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VISUALIZING G30S/PKI TRAGEDY THROUGH 
INTERACTIVE PROJECTOR MEDIA AT 

MONUMEN PANCASILA SAKTI
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Abstract: The G30S/PKI incident is an event that continues to imprint in the hearts 
of all Indonesian people because it is closely related to the Lubang Buaya incident, 
which is located in front of the Pancasila Sakti Monument. This large building is usual-
ly visited by students just for school assignments, even though in it lies the story of the 
struggle of the Indonesian people against communism. The quiet and cold atmosphere 
inside the monument makes visitors pass through dioramas and the hallways just like 
that. To spread the essential historical event, we need a way to change the stereotype 
that museums are boring. In this study, projection mapping is used inside the Pancas-
ila Sakti Monument to give visitors a new sensation and experience through visuals. 
The research method uses qualitative data collection techniques in the form of location 
observations, interviews with the head of the research object guidance, and several 
visitors. The results of this project are interactive projections in the form of moving an-
imated visuals that can be interacted with so that visitors get a real story experience. It 
is hoped that with the use of interesting animation, museums in Indonesia can compete 
with other places visited by many young people.
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Introduction
A museum is defined as a building or 

institution that stores and displays artistic, 
historical, scientific, or cultural items. Mu-
seum collections are priceless and of great 
historical value (Widaningsih, 2010). Even 
so, the museum has stereotypes of ancient, 
old, and haunted. No wonder people hard-
ly visit museums (Astari, 2019). RB also 
said on a website called muspen. kominfo.
go.id that museum revitalization is essen-
tial. Not only to give a modern impression 
to the museum but also to educate the na-
tion, raise the spirit and love for the home-
land, and strengthen national resilience.

Visitors currently only visit museums 
when needed, such as when they get as-
signments from school. There are several 
types of museums in Indonesia, such as 
the Museum of Archeology, Art, History, 
Ethnography, Natural History, Science, 
Geology, Industry, and Military (Hami-
di, 2020, Daniwati, 2015, Tjahjopurno-
mo, R. et al., 2011). Monumen Pancasila 
Sakti, which was created to commemo-
rate the September 30 movement, or the 
G30S PKI (Indonesian Communist Party), 
is one of Indonesia’s history museums. 

Monumen Pancasila Sakti was built to 
prove that Pancasila will not be challenged 
by any rebellion attempt and will remain 
the legitimate state ideology (Damm, 
2017). PKI kidnapped and eventually 
killed six generals of the Indonesian army, 
an army captain suspected of being the 
Commander of the Indonesian National 
Armed Forces (ABRI) General AH. Na-
sution, Ade Irma Suryani (the 3-year-old 
daughter of General AH. Nasution, and a 
security guard at the residence of Deputy 
Prime Minister J. Leimena (Krismantari, 
et al., 2015). The story of the G30S PKI re-
bellion is visualized with dioramas that dis-
play how ruthless PKI’s actions were back 
then. (Retno, 2019). Monumen Pancasila 
Sakti was built not only to commemorate 
the September 30th movement, but also to 

serve as a reminder to future generations.

 Sadly, not many people come to ex-
plore the museum. On weekdays, the 
number of visitors ranges from 100 to 
300, and on weekends (especially before 
September 30th) it varies from 1000 to 
1300. (Abdalla, 2017, Vinta & Septias-
putri, 2020). Based on Winarsih, Head 
of Monumen Pancasila Sakti, the arriv-
al of visitors on weekdays is mostly high 
schoolers visiting for their school assign-
ments. Meanwhile, from the results of a 
visit to the location (four days after the 
Pancasila Sanctity Day), Monumen Pan-
casila Sakti looked quite packed. Visi-
tors varied from high school students to 
adults. Observing the behavior of visitors 
at that time was like seeing humans walk-
ing without enthusiasm. They seemed like 
they don’t want to explore the museum 
further. The atmosphere of this museum 
is somewhat quiet, without decorations, 
empty, and hollow. The walls, cabinets, 
floors, and everything else in the room 
are all the same color. The room’s shape 
is consistent and monotonous. That ex-
plains why visitors appeared uninterested 
in the actual artefacts; they simply walked 
and looked around. (Figure 1 and 2).
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Figure 1. Diorama in Museum
(Source: Tabina, 2020)
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According to President Joko Widodo 
in one of his speeches, Pancasila has be-
come a defense in the battle for coloniza-
tion of other ideologies. (Kusuma, 2019). 
Many ideologies tried to end Pancasila, 
and one of them is Communist. The In-
donesian Communist Party (PKI) has 
massacred thousands of innocent people. 
This demonstrates how sadistic and bru-
tal communists were back then, and how 
it affected people’s trust in their leaders 
and Pancasila as an ideology (Burlian, 
2016). Therefore, the existence of this 
museum is crucial because it keeps trac-
es of history that put the lives of this na-
tion at risk to maintain its dignity with 
blood and self-respect that upholds the 
values of God, unity, and community life.

