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PERANCANGAN KOMIK DIGITAL INTERAKTIF
MENGENAI DAMPAK NEGATIF OBSESI BERLEBIHAN

TERHADAP KARAKTER FIKSSI

Raya Andhika Rafasuni

ABSTRAK

Perkembangan teknologi memungkinkan akses luas terhadap media fiksi seperti
game, anime, manga, komik, dan seterusnya, yang mengembangkan audiens yang
meminatinya. Dengan kebiasaan mengonsumsi konten fiksi tersebut, ada bagian
cukup besar dari audiens yang mulai mengembangkan rasa ketertarikan terhadap
karakter fiksi yang disebut sebagai fictophilia. Hal tersebut merupakan normal,
tetapi jika tidak terkendali dan dibatasi, akan berkembang menjadi obsesi yang bisa
berdampak secara negatif. Sementara, terdapat berbagai artikel online yang telah
membahas fenomena tersebut, tetapi pergeseran preferensi konten pada Gen Z
memerlukan adanya media informasi alternatif yang menarik dan interaktif. Komik
Digital Interaktif adalah langkah selanjutnya dari komik, yang merupakan media
alternatif yang efektif dan menarik secara visual dalam penyampaian informasi.
Penelitian ini bertujuan untuk merancang sebuah komik digital interaktif untuk
meningkatkan kesadaran audiens tentang dampak negatif obsesi berlebihan
terhadap karakter fiksi. Perancangan komik digital interaktif ini menggunakan
metode design thinking yang terdiri dari empathize, define, ideate, prototype, dan
test. Pengumpulan data dan informasi dilakukan menggunakan metode kualitatif
dan kuantitatif yang terdiri dari focus group discussion dan penyebaran kuesioner.
Hasil perancangan berupa media utama komik digital interaktif berbasis aplikasi
Figma yang menggabungkan visual komik, storytelling, dan elemen interaktif yang
menceritakan tentang bagaimana ketertarikan terhadap karakter fiksi dapat
berkembang menjadi obsesi yang memiliki berbagai dampak negatif. Berdasarkan
hasil testing melalui Alpha Test dan Beta Test, komik digital interaktif merupakan
media yang menarik dalam membahas fenomena fictophilia. Ditambah, media
sekunder dirancang sebagai media pendamping, yang berfungsi sebagai promosi
untuk menarik perhatian audiens.

Kata kunci: fictophilia, karakter fiksi, obsesi, komik interaktif
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DIGITAL INTERACTIVE COMIC ON THE NEGATIVE IMPACT
OF EXCESSIVE OBSESSION TOWARDS FICTIONAL

CHARACTERS

Raya Andhika Rafasuni

ABSTRACT (English)

Technological advancements have enabled access to fictional media such as games,
anime, manga, comics, and others, which led the growth of audiences interested in
them. With the increasing habit of consuming fictional content, a fairly large
portion of the audience began to develop feelings of attraction toward fictional
characters, or referred to as fictophilia. This phenomenon is considered normal;
however, if it is not controlled and limited, it can develop into an obsession with
negative impacts. Meanwhile, there are articles online that previously discussed
this phenomenon, however, Gen Z ‘s preference shifts in content calls for an
alternative informative media that is interesting and interactive. Digital Interactive
Comic is the next step of comics, an alternative media that is visually appealing
and effective delivering information. This study aims to design an interactive digital
comic to increase awareness of the negative effects of excessive obsession with
fictional characters. This interactive digital comic utilizes the design thinking
method, which consists of steps comprised of empathize, define, ideate, prototype,
and test. Data was collected using qualitative and quantitative methods, which
included a focus group discussion and questionnaires. The design result is a digital
interactive comic based on Figma, that combines comic visuals, storytelling, and
interactive elements to tell story on how attraction towards fictional characters may
develop into obsessions that can potentially inflict negative effects. Based on
testings done through Alpha Test and Beta Test, this digital interactive comic
proved to be a fun and interesting medium in discussing about fictophilia. As a
secondary media, Social Media Ads were created as a companion media that
attracts users attention towards the digital interactive comic.

