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Abstract 

 
The image of Prince Diponegoro as a national hero of Indonesia is very strong. However, 
there are controversies and myths regarding his characterization. The researcher 
deconstructs the character of Prince Diponegoro by appropriating Raden Saleh's painting 
entitled Penangkapan Pangeran Diponegoro by tracing the authentic script from the 
autobiography of Babad Diponegoro. The manuscript is examined using an intertextuality 
approach. Prince Diponegoro is constructed based on the physical characteristics 
contained in the Babad Diponegoro text into a three-dimensional digital model. The results 
are then rearranged using the deconstruction method by detaching from the existing 
stereotype of Prince Diponegoro and displaying his character and habits as written in 
Babad Diponegoro. A number of questions to be answered through this research are what 
can be visualized from the character of Prince Diponegoro using a textual approach, 
especially based on Babad Diponegoro, why does the character and identity based on 
Babad Diponegoro need to be visualized and what methods can be used to bring out the 
body and character. through the use of digital technology which includes embodiment, 
motion, gesture, sound, light, interactivity so as to provide a new experience for the 
audience. The result was a series of movements and visuals that enriched the 
characterization of Prince Diponegoro. All characters, both those that have been formed 
for a long time and those that were only known after the translation of Babad Diponegoro, 
were shown in the virtual experiment entitled Hikayat Dipanegara. The results showed that 
appropriation using different dimensions and technology resulted in a new image of Prince 
Diponegoro. The crossing of signs that occurs between real and virtual experiences and in 
the context of time can provide a new experience which may change the perspective or 
understanding of things. 
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A. INTRODUCTION 

The term digitalization of the body or 'digitalization of the body', the digital 

body or 'the digital body', and the body as digital or 'the body as digital', refers to 

various aspects of the subject of new media, including the role of identity and 

gender. In new media and the culture in which the media are born and develop, the 

image and imagination of the body are always interesting themes. The large number 

of works of art that are born and grow in the realm of new media culture reflects the 

high attractiveness of this topic, and reflects the continuous development of 

technology. 

To understand how digital media affects our senses and our bodies, we must 

consider the relationship between digital technology and the body (and all the 
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positive representations that can be developed from this relationship) through 

ethical reflection (Fuery, 2009:84). 

It is very likely that questions will arise about the "existence" of a "digitalized 

body", with an emphasis on how a particular description of the body in new media 

will test the limits of the presence of the body. The metaphorical perception of the 

existence of the electronic body is more textual and informational than as a real or 

corporeal being. Based on this metaphorical understanding, we can examine how the 

digitization of the body forces us to fragment the concept of the body and re-

question and evaluate the function and importance of certain cultural practices and 

performances. This approach can also help identify the link between the body and 

the issues of digitality and materiality in relation to the formation of a new media 

culture (Fuery, 2009:84). 

Visualization is defined as the expression of an idea or feeling using the form 

of pictures, writing (words and numbers), maps, graphics, and so on. Visuality is an 

image, both two-dimensional (two-dimensional) and three-dimensional (three-

dimensional) that can be identified through our optical senses (eyes). Two-

dimensional visual images can be in the form of paintings, posters, photography, 

book covers, bulletin boards and so on. The three-dimensional image can be in the 

form of a relief or a statue. 

The body is one of the subject matters of fine arts and has been widely 

explored and visualized in two-dimensional art (such as painting) and three-

dimensional art (for example sculpture). As a unique medium because it can be 

moved, the body is often used to articulate messages to be conveyed aesthetically, 

for example in the form of theater, dance or pantomime. 

The use of three-dimensional (3D) computer graphics technology has begun 

to penetrate many fields of art, including gestures such as dance and pantomime. 

The use of 3D technology is significant in conditions when the use of the body as a 

medium for expression is limited by physical factors. This limitation can be 

anticipated by using technology using computer graphics (3D modeling) and motion 

capture to digitize the body and the costumes and other equipment it uses. 

The idea of taking advantage of digital body technology has been widely used 

in computer and military games. 3D animated films have been produced and a 

number of studies have been conducted, however, research that has focused on 

examining the digital body as a medium of expression and visual communication 

has so far not been done. 