As such, it is necessary to change the 
atmosphere of the space that can provide 
interaction between visitors and existing 
historical objects.  It is hoped that it will 
provide an interesting, beautiful, accurate 
visual scene, and a different experience in 
each section so that people will voluntarily 
visit this history museum, especially mil-
lennial youth, junior and senior high school 
students, aged 13-18 years. Children’s 

cognitive, social, moral, and personality 
abilities have entered the adult mindset 
at this age and have no difficulties receiv-
ing new information (Chusniyah, 2015).

Methodology
This study uses a qualitative method 

by conducting literature studies and ref-
erences about museums in general, Mon-
umen Pancasila Sakti in particular, digital 
media (animation, interactive animation, 
projection mapping), and design. The 
main research was obtained from con-
ducting interviews with Winarsih, as the 
head of Monumen Pancasila Sakti, Edi 
Bawono as the Head of the Sub-Division of 
Guidance and Information of Monumen 
Pancasila Sakti and several visitors to ask 
about their experiences at the museum.

A direct visit to Monumen Pancasila 
Sakti is done to get the experience when 
visiting, to see firsthand the atmosphere 
there, the reactions and behavior of visi-
tors inside the museum. This is essential 
to do to gain insight from the location 
and understand what is going on and 
what needs to be done to make Monu-
men Pancasila Sakti more recognizable. 

This research and project mapping 
is limited to 1. Interactive media plat-
forms, 2. The concentration of the proj-
ect is on the second floor of the muse-
um as it is the most important part of 
the museum in the scene of the night 
story of the kidnapping of the generals.

Result and Discussion 
Projection Mapping Definition

Cooper (2010) explains that projec-
tion is a form of technology that proj-
ects an image onto a surface or platform. 
The aim of projection mapping is to 
make visitors’ experiences more inter-
active through visual stimulation. For 
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Figure 2.  Hallway inside Museum
(Source: Tabina, 2020)
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this project, it was decided to use pro-
jection mapping as an animation plat-
form, as the animation will be project-
ed onto a wall in the Museum Hallway. 
Visitors can interact with the projection 
by tapping the wall or swiping the layer.

Based on an interview with Major Edi 
Bawono, it is told that Monumen Pan-
casila Sakti has 3 parts, which are Sumur 
Maut, Museum Pengkhianatan PKI, and 
Museum Paserban. All three have differ-
ent artifacts and the position of the arti-
facts will determine where the projection 
will be placed. From an explanation of the 
details of each museum and the position 
of the diorama aisles, Museum Paserban 
became the focus of making the projec-
tion mapping. This building is divided 
into two parts, namely based on chrono-
logical order and the kidnapping itself.

Story Concept

Based on the diorama in Museum 
Paserban located at Monumen Pancasila 
Sakti, the chronology of the events of the 
PKI G30S is starting with the preparation 
meeting for the rebellion, volunteer mil-
itary training, throwing bodies into the 
hole, securing Halim Perdanakusumah 
airfield, excavation and retrieval of the 
body remains from the pit, as well as buri-
al ceremonies. The event took place from 
October 4 to October 5, 1965. The second 
part was the kidnapping. The diorama is 
about the kidnappings of General A.H Na-
sution, Lieutenant General Ahmad Yani, 
Major General Suprapto, Major General 
M.T Haryono, Major General S. Parman, 
Brigadier General D.I Pandjaitan, Brig-
adier General Sutoyo, and First Lieu-
tenant Pierre Tendean. In addition, there 
are two additional dioramas, namely the 
shooting of Aipda KS Tubun and Adik 
Irma Suryani, daughter of A.H Nasution.