Keywords: fictophilia, fictional characters, obsession, interactive comics

iii
Perancangan Komik Digital..., Raya Andhika Rafasuni, Universitas Multimedia Nusantara



DAFTAR ISI

HALAMAN JUDUL ..ottt [
HALAMAN PERNYATAAN TIDAK PLAGIAT ..o ii
HALAMAN PERNYATAAN PENGGUNAAN BANTUAN KECERDASAN
ARTIFISTAL (A oottt ens iii
HALAMAN PENGESAHAN ... .ot v
HALAMAN PERSETUJUAN PUBLIKASI KARYA ILMIAH ...................... Y
KATA PENGANTAR ..ottt ettt se e ae e ane e [
AB ST RAK et e e anaeeeanes i
ABSTRACT (ENGHISN) ..ttt sttt iii
DAFTAR ISttt ettt sttt ettt rens iv
DAFTAR TABEL ...ttt e e s a e e ennaeaeeaan vii
DAFTAR GAMBAR ...ttt sttt anas viii
DAFTAR LAMPIRAN ..ottt sttt ne e X
BAB | PENDAHULUAN .....cooii et 1
1.1 Latar BelaKang ... 1

1.2 Rumusan Masalah...........ccoiiiiiiiiiiiseseee e 3

1.3 Batasan Masalah ..........ccocoveiiiiiiieec e 3

1.4 Tujuan Tugas AKRNIK .........ooeiiiiieceee e 3

1.5 Manfaat Tugas AKNIK ... 3

BAB Il TINJAUAN PUSTAKA ...ttt a s 5
2.1 Media INTOrMAST .....c.oouiiiiiieie e 5

2.1.1 Jenis Media INfOrmasi .........cccoevverviieiieese e 5

2.1.2 Fungsi Media INfOrmasi .........ccccvevieiiiiiiie e 6

2.2 Media Interaktif Digital.........cccccoooiiiniiniiincce e 6

2.2.1 Karakteristik media interaktif digital ..................cccooeenenen. 6

2.3 KomK... 820 80 WML LN M, 7

2.3.1 Komponen KoMK .........cccooveieiieiiic e 8

2.4 Elemen Desain dalam KomikK..........cccoooiiiiiiiiininiee 18

2.5 KOMiK DIgital .......ccoviieiieecie e 25

2.6 Komik digital sebagai media edukasi............ccccceevveiiereiiciinennenn, 29

2.7 FICIOPNITA. ... 30

iv

Perancangan Komik Digital..., Raya Andhika Rafasuni, Universitas Multimedia Nusantara



2.7.1 Dampak Fictophilia.........ccccooeiiiiiiiiiiiss 31

2.8 Interaksi Parasosial...........ccoocovieiiiiiiiiiie e 33
2.8.1 Jenis-Jenis Hubungan Parasosial ............ccccccvniiiiiinnnns 34
2.9 GBNEIASE Z ..ttt bbb 35
2.9.1 Interaksi Gen Z terhadap Dunia Digital................ccccoeee. 35
2.10 Penelitian yang relevan...........ccccoveieeie e 36
BAB Il METODOLOGI PERANCANGAN ......ccociiiieecie e 39
3.1 Metode dan Prosedur Perancangan ............ccccoevererenenesnsiennnns 39
311 EMPALNIZE ..o s 39
TN I =] 1 [ SR 39

B L3 HABALE. ...t e 40

3. 1.4 PrOtOLYPE ...ttt 40

K T0 0 1) RS PTSRRN 40

3.2 Teknik dan Prosedur Perancangan............cccceoeeencienenenesnennns 40
3.2.1 Focus Group Discussion (FGD) .....cccccocvvvevveveiieieeceeee 40

3. 2.2 KUBSIONEK ...ttt sttt 42
3.2.3 StUdi EKSISTING.....ceiviiiiiiiiiiiiesiesie e 44
3.2.4 Studi RETEIENSI ..o s 44
BAB IV HASIL DAN PEMBAHASAN PERANCANGAN .......ccccccevivveiinenns 45
4.1 Hasil PEranCangan ...........ccccoveevverieiiieieese e seesiesseesseessesreesseenee e 45
4.1.1 EMPANIZe ..o 45
4.1.2 DETING. ..ottt s 67
A.1.2 TABALE. ... 70
4.1.3 PrOOTYPE .ottt 79
4.1 2% et e N 93
4.2 Pembahasan Perancangan............ccocueevuereeresieesieeneeseeseesesseeses 100
42 NBetd Tlest Q... A... AL T AR A 100
4.2.2 Analisis Komik Digital Interaktif...........cccocooiininnnnns 102
4.2.2 Analisis Social Media AdS ........cccovvviiininiiieese s 106
BAB YV PENUTUP ... .ottt e e 109
5.1 KeSIMPUIAN ..o 109
D2 SAFAN......iiiiiie it 110

v

Perancangan Komik Digital..., Raya Andhika Rafasuni, Universitas Multimedia Nusantara



DAFTAR PUSTAKA ..o 112
LAMPIRAN ..o 115

Vi
Perancangan Komik Digital..., Raya Andhika Rafasuni, Universitas Multimedia Nusantara



