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PERANCANGAN KOMIK DIGITAL INTERAKTIF
“PENCERAHAN BATIN” OLEH BHIKSU DUTAVIRA

STHAVIRA

(Livia Tiofani)

ABSTRAK

Etika yang baik dapat membuat masa depan menjadi ke arah positif seperti
dalam bekerja, namun generasi Z dikenal sebagai generasi yang tidak
mempunyai etika yang baik. Banyak HRD yang menolak mempekerjakan
generasi Z karena dianggap tidak dapat bekerja sama. Hal tersebut membuat
pendidikan mengenai akhlak dan etika perlu ditekankan lagi. Salah satu ilmu
tentang etika dalam bidang bekerja terdapat dalam buku 'Pencerahan Batin' yang
ditulis oleh Bhiksu Dutavira Sthavira. Meskipun buku ini sudah ditulis sejak
tahun 2009, tidak berarti ilmu di dalamnya tidak dapat diterapkan pada masa
kini. Hanya saja, generasi Z kurang minat pada buku ini karena generasi Z lebih
memilih visualisasi interaktif yang dapat menarik perhatian mereka. Apalagi,
generasi Z mempunyai rentang fokus yang pendek, yaitu hanya sampai dengan
delapan detik. Oleh karena itu, pembuatan komik digital interaktif "Pencerahan
Batin" menjadi solusinya. Metode perancangan yang digunakan adalah Human
Centered Design. Sebagai tambahan, komik digital interaktif ini merupakan
karya yang perancangannya berbasis website, yaitu menggunakan media Figma
sebagai alat prototyping-nya.

Kata kunci: Etika, Generasi Z, Bhiksu Dutavira Sthavira, Interaktif, Komik
Digital
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DESIGNING INTERACTIVE DIGITAL COMIC
“PENCERAHAN BATIN” BY VENERABLE DUTAVIRA

STHAVIRA

(Livia Tiofani)

ABSTRACT (English)

Good ethics can lead to a positive future, especially in the workplace. However,
generation Z Is often known as a generation that lacks of proper ethics. Many
HRD refused to hire Generation Z because they are considered of unable to work
collaboratively. This situation highlights the need to emphasize education on
ethics One example of the souce to teach ethical for work in the future can be
found in the book of “Pencerahan Batin” which was written by Venerable
Dutavira Sthavira himself. Although the book was written in 2009, the
knowledge it contains is still relevant today. The problem is that generation Z
rarely shows interest in this book as they prefer more visual content.
Furthermore, the generation Z has short length of focus which is only up to eight
seconds. As a result, the creation of an interactive digital comic from
“Pencerahan Batin” becomes a solution. The design method used is Human
Centered Design. In addition, the interactive digital comic is a project created
by website based, which is using Figma as the media for prototyping.

Keywords: Ethics, Generation Z, Venerable Dutavira Sthavira, Interactive,
Digital Comic

viil
Perancangan Komik Digital..., Livia Tiofani, Universitas Multimedia Nusantara



DAFTAR ISI

HALAMAN JUDUL......ooiiiiiiiiiiitteeeee ettt st i
HALAMAN PERNYATAAN TIDAK PLAGIAT. ..o, i
HALAMAN PENGESAHAN ...t i1
HALAMAN PERSETUJUAN PUBLIKASI KARYA ILMIAH................. v
KATA PENGANTAR ...t v
ABSTRAK ... ..ottt ettt e vii
ABSTRACT (ENGLiSh) ................oooveeeeeeiieeieeeieeeieeete et viii
DAFTAR IS ...ttt ettt ettt e et seeeeteenaeeens X
DAFTAR TABEL. ...ttt xii
DAFTAR GAMBAR ..o Xiil
DAFTAR LAMPIRAN .....ooiiiiiiiiiee ettt XV
BAB I PENDAHULUAN .....oooiiiiiieetete ettt 1
1.1 Latar BelaKkang ................ccoooiiiiiiiiiiiiieeceeceeeeee e 1