From these two sections, the research 
focuses on the kidnapping of A.H Nasut-

ion which also involved Pierre Tendean 
and Ade Irma. With the selection of the 
kidnapping that took place at AH Na-
sution’s residence, the video mapping 
shows several characters that match the 
events that occurred, such as AH Nasut-
ion, Pierre Tendean, Johanna (Nasution’s 
wife), Ade Irma, Mardiah (Nasution’s 
sister) and several others. soldiers as rep-
resentatives of the Cakrabirawa troops.

Project Location

 The projection will be displayed in 
a long corridor, directly in front of the kid-
napping diorama. The kidnapping diora-
ma is located on the second floor. A long 
blank wall opposite the diorama allows 
visitors to see the diorama while interact-
ing with the projection as seen in Figure 3.

Work Implementation

 The project began with an An-
imation Storyboard as seen in Figure 
4. taken directly from the G30S PKI 
film, and diorama images from the mu-
seum. Scenes were cut and selected 
in discussion with the museum’s rep-
resentatives based on actual events.

Figure 3. Projector wall location
(Source: Tabina, 2020)
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The next step is choosing the typeface. 
For scenes and pop-up screens, DIN Alter-
nate bold is used because it has sufficient 
legibility on the screen. This project’s col-
ors are mostly bold, ranging from black to 
gray, red to green, and others. hese colors 
are used to draw visitors’ attention, make 
them feel the story, while still displaying 
the story’s dark and gloomy emotions. 

Following the study’s goal of increas-
ing interaction between visitors and ex-
isting works, the animation includes in-
teractive buttons that visitors can press to 
cause the animation to appear in the form 
of a pop-up. There are seven interactive 
buttons (A-G), each of which can bring up 
a sound for different animation scenes. 
The animation that appears on the screen 
is determined by the button that the vis-
itor selects, as the button is set based on 
the position of the event. There will be a 
graph of the top view of the house, like a 
map, as a platform for the buttons on ei-
ther side of the layout. Visitors can click 
each button any time they like because the 
animated window will close if the screen 
or another button is clicked (Figure 5).

Figure 4. Storyboard 1-4 
(Source: Tabina, 2020)

Figure 5. Button Flow Chart
(Source: Tabina, 2020)

The projector interface has a symmet-
rical layout. The projection layout will 
have buttons on either side of the screen 
and an animation window will appear on 
the center of the screen. The animation will 
be projected by the projector. The projec-
tor will be positioned in front of two large 
dioramas, facing a long wall. Visitors are 
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expected to engage with the projection and 
to stand approximately 30 cm away from 
the wall, so the projection will be designed 
to fit the measurement (Figure 6 and 7).

Digital Assets

Animation is done based on the second 
alternative in the storyboard. Four digi-
tal assets are used as mock-up examples.

The first scene (part A) depicts the sto-
ry when a group of soldiers arrived at A.H. 
Nasution’s house with a Dodge 500 truck. 

Figure 6. Estimated distance between projector and 
visitor 

(Source: Tabina, 2020)

Figure 7. Projection Interface
 (Source: Tabina, 2020)

It was midnight or early morning because 
the kidnapping occurred at 3 am (Figure 8).

Figure 8. The first scene
 (Source: Tabina, 2020)

In scene 2 (part B), the two kidnap-
pers are seen walking inside Nasution’s 
house. The two kidnappers are wearing 
uniforms and holding guns (Figure 9).

Figure 9. The scene of soldiers entering Nasution’s 
house

 (Source: Tabina, 2020)

Part C contains event number 3 un-
til 6. The four events took place in the 
same room. This incident took place 
in Nasution’s bedroom (Figure 10).

