DAFTAR PUSTAKA

Achmad, G. P. (2024). Pengembangan media komik digital interaktif berorientasi
peningkatan literasi sains dan level pemahaman konsep peserta didik
SMA/MA pada topik pemantulan gelombang bunyi. Universitas
Pendidikan Indonesia.
http://repository.upi.edu/id/eprint/129475

Aggleton, J. (2018). Defining digital comics: A British Library perspective.
Journal of Graphic Novels and Comics, 10(1), 1-17.
https://doi.org/10.1080/21504857.2018.1503189https://doi.org/10.1080/21
504857.2018.1503189

Alfina, P., Sauqgina, S., & Istyadji, M. (2024). The effectiveness of using Cells at
Work anime media on students’ learning outcomes in the material of cells
in blood circulation and immunity. Journal of Mathematics Science and
Computer Education, 4(1), 58-68.
https://doi.org/10.20527/jmscedu.v4i1.9872

Ayyub H. B., & Nurmana, M. S. (2022). Cara mudah merancang buku komik.
Penerbit Yayasan Prima Agus Teknik.
https://penerbit.stekom.ac.id/index.php/yayasanpat/article/view/387

Brown, T. (2019). Change by design: How design thinking creates new
alternatives for business and society (Revised & updated ed.).
DOI:10.23860/MGDR-2019-04-02-08

Cindy Nurlaila, Qurrotul Aini, Sharla Setyawati, & April Laksana. (2024).
Dinamika Perilaku Gen Z Sebagai Generasi Internet. Jurnal IImu
Pertahanan, Hukum Dan lImu Komunikasi, 1(6), 95-102.
https://doi.org/10.62383/konsensus.v1i6.464https://doi.org/10.62383/kons
ensus.v1i6.464

Fullerton, T. (2014). Game design workshop: A playcentric approach to creating
innovative games (3rd ed.)
DOI:10.1201/b22309

Gayle S. Stever, “Mediated vs. Parasocial Relationships: An Attachment
Perspective”, Journal of Media Psychology, Vol. 17 No. 3, (2013)

Griffey, J. V. (2020). Introduction to Interactive Digital Media: Concept and
Practice.
https://doi.org/10.4324/9780429053658

112
Perancangan Komik Digital..., Raya Andhika Rafasuni, Universitas Multimedia Nusantara


https://doi.org/10.1080/21504857.2018.1503189https:/doi.org/10.1080/21504857.2018.1503189
https://doi.org/10.1080/21504857.2018.1503189https:/doi.org/10.1080/21504857.2018.1503189
https://doi.org/10.20527/jmscedu.v4i1.9872https:/doi.org/10.20527/jmscedu.v4i1.9872
https://penerbit.stekom.ac.id/index.php/yayasanpat/article/view/387
https://doi.org/10.62383/konsensus.v1i6.464https:/doi.org/10.62383/konsensus.v1i6.464
https://doi.org/10.62383/konsensus.v1i6.464https:/doi.org/10.62383/konsensus.v1i6.464

Horton, D., & Wohl, R. R. (1956). Mass communication and para-social
interaction: Observations on intimacy at a distance.
https://doi.org/10.1080/00332747.1956.11023049https://doi.org/10.1080/0
0332747.1956.11023049

Irwanto. (n.d.). Focused Group Discussion (FGD): Sebuah pengantar praktis.
Yayasan Pustaka Obor Indonesia.
https://books.google.co.id/books?id=aRvyDQAAQBAJhttps://books.googl
e.co.id/books?id=aRvyDQAAQBAJSari, N. W. A. P., & Sudrajat, Y.
(2023). Penulisan karya ilmiah berbahasa Indonesia. Jurnal Logos, 2(3),
17-28. DOI

Karhulahti, V.-M., & Vilisalo, T. (2021). Fictosexuality, fictoromance, and
fictophilia: A qualitative study of love and desire for fictional characters.
Frontiers in Psychology, 11, 575427.
https://doi.org/10.3389/fpsyg.2020.575427https://doi.org/10.3389/fpsyg.2
020.575427

Kumar, R., & Naaz, S. (2023). Exploring the depth of elements and principles of
visual design. ShodhKosh: Journal of Visual and Performing Arts, 4(2).
https://doi.org/10.29121/shodhkosh.v4.i2. ECVPAMIAP.2023.709

Landa, R. (2010). Graphic design solutions (4th ed.). Wadsworth Cengage
Learning..