1.2 Rumusan Masalah................., 3

1.3 Batasan Masalah......................ccoiiiiieee 3

1.4 Tujuan Tugas AKRIr...........ccccoooiiiiiniiecs 3

1.5 Manfaat Tugas AKhir..............ccooocoiiiiiiiieeee e 3

BAB II TINJAUAN PUSTAKA .....ccooooiiiiiiiniiiieieseeeeseee et 5
20 KOMIK ..o 5

2.1.1 Jenis-Jenis Komik...............c...coooiiiiiiiniie, 5

202 TIUSEASE. ..ottt 9

203 TIPOGrafi.......cocooiiiiiiiiiiiiiiiicceee e 12

2.2 Interaktivitas...........cooouiiiiiiiiiiii e 16

2.2.1 Desain dalam Media Interaktif ........................c..coocee. 18
23Dhamma ... 20

2.3.1 Hukum Karma............ccoooiiiiicecece 21

232 Moraldan Etika............cccooooiiiiinien 21

2.3.3 Buku “Pencerahan Batin” ..................cc.ccooinininnnn. 22

2.4 Penelitian yang Relevan..................ccoooiiniiiiniiiiniicees 22

BAB III METODOLOGI PERANCANGAN .....cccooceiiinirienieneeeeeeneene 26
3.1 Subjek Perancan@an...............cccccooviiiiiiiiniiiiniiceeee e 26

X

Perancangan Komik Digital..., Livia Tiofani, Universitas Multimedia Nusantara



3.2 Metode dan Prosedur Perancangan ..................ccocceeveiennnnnnn. 27

321 INSPIration..........cocoveiiiiiiiiiieiiiieeeeeeee e 27
322 Ideation..........cocueeiiiiiiiiniiiiicccee e 27
3.2.3 Implementation......................cocccueeeeeeeceeeeeeeiieeeeeniieeeeeeenens 28

3.3 Teknik dan Prosedur Perancangan ..................ccccccovevennnennnn, 28
3.3.1 WaWaNCAra ......ooiiiiiiiiiiiiccicceeeeeeeeee et 28
3.3.2 KUESIOMET ....coouiiiiiiiiiiiiiiiiiieeeiieeeteeeteeee et 31
3.2.3 Studi EKSiSting ...........cccooiiieiiiiiniiiiiecceecee e 33
3.2.4 Studi Referensi...........c.ccooooiiiiiiiiiniiiiiiicce 33
BAB IV HASIL DAN PEMBAHASAN PERANCANGAN .......cccccocveuee. 34
4.1 Hasil Perancangan.................ccocceeiiiiiniiieniieeniieenceceee e 34
411 INSPIration.................cccoueeeeeveeaieieaieeeeiieeeieeeeieeeeieeesaeeenns 34
41103 Wawancara 1 ... 35
4.1. 1.2 Wawaneara 2 ..ot 38
4113 Wawaneara 3 ..o 40
4.1.1.4 KueSIONer ........ccccoeiiiiiiiiiiiiiiieeiiieeeiceeeeeete e 42
4.1.1.5 Studi EKSiSting............cccccociiiiiniiiiiicncceceeee 50
4.1.1.6 Studi Referensi...............ccocceeiniiiiniiiiniiiiiieiieeee 58
Q1.2 1deation ................ccoooeueeeeiiiiiiiiieiiieiieeeeeeeee e 65
4.1.2.1 BrainStorming......................ccceeeueeeeueeeceeenireenireeenseeenns 65
4.1.2.2 Create Frameworks ...................ccceeeueeecvueeecueencreeanneaenns 71
4.1.2.3 Get Visual & Storyboarding............................ccccuvveveuenn. 76
4.1.2.4 Prototyping..............cccooeeeueeeiiueeaieeeeieeeeieeeeiaeeesseesnseeenns 86
4.1.2.5 Media SeKkunder ...............ccocooveeniiieniininnienecnceeee 87
4.1.2.6 Feedback .....................coooueeiieiiiiiiaiiiieniieeeieeeee e 89
4.1.3 Implementation....................c.c.ccovuercueineincuiiniinieeneeaneennn, 90
4.1.3.1 Live Prototyping Alpha Testing ......................cccceevuuee... 90
4.1.3.2 Monitor and Evaluate..........................cccuvvvveveuveaaannn... 98
4.1.4 Kesimpulan Perancangan...............cccccoevvvveeeniiieeeennnen. 100
4.2 Pembahasan Perancangan....................cccoeciieiiniiiiininiiieeees 100
4.2.1 Analisis Beta Test ...............ccooeevieiiiiiiiniiiieiieeeeee 100
4.2.2 Analisis Desain Website...............cccccocveviinviiniinncenncns 102