Figure 10. Four incidents inside Nasution’s bedroom
 (Source: Tabina, 2020)

The third scene is where Nasution’s 
wife, Johanna, hears the footsteps of the 
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kidnappers outside the room. The 4th 
scene is where Johanna peeks through 
the door. The 5th scene is where Nasu-
tion is awakened by a loud noise and is 
told by Johanna that there is someone 
outside who wants to kill him. In this 
scene, Ade Irma is also seen sleeping on 
the bed. The 6th scene is the part when 
Nasution stands up and checks the door.

Part D has incident number 7 which 
is when Nasution opens the door, a kid-
napper starts shooting. It happened 
right at their doorstep (Figure 11).

The last part is G which consists of 
3 occurrences (14-16) as seen in Figure 
13. These three scenes took place in an-
other part of Nasution’s house, the pa-
vilion, where First Lieutenant Pierre 
Tendean lived.  Tendean hears gun-
shots nearby and rushes towards the 
source of the sound in Scene 14. Tende-
an is apprehended and surrounded by 
a gang of kidnappers in Scene 15. The 
final scene, Scene 16, depicts Tendean 
being whisked away by two kidnappers.Figure 11. Three incidents during the shooting in the 

bedroom
 (Source: Tabina, 2020)

The 8th scene is the scene where Jo-
hanna tries to close the door, Nasution 
squats down and Ade Irma crawls over 
to Nasution because he wakes up from 
the sound of gunfire. Scene 9 is when the 
kidnappers are still shooting and trying to 
break through. Scene 10 is the aftermath 
of the shooting, where Ade Irma was hit 
by three bullets fired by the kidnappers.

Part F contains incidents number 11-
13, with the location of the incident on 
the side outer wall between Nasution’s 
house and the Iraqi Embassy building. 
Scene 11 Nasution climbs the wall be-
tween his home and the embassy to hide, 
witnessed by his injured wife and daugh-
ter. Scene 12 is the kidnapper who is 
outside his house seeing him and trying 
to stop him by shooting. Scene 13 shows 
Nasution’s point of view, when he lands 
on the opposite side he steps on a flow-
er pot and injures his ankle (Figure 12).

Figure 12: Nasution running away from home 
(Source: Tabina, 2020)

Figure 13. Arrest of Pierre Tendean 
(Source: Tabina, 2020)

Pop-up screen serves to provide in-
formation to the audience after inter-
acting with the projection. Visitors are 
expected to touch the character in each 
scene, and a pop-up screen with char-
acter information will appear for a few 
seconds before disappearing. This fea-
ture complements the concept of creat-
ing a character in a minimalist style il-
lustration, but a pop-up screen will help 
and entertain the audience at the same 
time, The screen will contain an original 
photo of the character and a little data 
about the character as seen in Figure 14.
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Illustrations will be animated first be-
fore being developed into interactive an-
imations. Adobe After Effects is used as 
a software to animate assets. There are 
several steps before animating an illus-
tration, such as dividing the asset into 
layers, and naming it. By doing these 
steps, the author will have no problems 
animating the assets. Unity has animation 
features, but the movement is restricted 
so it doesn’t have the flexibility to move 
layers. Therefore, Unity is used to devel-
op animations into interactive works.

Figure 14. Pop-up screen  example: A.H Nasution
    (Source: Tabina, 2020)

Figure 15. Visual Implementation through Interactive 
Projector 

(Source: Tabina, 2020)

Conclusion
As of now, museums cannot be filled 

with content in traditional formats such 
as immovable objects, especially if young 
people are encouraged to visit and inter-
act with the museum. Especially when the 
museum is used for public events. This 
only draws large crowds but does not 
pique the visitor’s interest in actually see-
ing and enjoying the museum’s artifacts.

Interaction in the museum must in-
volve both parties, namely the artifacts 
and the visitors.

 Therefore, this project aims to 
explore the use of interactive projection 
and implement it into the museum itself 
as part of the artifact. Visitors can interact 
with stories and artifacts through interac-
tive projection. This can be a fun learn-
ing experience as well as an informative 
one. Seeing that interactive projections 
were recently used by museums around 
the world and only one used in Indonesia, 
this can be an opportunity to introduce 
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people to a new and modern type of muse-
um entertainment.
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