DAFTAR TABEL

Tabel 2.7 Tabel Penelitian yang relevan ... 36
Tabel 4.1 Tabel Identitas RESPONAEN ........cvviiiiiiiiiieree s 32
Tabel 4.2 Tabel Pengetahuan Audiens Sekitar Media FikSi ..........c.ccccevveiiieennns 33
Tabel 4.3 Tabel Frekuensi Konsumsi Konten Karakter FikSi.........cc.ccoovevivninne. 35
Tabel 4.4 Tabel Pengalaman Ketertarikan Terhadap Karakter Fiksi.................... 36
Tabel 4.5 Tabel Pengalaman Dampak Ketertarikan Karakter Fiksi ...........c......... 37
Tabel 4.6 Tabel Mengenai Solusi Media yang Efektif ...........cccocveninniiinnnn. 39
Tabel 4.8 Tabel Identifikasi Segmentasi Target Audiens..............cccccveveveeiieennenn, 48
Tabel 4.9 Tabel Story Treatment.........cccooveiierieiiereese e 57
Tabel 4.10 Tabel Hasil Pengujian Prototype Day..........cccooeierieenieiiiiiesienieeene 67
vii

Perancangan Komik Digital..., Raya Andhika Rafasuni, Universitas Multimedia Nusantara



DAFTAR GAMBAR

Gambar 2.4 Cover Komik Mandala...........cccooeiieiiiiiiinieeeeeeee e 8
Gambar 2.5 Gambar Splash Page..........cccveveiiieiieiciie e 9
Gambar 2.6 Gambar Title KOMIK .......cccccveiiiiiriieiise e 9
Gambar 2.7 Panel Dalam KOMIK-.........ccoooeiiiiiiiiii s 10
Gambar 2.8 Panel BariS........ccuooviieiieieiieseesie s 11
Gambar 2.9 Panel KOIOM .......cooiiiiiieeieeee e s 11
Gambar 2.10 Panel KOMDINAST ........ccooiiiiiiiieie e 12
Gambar 2.11 Panel KOMBDINGST ......ocveiiiiiiiiie e 12
Gambar 2.12 Caption Panel...........cccoeviiiiiieie e 13
Gambar 2.13 INSEt PANEL.........cooiiiiiiiiieieie e 13
Gambar 2.14 Overlapping Panels...........ccooiiiiiiiiiie e 14
Gambar 2.15 BroKeN FramesS ........ccuuuiiiiieieiienie st sesesee e sie e snesneeneas 14
GaMDAr 2.16 GUILET ...eeveecieeieeie ettt sre e e neesree e eneenns 15
Gambar 2.16 Thought Balloon...........cccccoeeiieiiiicieece e 16
Gambar 2.17 Dialogue Balloon ............ccooeiieiieiieiieie e 17
GamDAr 2.18 POINTEIS ....eeveetieieiiie ittt sttt nes 17
Gambar 2.20 Skema Warna AChromMatiC...........cccooveiiiiiniiniinienesese s 18
Gambar 2.21 Skema Warna ANlOQOUS .........cceiiriiririniieieieienesie e 20
Gambar 2.22 Skema Warna Complementary.........ccccccoovvevieeiie i enie e 21
Gambar 2.23 Skema Warna MonoChromatiC...........cccoevververesieesineseseseese e 21
Gambar 2.24 Skema Warna Neutral ...........ccocvvriieii e 21
Gambar 2.25 Skema Warna Split Complementary ...........cccccvveviveveiieseeseeee, 22
Gambar 2.26 Skema Warna PrIMAaIY ..o 22
Gambar 2.27 Skema Warna SECONAAIY ........ccccoverieriieiieieeieeie e 22
Gambar 2.28 Skema Warna TErtiary .........cccecveveeveeieseeieesiesiesneseseesaesesnee e 23
Gambar 2.29 HUSErasi KartUn.........cccveieiieniee i 24
Gambar 2.30 Hustrasi SEMI-KartUn .........cccoceoeriieniiineeese e 24
Gambar 2.31 HUSErasi REAIIS ........c.oiveieiieiieie e 25
Gambar 2.32 HUSEIash FINE-ATT ..o s 25
Gambar 2.33 Hustrasi Gaya Manga ...........cceioereeiieeieiiesieess e se e 26
Gambar 2.34 Typeface Serif........oco i 27
Gambar 2.35 Typeface Sans Serif .........ccccoveieiicii e 27
Gambar 2.36 TYPEFaCe SCIIPL........viiiiiiiieieiesie st 28
Gambar 2.37 Foto Komik Digital ...........cccooveiiiiiiiiecccceece e 28
Gambar 4.1 Screenshot Selama Sesi FGD ........cccooiiiiniiiiniceene s 46
Gambar 4.2 Buku Digital Interaktif Mengenai Body Parts ............ccccoovvviiinnnnn. 59
Gambar 4.3 Button Interaktif Dalam Buku Digital Interaktif....................c......... 60
Gambar 4.4 Worksheet Interaktif Dalam Buku Digital Interaktif......................... 62
Gambar 4.5 Webtoon Press Play, Sami ..........ccccooveiiiiiiiiccic e 63
Gambar 4.6 Karakter Dalam Webtoon Press Play, Sami.........c.cccocveveiivervinenne. 63
viii

