://lib.mercubuana.ac.id



xi 
 

2.4.1 Emphatize ..................................................................................................................... 14 

2.4.2 Define............................................................................................................................ 21 

2.4.3 Ideate ............................................................................................................................. 22 

2.4.4 Prototype ....................................................................................................................... 24 

2.4.5 Testing ........................................................................................................................... 27 

BAB III ANALISIS DATA & PERANCANGAN ..................................................................... 29 

3.1 Positioning & Konsep Desain ................................................................................................. 29 

3.2 Strategi Pesan .......................................................................................................................... 29 

3.3 Strategi Visual ......................................................................................................................... 30 

3.3.1 Gaya Visual ..................................................................................................................... 30 

3.3.2 Komposisi Warna ............................................................................................................ 30 

3.3.3 Dinamika Fokus Ilustrasi ................................................................................................ 31 

3.4 Strategi Distribusi Karya......................................................................................................... 31 

BAB IV HASIL KARYA DKV ................................................................................................... 33 

4.1 Deskripsi Karya ...................................................................................................................... 33 

4.1.1 Visual Karya .................................................................................................................... 33 

4.1.2 Hasil Relevansi Karya Dengan Masalah Perancangan ................................................... 44 

4.2 Pameran Karya ........................................................................................................................ 50 

4.3 Hasil Uji Desain ...................................................................................................................... 52 

4.4 Evaluasi Perancangan Karya ................................................................................................... 57 

BAB V KESIMPULAN DAN SARAN ...................................................................................... 59 

5.1 Kesimpulan ............................................................................................................................. 59 

5.2 Saran ....................................................................................................................................... 60 

DAFTAR PUSTAKA .................................................................................................................. 61 

LAMPIRAN................................................................................................................................. 63 

 

 

 

 

https://lib.mercubuana.ac.id



xii 
 

DAFTAR TABEL 

 

Tabel 1. Karya Representatif Sejenis ............................................................................................ 5 

Tabel 2. Hasil Wawancara dengan Dokter Spesialis Anak ........................................................... 15 

Tabel 3. Hasil Wawancara dengan Ilustrator Buku Anak ............................................................. 17 

Tabel 4. Kriteria Desain ................................................................................................................ 24 

Tabel 5. Struktur Interaktif ............................................................................................................ 26 

Tabel 6. Costumer Path 5A ........................................................................................................... 32 

Tabel 7. Spesifikasi Buku “Hayu Mengenal Rineka Budaya Sunda” ........................................... 34 

Tabel 8. Relevansi Penyajian Desain ............................................................................................ 44 

Tabel 9. Relevansi Penyajian Visual ............................................................................................. 46 

Tabel 10. Distribusi Karya ............................................................................................................ 48 

Tabel 11. Pembagian Target Audiens ............................................................................................ 53 

Tabel 12. Pendapat dan Pesan Target Audiens Utama .................................................................. 53 

Tabel 13. Pendapat dan Saran Target Audiens Sekunder .............................................................. 55 

 

 

 

 

 

 

 

 

 

 

 

 

 

https://lib.mercubuana.ac.id



xiii 
 

DAFTAR GAMBAR 

 

Gambar 1. Skema Proses Desain Thinking ................................................................................... 14 

Gambar 2. Empathy Map .............................................................................................................. 19 

Gambar 3. Moodboard .................................................................................................................. 23 

Gambar 4. Storyboard “Hayu Mengenal Rineka Budaya Sunda” ................................................ 25 

Gambar 5. Alur Aktivitas “Hayu Mengenal Rineka Budaya Sunda” ........................................... 26 

Gambar 6. Palet Warna ................................................................................................................. 30 

Gambar 7. Buku Interaktif “Hayu Mengenal Rineka Budaya Sunda” ......................................... 33 

Gambar 8. Gaya Visual “Hayu Mengenal Rineka Budaya Sunda” .............................................. 43 

Gambar 9. Komposisi Warna dan Implementasi Gambar ............................................................. 43 

Gambar 10. Tipografi “Hayu Mengenal Rineka Budaya Sunda” ................................................. 44 

Gambar 11. Poster Pameran Visual Corner................................................................................... 50 

Gambar 12. Pembukaan Pameran Visual Corner .......................................................................... 50 

Gambar 13. Display Booth Karya ................................................................................................. 51 

Gambar 14. Aktivitas Pengunjung Pameran Visual Corner .......................................................... 51 

Gambar 15. Foto Penutupan Para Pameris ................................................................................... 52 

 

 

 

 

 

 

 

 

 

https://lib.mercubuana.ac.id



xiv 
 

DAFTAR LAMPIRAN 

 

Lampiran 1. Kartu Asistensi ......................................................................................................... 63 

Lampiran 2. Pameran 19,20,22, Desember 2025 & 23 di Ruang Pamer UMB ............................ 64 

Lampiran 3. Observasi dengan anak-anak usia 9-12 tahun .......................................................... 65 

Lampiran 4. Wawancara dengan Dokter Spesialis Anak .............................................................. 65 

Lampiran 5. Wawancara dengan Illustrator Buku Anak ............................................................... 66 

Lampiran 6. Formulir Kuisioner ................................................................................................... 67 

Lampiran 7. Catatan Revisi ........................................................................................................... 72 

Lampiran 8. Hasil Turnitin ............................................................................................................ 75 

Lampiran 9. Surat Hasil Keterangan Sidang................................................................................. 77 

Lampiran 10. CV .......................................................................................................................... 78 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

https://lib.mercubuana.ac.id




