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ABSTRAK 
 

Superhero Indonesia sekarang seakan-akan tidak pernah ada di mata masyarakat, yang sebenarnya 

pernah mengalami masa jaya pada tahun 1960-1990. Mati suri yang dialami superhero asli Indonesia 

disebabkan masuknya tokoh-tokoh superhero dari luar negri yang dikemas dengan lebih menarik dan 

bervariasi dimana lebih fleksibel dalam mengikuti keinginan masyarakat. Sedangkan superhero 

Indonesia sangat erat dengan budaya Indonesia seperti Maza dan Kartubi. Dunia superhero sekarang 

dilandasi dari film-film Marvel yang rajin memperbarui desain superheronya sehingga untuk 

mengikuti keinginan masyarakat perlu adanya redesain superhero Indonesia tanpa menghilangkan 

ciri khasnya. 

Kata kunci : redesain, Maza, Kartubi, ciri khas 

 

It seems as if Indonesian superheroes have never existed in the eyes of society, who actually 

experienced their heyday in 1960-1990. The suspended animation experienced by native Indonesian 

superheroes is due to the entry of superhero characters from abroad who are packaged in a more 

interesting and varied manner where they are more flexible in following the wishes of the community. 

Meanwhile, Indonesian superheroes are very close to Indonesian culture such as Maza and Kartubi. 

The world of superheroes is now based on Marvel films that are diligent in updating their superhero 

designs so that in order to follow the wishes of society, it is necessary to redesign Indonesian 

superheroes without losing their characteristics. 

Keyword : redesign, Maza, Kartubi, characteristics 
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