McCloud, S. (2002). Understanding comics: The invisible art.

N. Soedarso, “Komik: karya sastra bergambar,” Humaniora, vol. 6, no. 4, pp.
496-506, 2015.
https://doi.org/10.21512/humaniora.v6i4.3378

Puspitasari, G. (2019). Persepsi terhadap tokoh wanita dalam anime 2D menurut
para pecinta anime di Indonesia Universitas 17 Agustus 1945 Surabaya.
10.30996/mezurashii.v1i2.3238

Ridwan, M., Suhar, A. M., Ulum, B., & Fauzi, M. (2021). Pentingnya penerapan
literature review pada penelitian ilmiah. Jurnal Masohi, 2(1), 42-52.
https://doi.org/10.36339/jmas.v2il.427https://doi.org/10.36339/jmas.v2il.
427

Riha, Daniel. (2014). Cutscenes in Computer Games as an Information System.
(In Proceedings / Lecture Notes in Computer Science). DOI:10.1007/978-
3-319-07626-3-62.

Saputro, G. E., Haryadi, T., & Yanuarsari, D. H. (2016). Perancangan purwarupa
komik interaktif safety riding berkonsep digital storytelling.

113
Perancangan Komik Digital..., Raya Andhika Rafasuni, Universitas Multimedia Nusantara


https://doi.org/10.1080/00332747.1956.11023049https:/doi.org/10.1080/00332747.1956.11023049
https://doi.org/10.1080/00332747.1956.11023049https:/doi.org/10.1080/00332747.1956.11023049
https://doi.org/10.3389/fpsyg.2020.575427https:/doi.org/10.3389/fpsyg.2020.575427
https://doi.org/10.3389/fpsyg.2020.575427https:/doi.org/10.3389/fpsyg.2020.575427
https://doi.org/10.29121/shodhkosh.v4.i2.ECVPAMIAP.2023.709
https://doi.org/10.36339/jmas.v2i1.427https:/doi.org/10.36339/jmas.v2i1.427
https://doi.org/10.36339/jmas.v2i1.427https:/doi.org/10.36339/jmas.v2i1.427

ANDHARUPA: Jurnal Desain Komunikasi Visual & Multimedia, 2(02),
195-206.

Schmid-Petri, H., & Klimmt, C. (2011). A magically nice guy: Parasocial
relationships with Harry Potter across different cultures. International
Communication Gazette, 73(3), 252—-269.
https://doi.org/10.1177/1748048510393658https://doi.org/10.1177/174804
8510393658

Sugiyono. (2017). Metode penelitian kuantitatif, kualitatif, dan R&D

Sutton, T. (2020). The pocket complete color harmony: 1,500+ color palettes for
designers, artists, architects, makers, and educators. Rockport Publishers.

Trisnawati, S. N. (2025). Perancangan Media Komik Digital Interaktif Untuk
Pembelajaran Desain Grafis Percetakan Di SMKN 5 Telkom Banda Aceh.
JTIM: Jurnal Teknologi Informasi dan Multimedia, 7(04), 1-12.

Tukachinsky, R. (2010). Para-romantic love and para-friendships: Development
and assessment of a multiple-parasocial relationships scale. American
Journal of Media Psychology, 3(1-4), 73-94.

Twenge, J. M. (2017). iGen: Why today’s super-connected kids are growing up
less rebellious, more tolerant, less happy—and completely unprepared for
adulthood. Atria Books.

114
Perancangan Komik Digital..., Raya Andhika Rafasuni, Universitas Multimedia Nusantara


https://doi.org/10.1177/1748048510393658https:/doi.org/10.1177/1748048510393658
https://doi.org/10.1177/1748048510393658https:/doi.org/10.1177/1748048510393658