The body has an increasingly important role, especially regarding its 

existence, representation and diversification through various genres of new media. 

At the simplest level, framing the body as a "digital" form means that the body is 

"information". In other words, body-information. 

The body has an increasingly important role, especially regarding its 

existence, representation and diversification through various genres of new media. 

At the simplest level, framing the body as a "digital" form means that the body is 
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"information". In other words, the body information in a digital context - raises 

various problems and complexities. 

Among the questions that might arise are regarding methods of 

communication and exchange (how information is socialized or positioned), 

identification (how to identify a digital body), and ethics (what implications are 

there for a "digital" body). Does our interaction with new media imply that we are a 

digital body or that we have become a digital body? Does the digital body have a 

material form or does its presence have to be in absentia? (Fuery, 2009:84). 

Based on the description above, some questions arise about the relationship 

between the body in motion and new forms of media or technology, namely 3D 

technology using motion capture, and how the body is constructed in a new media 

culture. These questions are as follows: 

1. What symptoms and semiotic elements related to the body (and embodiment 

or embodiment) can be found in the digital body? 

2. How to digitally map the body so that a structured pattern can be created in 

3D? 

3. What steps can be used and what elements related to the body and 

embodiments are important to emphasize when doing the digitizing (3D) 

process of the body? 

In general, this research will explore the possibility of using 3D animation 

technology in computer graphics to compile a sign system on a digital body. For this 

research case study, the character of Pangeran Diponegoro will be completely 

digitized, then broken down into movement fragments and art objects that support 

him. After that an analysis will be carried out so that a digital model of the body of 

Pangeran Diponegoro will be created. With the creation of this digital model, 

researchers will be able to identify, develop, and build a system that can explore 

messages and / or noble values contained in the figure of Pangeran Diponegoro. 

This research will be conducted with the aim of: 

1. Identify and describe the symptoms and semiotic elements related to the body 

(and embodiment or embodiment) that can be found in a work and in the 

results of digitization (3D). 

2. Describe in detail how a body is mapped so that a structured pattern can be 

created in 3D. 

3. Describe the steps that can be used and the elements related to the body and 

embodiments that are important to emphasize when doing the digitizing (3D) 

process of the body pattern. 

Previous research that has been done on the representation and connection 

between the body and new media has generally concentrated on how the body can 

be modified in a technological context. The body as information and the digitization 

of the body basically talk about digitizing information and modes of communication 

because these studies are a way to see the relationship and connection between 

corporeality and consciousness. Both aspects contain themes and modification issues 

both conceptually and practically (Fuery, 2009). 



 

The relationship between the body and technology is not a new issue in 

determining understanding of new socio-cultural practices. What cultural practices 

contribute to the digitization of the body, a great deal of determinism is required. 

For any position or location of the body and its representation in any medium, there 

are always many alternative understandings and interpretations. Disembodiment 

and embodiment theory can be used to analyze body virtualization (Fuery, 2009:90). 

The concept of how thinking about how the body and embodiment are 

related lies in the ability to identify the social and cultural processes and practices 

that Hayles calls 'inscription' and incorporation. Based on the characteristics of 

contextual knowledge, habitual, hidden consciousness, and framing that allow 

embodiment incorporation, there are always changes and new technologies. When 

there is a shift in such practices, this shift is often manifested spatially and 

temporally. The symbiotic relationship between embodiment and technology lies in 

how Hayles differentiates between informatics materiality and information 

immateriality or how technological changes have changed the mode of embodiment 

(Hayles, 1999). The latest technological development that has become the object of 

many studies related to the body, specifically the body that moves, is the use of new 

3D (3-dimensional) media. The study of the body in motion can be carried out as a 

comparative study of symbolic systems based on language, visual representations, 

and motion (Desmond, 1999). 