Perancangan Komik Digital..., Raya Andhika Rafasuni, Universitas Multimedia Nusantara



Gambar 4.7 Cutscene Komik Dalam Game Zenless Zone Zero .......cccceueeeveuennnn. 64

Gambar 4.8 Cutscene Komik Dalam Game Zenless Zone Zero .........cccceeeevveennee.. 65
Gambar 4.9 MiNAMAP .....ocveivieieiee e s 71
Gambar 4.10 Moodboard LaYOUL...........ccouererieniiiiiseseeeeeere e 73
Gambar 4.11 Moodboard Gaya HUSEFaSi ........c.cceevveiiiiiieiie e 73
Gambar 4.12 Moodboard TONE WaIN@ ........c..cccveeiiriieiiiie ittt 74
Gambar 4.13 Moodboard Typography ... 75
Gambar 4.14 Key Visual Rendition L.........cccccovviiiieiiiicieece e 76
Gambar 4.15 Key Visual RENITION 2.........c.cooiiiiiiiiiinieieeeese e 77
Gambar 4.16 Narrative FIOW Plan............ccocceiiiiiiiiiiiiiice e 80
Gambar 4.17 Storyboard PIan ..........ccoeiiiiiii e 81
Gambar 4.18 Referensi Karakter Dita...........oeooivvieiiiiiiiie i 81
Gambar 4.19 Sketsa Awal Karakter DIta..........ccccvveeiiiviiieiiiiiiee e 82
Gambar 4.20 Character Sheet Karakter Dita.........cccccoeveeiiieeiiieecirie e, 83
Gambar 4.21 Referensi Karakter ANGra..........ccocvveveiiiiiiiii i 83
Gambar 4.22 Sketsa Awal Karakter ANAra.......c.cocvveeiiveeiiieeiiiee e 84
Gambar 4.23 Character Sheet Karakter Andra...........ccoceevvveeiieeciiriee e, 85
Gambar 4.24 Referensi KaraKter Alan........c..cooovviiiiiiiiie i 85
Gambar 4.25 Sketsa Awal Karakter Alan.........c.cccoveieeeeiiiee e 86
Gambar 4.26 Character Sheet Karakter Alan..........ccccocvevviiieiicciee e, 87
Gambar 4.39 Font BalSamiQ SANS.........ccccecverieiieiieie e seess e 88
Gambar 4.39 FONt FIra COUE......ccciiiviiiiiiiiie ettt 88
Gambar 4.27 Panel KOMIK L.....c..cooiiiiiiieiiiie ettt 89
Gambar 4.28 Panel KOMIK 2.....oueviiiiiiie ettt 89
Gambar 4.29 Panel Komik 3 Interaktif...........cooovviiiiiiiiiiiicc e 90
Gambar 4.30 Sketsa Media Sekunder Social Media AdS.........cccccocveevciieeiiveeeinnen. 90
Gambar 4.31 Media Sekunder Social Media AdS ........cccccocvveeiiieeiiieeiiieecee e, 91
Gambar 4.32 Dokumentasi Prototype Day UMN..........cccccoceviiiiiiciie e, 95
Gambar 4.33 Implementasi FINal ... 97
Gambar 4.34 Pelaksanaan Beta TeSt........cccuviiiiiiiiiiiiiiiee e 100
Gambar 4.35 Panel Komik Digital Interaktif L..........cccccooviiiiviiiiiieieeiciee 101
Gambar 4.36 Segmen Interaktif Pada KOmMIiK ...........cccooiiiiiniiiiie, 102
Gambar 4.37 Panel Komik Digital Interaktif 2..........c.cocoovevieiiiiiieecccee 102
Gambar 4.38 Panel Komik Digital Interaktif 3............ccooviiiiiiiiniiicne, 103
Gambar 4.39 Gambar Social Media Ads KOMIK.........ccocveiiciieeiiiiiiecc e, 104
iX

Perancangan Komik Digital..., Raya Andhika Rafasuni, Universitas Multimedia Nusantara



DAFTAR LAMPIRAN

Lampiran Hasil Persentase TUINITIN..........ccccooiieiiiiieeiic e 113

Lampiran ConSeNnt FOIM .......ccviiiiieie et 114

Lampiran NoNn-DiscloSUre AgreemMENt..........cooevererierineneeieeiesie e 119

Lampiran Hasil KUESIONET ..........c.coveiiiiiiecie e 102

Lampiran FOrm Bimbingan ... 126
X

Perancangan Komik Digital..., Raya Andhika Rafasuni, Universitas Multimedia Nusantara



