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“Good design is obvious. Great design is Transparent” 

- Joe Sparano -  
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Perancangan Visual Novel Adaptasi Cerita Rakyat  

Murtado Macan Kemayoran 
 

Fatommy Ariadhi1 

Dr. Deny Tri Ardianto, S.Sn., Dipl. Art2 Drs. Mohamad Suharto, M.Sn3 

 

ABSTRAK 

 

2016. Fatommy Ariadhi. Pengantar Karya Tugas Akhir ini berjudul “Perancangan 
Visual Novel Adaptasi Cerita Rakyat Murtado Macan Kemayoran”. Adapun 
permasalahan yang dikaji adalah : (1) Bagaimana merancang visual novel adaptasi 
cerita rakyat “Murtado Macan Kemayoran” yang menarik agar dikenal dan 
diminati oleh masyarakat Jakarta maupun luar kota Jakarta? (2) Bagaimanakah 
merancang media pendukung yang tepat, efektif, dan efisien untuk mengenalkan 
visual novel adaptasi cerita rakyat “Murtado Macan Kemayoran” kepada 
masyarakat Jakarta dan luar kota Jakarta? Tujuan dari perancangan ini adalah 
untuk memberikan sarana alternatif dalam mempelajari cerita rakyat, yaitu 
melalui permainan Visual Novel. Melalui media baru yang segar dan berbeda, 
diharapkan masyarakat Indonesia, khususnya anak – anak muda menjadi lebih 
tertarik dalam mempeajari cerita rakyat yang ada di Indonesia. 
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Designing of Visual Novel 

Adaptation of Murtado Macan Kemayoran Folklore 
 

Fatommy Ariadhi4 

Dr. Deny Tri Ardianto, S.Sn., Dipl. Art5 Drs. Mohamad Suharto, M.Sn6 

 

ABSTRACT 

 

2016. Fatommy Ariadhi. The introduction of this final project is entitled 
“Designing of Visual Novel Adaptation of Murtado Macan Kemayoran Folklore”. 
The problems examined are: (1) How to design an interesting visual novel 
adaptation of Murtado Macan Kemayoran folklore so it could be known and 
enthused by the people of Jakarta and outside Jakarta ? (2) How to design 
precise, effective, and efficient supporting media to introduce visual novel 
adaptation of Murtado Macan Kemayoran folklore to the people of Jakarta and 
outside Jakarta ? The objective of this design is to provide alternative medium of 
studying folklore, namely through the visual novel game. Through the new media 
that is fresh and different, it is expected that Indonesian people, especially young 
ones are becoming more interested in studying Indonesian folklore. 
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