X

Perancangan Komik Digital..., Livia Tiofani, Universitas Multimedia Nusantara



4.2.3 Analisis KOmiK..........ccoooiiiiiiiiieeei e 105

4.2.4 Analisis Media Sekunder ...............ccccoeviiiiniiinniennnnn. 116

4.2.4 ANGBATAN .....coceviiiiiieeiiieeieeeiee et 119

BAB YV PENUTUP ...ttt 122
5.0 SIMpulan...........coooooiiiiiiiii e 122

5.2 SATaN......oiiiiiiii s 123
DAFTAR PUSTAKA ...ttt XVi
LAMPIRAN TURNITIN .....ooiiiiiiiiiiiienteseee ettt XX1

X1

Perancangan Komik Digital..., Livia Tiofani, Universitas Multimedia Nusantara



DAFTAR TABEL

Tabel 2. 1 Penelitian Yang Relevan ..........cccceeeviieeiiiiiciieicieccee e, 23
Tabel 4. 1 Kuesioner Research..........ccoccoeviiiiiiiiiiiiiiiiieiceceeeceie e 43
Tabel 4. 2 SWOT Fabel Jataka..........ccooeeiiiiiiiiiiiiiieeeeeeeeee e 51
Tabel 4. 3 SWOT "Tak Bijak, akan Rugi Banyak".............ccccoeevvveviiiiiieennen. 54
Tabel 4. 4 SWOT "Yang Curang Takkan Menang"............ccccoeevveevreennveeennen. 56
Tabel 4. 5 SWOT The Secret of ANgel .....cccevveevvieiiiieeieeeeeceeee e, 60
Tabel 4. 6 SWOT Wattpad .......cccveeeiiieeiiieeieeeieeeieecee e 62
Tabel 4. 7 SWOT FOOU ...c.eoiiiiiiiiiiiieieeeesee et 63
Tabel 4. 8 Hasil AlPha TeSt.......cccvieriiiiieeiieeieeie ettt 92
Tabel 4.9 ANZGATAN .....cveeiuiiiiieiieeii et eee et seeeeteestee e e seaeebeestaeesseeenes 119
xii

Perancangan Komik Digital..., Livia Tiofani, Universitas Multimedia Nusantara



Gambar 2.
Gambar 2.
Gambar 2.
Gambar 2.
Gambar 2.
Gambar 2.
Gambar 2.
Gambar 2.
Gambar 2.
Gambar 2.
Gambar 2.
Gambar 2.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.

DAFTAR GAMBAR

1 Contoh Komik Cetak.........cccueeeiiieriiiieeiieecieccee e 6
2 Komik Cetak EXO ...ooiiiiiiiieeeeeeeeeeee e 7
3 Contoh Komik Digital ..........ccccuviiviiiiiniieeiieeciee e 9
4 VarIaST GATIS ..eevvieiieeiieeiieeieesieeeieeeiee et e steeereesiaeebeessaessaesaseenne 11
S Variasi Warn.......cooveeveeriieeiieiieeieeieeeeeeieeste e seeeieessneeneens 12
6 FONL.ooiiiii e 13
7 FONt OPEN SANS....cccuiieiiiieiiieeeiieeeiteeeiteesieeesieeesireeeireeesaeee e 14
8 Leading Tracking Kerning ...........ccccecvevieeviienieeiiienieeiieere e, 15
9 Penggunaan Tanda Baca...........ccceeevieviiiiiieiieiiieiieeeceeee e 16
10 KKN UNDIP Desa GOSONO.......cccoveeeiieeriieenieeeniieenieesenee e 17
11 Prinsip DeSaiN.......ccveeriiiiiiiiieeiieeieesiie ettt 18
12 Sarnath.......cocooiiiiiiiee e 21
1 Foto Bersama Bhiksu Dutavira Sthavira ..........c.cccccoeevvenieenennen. 35
2 Foto Bersama Bryan Arfiandy..........ccccceeeeeviieciienieeiienieeeenen, 39
3 Foto Bersama Vinna Sallyana .........c.cccceevveniniiniininicnecncnnne 41
4 Sampul Buku "Fabel Jataka" ..........cccoooiiniiiiiiieeee 51
5 Sampul "Tak Bijak, akan Rugi Banyak" ...............cccoconininninn. 53
6 Sampul "Yang Curang Takkan Menang" .............cccccocueneincnnene 55
7 Karakter The Secret of Angel........cccoceevieiieniniiniininiciicienne 58
8 MC The Secret of Angel.......ccccoveviriiiiiniiiniceeece 59
9 Tampilan Wattpad .........cccooceeriiiiniinieeeeeee e 61
10 Website FOO.......ooouiiiiiiiiiecieeee e 63
11 MINAMAP...ciiiiiiiiiiitiiieeieeeee ettt 65
12 MOOADOATA ..ottt 67
I3 TIPOZIALT .ot e e e e 68
14 Referensi Warna .........cceeevveeeiieeeiieeeiieeeieeeeiee e e 69
15Weaiiha ... A NEN VNS BN BN .. 69
16 Gambar Referensi........c.ccoovveeiiiiiiiiiiiicce e 71
A U g S 110 o RS 72
18 Uggr Jetmey .. \... ... JR DL A D 72
19 Information ArchiteCture ...........ceevuveeevuveeniiieeniieeriee e 73
20 Flowchast... Ree.. L. L JWR B M 0 N 75
21 Gpiid...p 4. Qe Ao AL T A ED e o eeeeenneennneneens 77
22 P1oS€S LOZO coueeiieeeeiiieeeeee et 78
B B 510 Yo J USSR 78
24 Buttons and ICONS .........cooveriiieniieiiieiie et 79
25 BUttons MoTal..........coeueeriiiiiiieieeieesie et 80
26 Referensi dan Simbol ..........ccooeieiiiiniiiiieiecee e, 81
27 ProSes WEDSILe......cc.eeeuieriieiiieiieeieeriie ettt e 82
28 Proses KaraKter.........cccueerieviiieniieeieeriieeieeeee e 83

