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Di Indonesia, Kisah Ramayana sudah sering diangkat dalam beberapa hiburan modern, namun 

upaya-upaya yang ada diteliti belum berhasil terhadap kalangan anak muda perkotaan. Kisah 

Epos yang sudah menjadi inspirasi dalam pembetukan nergara ini berawal dari negara India dan 

tersebar di beberapa negara di Asia Tenggara seperti Thailand, Kamboja, Vietnam, Laos, dan 

Filipina. Kisah ini sudah mendarah daging di Indonesia dan kepopulerannya tersisihkan oleh 

budaya luar.  

 

Maka dari itu, tujuan perancangan ini diharapkan dapat menginspirasikan jati diri bangsa 

Indonesia melalui kisah Ramayana. Manfaatnya melalui kisah Ramayana anak muda perkotaan 

kuat, dan tidak mudah terombang-ambing dengan imperialism budaya asing. 

 

Media yang digunakan sebagai media utamanya adalah komik strip, dengan dilengkapi media 

promosi web-ad, dan poster. Melalui perancangan komik strip Ramayana ini, diharapkan 

kepopuleran karakternya menjadi alasan target untuk ingin mengetahui cerita Ramayana. 

 

Kata kunci :anak muda perkotaan., kisah epos Ramayana, komik strip, Indonesia. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



ABSTRACT 
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In Indonesia the story of Ramayana has been written and performed in several modern forms of 

entertainment, but this is proved not to be successful enough for urban youth. This epic, which 

has inspired the formation of some countries, started in India and it has spread in ASEAN 

countries such as Thailand, Cambodia, Vietnam, Laos, and the Philippines. This story has been 

ingrained in Indonesia but its popularity has been decreasing because of foreign culture. 

 

Consequently, through this design, it is expected that Ramayana epic can become an inspiration 

of Indonesia’s identity. It is also believed that through this Ramayana epic, urban youth can be 

stronger and more determined in facing the foreign culture imperialism.   

 

The main media used is a comic strip and supported by web-ad and a poster. Through this 

design, it is expected that the popularity of its characters can become the main reason for 

knowing Ramayana epic more. 
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