 

B. METHOD 

Referring to the questions in the PROBLEM FORMULATION and 

THEORETICAL FRAMEWORK that was proposed, the use of digital bodies is very 

helpful in overcoming the limitations of artists to express themselves. However, how 

the body and technology, in this case digital technology, influence each other. When 

a body that moves, a body that dances, is codified into a 3D image, there will be a 

shift or change, including what is the focus in the process of combining the body and 

technology. 

Studying the digitization of the body is more than just questioning how 

digital and electronic technologies that form new media have an impact and 

influence on the role and function of the body and the embodiment of artists. The 

assumption is that not all body sign systems of the artist's body, or the value systems 

contained in a work, can be visualized accurately with the same representation, 

meaning and effect when transformed into a digital body. 

A method is a systemized way of working that facilitates the implementation 

of an activity to achieve specified goals. For this research, the method to be used is 

an objective or descriptive method that is closely related to the qualitative methods 

that are widely used in research in the humanities and arts sciences. The use of this 

method aims to present data from the point of view of the research subject or group 

being observed, so that cultural and intellectual obscurity from the researcher will 

not interfere with the collection, interpretation and explanation of data (Seliger and 

Shohamy, 1987). 
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In this study, data collection will be carried out through a study of a literary 

work of Babad Diponegoro. The data obtained will be analyzed using qualitative 

data analysis techniques. To analyze the data obtained from the results of data 

collection, the semiotic method of Yasraf A Piliang will be used, namely to identify 

and analyze the sign systems found on a moving body, both in the form of 

conventional performances and the results of digitization. The body of Pangeran 

Diponegoro will be reviewed in detail in relation to the sign system and its 

representation. Regarding the sign system, a narrative descriptive analysis of the 

artist's body will be used using Foucault's theory. 

 

C. RESULT AND DISCUSSION 

For the manufacture of a 3-dimensional digital body model, experimental 

methods using computer graphics and Motion Capture techniques will be used. 

Motion Capture or often abbreviated as MOCAP is a technology for making 

animated films using a motion recorder. The recorded movements are then 

converted into a digital form of movement. This process is carried out by recording 

the movements of the dancer whose body has been affixed with a marker. The 

resulting digital files will later be used to drive the character models that have been 

made previously in 3-dimensional applications. 

 

Figure 1 Digital 3D model of Pangeran Diponegoro based on Babad Diponegoro 
In Motion Capture, the movements of a model are sampled many times per 

second. This Motion Capture only records the movements of the model, not the 

visual appearance. The recorded movement data is then mapped into a 3-



 

dimensional model so that the model performs the same movements as the 

movements made by the model. 

For the MOCAP process, a reflective marker is placed on a special costume to 

mark the location of the bones and the 3-dimensional motion of the body. For the 

process of taking body motion data. the model uses special equipment that has been 

given a chip with bluetooth technology. The captured model's motion data is then 

displayed on the screen in the form of vectors. The model's motion is then applied to 

the digital body (3D model), complete with costumes and other accessories. 

 

D. CONCLUSION 

Based on the results of the research and discussion described in the previous 

chapter, it can be concluded that the visual construction of a character that is built 

based on text can give a new impression to the image of a character that previously 

felt monotonous because it was not based on authentic evidence.  The use of various 

contemporary technologies makes the delivery of messages in works more effective 

and provides new experiences for the audience. It answers the epistemological 

questions of the research conducted. 

The results showed that appropriation using different dimensions and 

technology resulted in a new image of Pangeran Diponegoro. The multidimensional 

visual construction of a character built on the basis of text can give a new impression 

to the previously constructed character image. 

This is axiologically useful to complement the existing characters so that the 

figure of Pangeran Diponegoro is more complete and realistic. The use of various 

contemporary technologies makes the delivery of messages in works more effective 

and provides new experiences for the audience. 

Research shows that interactive performance art is not only a presentation of 

virtual reality, augmented reality, mixed reality, but a new combination of these. The 

crossroads that occur between real experiences and everything that is presented 

through the use of virtual reality, augmented reality, mixed reality will be 

experienced by artists, actors, players or audiences and provide a new experience 

that may change the perspective or understanding of a character like Prince 

Diponegoro. 
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