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ABSTRAK

Perancangan Komunikasi Visual Komik Perjuangan Sultan Mahmud Badaruddin II Pada
Perang Menteng Untuk Gen Z Kota Palembang

Rendahnya literasi sejarah lokal Gen Z di Kota Palembang menjadi latar
belakang perancangan ini. Narasi perjuangan Sultan Mahmud Badaruddin IT (SMB II)
belum tersampaikan secara menyeluruh akibat minimnya media edukasi yang inovatif,
sehingga semangat Jasmerah terancam memudar. Perancangan ini bertujuan
menghasilkan komik ilustrasi perjuangan SMB II yang berfokus pada peristiwa Perang
Menteng (1819-1821) untuk menumbuhkan sikap Jasmerah pada remaja usia 14-18
tahun. Metode yang digunakan adalah Design Thinking (Empathize, Define, Ideate,
Prototype, Test) dengan pendekatan kualitatif deskriptif dan analisis SW+1H. Hasil
perancangan berupa komik ilustrasi, Poster, dan Brosur dengan palet warna Coklat,
Merah, dan Emas, serta penokohan SMB II menghadapi kolonial Belanda di bawah
Muntinghe. Elemen visual dirancang menggunakan semiotika berlapis berbasis teori
Peirce melalui simbol kedaulatan Melayu Palembang berupa tanjak dan keris.
Kesimpulannya, komik sejarah terbukti efektif meningkatkan motivasi belajar dan
keterikatan emosional Gen Z terhadap pahlawan lokal, sehingga nilai-nilai
kepahlawanan SMB Il dapat diinternalisasi sebagai bagian dari identitas budaya

masyarakat Palembang.

Kata Kunci : Komik Sejarah, Sultan Mahmud Badaruddin II, Perang Menteng, Desain
Komunikasi Visual, Gen Z.
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ABSTRACT

Visual Communication Design of a Historical Comic on the Struggle of Sultan
Mahmud Badaruddin II in the Menteng War for Gen Z in Palembang City

The low level of local history literacy among Gen Z in Palembang City serves
as the background for this design project. The narrative of Sultan Mahmud Badaruddin
1I's (SMB 1I) struggle has not been comprehensively conveyed due to the lack of
innovative educational media, putting the spirit of Jasmerah (Jangan Sekali-kali
Melupakan Sejarah / Never Forget History) at risk of fading. This design aims to
produce an illustrated comic on the struggle of SMB II, focusing on the Menteng War
(1819-1821) to foster a Jasmerah attitude among adolescents aged 14—18. The method
employed is Design Thinking (Empathize, Define, Ideate, Prototype, Test) using a
descriptive qualitative approach and SW+1H analysis. The main output of this design
is an illustrated comic, supported by promotional media including posters and
brochures featuring a color palette of brown, red, and gold, along with
characterizations of SMB II confronting Dutch colonial forces under Muntinghe.
Visual elements are structured using layered semiotics based on Peirce's theory,
utilizing Malay Palembang symbols of sovereignty, specifically the tanjak and keris. In
conclusion, historical comics are proven to be effective in increasing learning
motivation and emotional engagement among Gen Z toward local heroes, allowing the
heroic values of SMB II to be internalized as an integral part of Palembang’s cultural

identity.

Keywords: Historical Comic, Sultan Mahmud Badaruddin II, Menteng War, Visual
Communication Design, Gen Z.
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