xiil

Perancangan Komik Digital..., Livia Tiofani, Universitas Multimedia Nusantara



Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.

29 Gambar Tradisional............ccceeeeeviierieeiiienieeiierre e 84
30 Gambar Keseluruhan .............ccccoeevieiieniieninnieeiieeieeeeee e 85
31 WICTTAME ..ottt et 86
32 Template POSt.....cccveviiiiieeiieiiecieeeeee et 87
33 SIMDOL...ciiiieiieceee e e 88
34 Desain MErCh......ccciiviiiiiieiieiiecieeee e 89
R B 15 Q<) o) T SR 90
36 Prototype DAy ...coeeeiieeieiiieeccieee et 91
37 FGD Beta TeSt..cueeieeeieiieieeiiesieeie e 101
38 WEDSIEC ..ottt ettt 103
39 Key ViISual ..o 104
40 Cerita 1 OPENINg.......cocueeueerueesierienieeienieneeieseeeneereneenee e 106
41 Cerita 1 Interaktif .........ccooeeiiieeiiiieie e, 107
42 Cerita 1 ENding.........coovuiiiiiiiiiiieeiieieeeeee et 108
43 Pesan Moral Cerita ......cc.veeevveeeciveeeiieeeiieeereeeeeee e eevee e 109
44 Cerita 2 OPENING....cc.eevueereirieeieriienieeteeieenteeteseeere e sieeneesne e 110
45 Cerita 2 Interaktif ........cccooviieiiiiiiiiiiieieeeesie e 111
46 Cerita 2 ENdINg.....ccouvieiiieiiiieiieieeieeeie et 112
47 Cerita 3 OPCNING....c.eeeirrerrieereerrieeiteerieeireeseeeeseesreenseessnesnseens 113
48 Cerita 3 Interaktif ........ccoeoiieiiiirieiiiieiieeeecee e 114
49 Cerita 3 ENdiNg.......ccoovvieiiiiiieiieeiieecie et 115
50 Postingan IG Feed ........cccoeiieiiieiiieiieiececeeeee e 117
51 POStINGAN StOTY...ccvviieiiieeiieeeiie ettt e 118

Xiv

Perancangan Komik Digital..., Livia Tiofani, Universitas Multimedia Nusantara



DAFTAR LAMPIRAN

Lampiran TUIMITIN ...oc.eeeienieeieee et saeeebeeseneenneas XVi
Lampiran Bimbingan..........ccccccveriieiiiinieeiiienieeieesre et Xvii
Lampiran Non-Disclosure AGreement ...............cceeeeeeeeecreesceeeseeneeeiseenresnens Xix
Lampiran KUESIONET ........cccveeiiieriiieiieiie ettt ettt re e saeesaee e e XXii
Lampiran AIPha Test.......ccoovieiiiiiiiiiieeie et XXV
Lampiran Transkrip Wawancara 1 ...........cccoecveeviieniinciienieeiienie e XXX1
Lampiran Transkrip Wawancara 2 .............cccceeevveenieenieeieenieenieenneeieenneens XxXXiil
Lampiran Transkrip Wawancara 3 ...........cccccceeeviienieeiieenieenieenieeieesee e xliii
Lampiran FGD Beta TeSt ......cc.oooiiriiieiieeiieiieeieeiteeee e xlviii
Lampiran DOKUMENTAST .....c.ceeovieruiieiieriieiiieeieeieesie e esieeereeseeeeveeseeeeeve e Ixvii
XV

Perancangan Komik Digital..., Livia Tiofani, Universitas Multimedia Nusantara



