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ABSTRAK 

 

Promosi kesehatan mata terus dilakukan seiring dengan meningkatnya jumlah remaja 

penderita miopia. Salah satu cara dalam mengedukasi kesehatan mata pada remaja dapat 

dilakukan dengan menggunakan media komik digital. Komik sebagai media edukasi dapat 

digunakan sebab komik memiliki unsur-unsur yang dapat menjadi daya tarik tersendiri bagi 

para pembaca dan saat ini pembaca komik datang dari berbagai kalangan salah satunya 

remaja. Genre yang digunakan pada komik digital ini menggunakan salah satu genre yang 

popular dikalangan remaja yaitu genre horror. Penelitian ini bertujuan untuk mengetahui 

bagaimana perancangan komik digital bergenre horror untuk menyampaikan pesan 

kesehatan mata serta bagaimana visualisasi pesan kesehatan mata pada komik digital. 

Metode penelitian yang digunakan adalah deskriptif kualitatif dengan melakukan 

wawancara bersama narasumber refraksi optisi, observasi dan mengajukan kuesioner 

kepada remaja. Berbekal data lapangan tersebut, edukasi mengenai kesehatan mata dimulai 

dengan perancangan komik digital bergenre horror dengan judul ‘The Stare’ menggunakan 

Clip Studio Paint dengan memakai beberapa tools. Menggunakan elemen-elemen yang 

terdapat dalam komik, penggunaan efek pada komik serta teknik visual storytelling, ‘The 

Stare’ bercerita mengenai sebuah permasalahan dan bagaimana solusinya yang berkaitan 

dengan kesehatan mata. Komik digital ini diunggah pada laman TAPAS Comic dengan dua 

chapter cerita yang dapat dinikmati secara online melalui ponsel maupun perangkat digital 

lainnya.  

Kata kunci: Komik digital, Pesan kesehatan mata, Miopia, Genre Horror 
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HORROR DIGITAL COMIC WITH THE TITLE 'THE STARE' AS A 

MEDIUM FOR EYE HEALTH EDUCATION 

 

Rihlatu Radhiyallah 

1903374 

 

ABSTRACT 

 

Eye health promotion continues to be carried out along with the increasing number of 

adolescents with myopia. One way to educate eye health in adolescents can be done using 

digital comic media. Comics as an educational medium can be used because comics have 

elements that can be a special attraction for readers and currently, comic readers come 

from various circles, one of which is teenagers. The genre used in this digital comic uses 

one of the genres that are popular among teenagers, horror genre. This study aims to find 

out how to design horror genre digital comics to convey eye health messages and how to 

visualize eye health messages in digital comics. The research method used was qualitative 

descriptive by conducting interviews with optical refraction resource persons, observations 

and submitting questionnaires to adolescents. Armed with this field data, education about 

eye health began with the design of a horror genre digital comic entitled 'The Stare' using 

Clip Studio Paint using several tools. Using elements found in comics, the use of effects in 

comics and visual storytelling techniques, 'The Stare' tells the story of a problem and how 

it is solved related to eye health. This digital comic is uploaded on the TAPAS Comic page 

with two story chapters that can be enjoyed online via mobile phones and other digital 

devices. 

Keywords: Digital comics, Eye health education, Myopia, Horror genre  

  



Rihlatu Radhiyallah, 2023 
KOMIK DIGITAL BERGENRE HORROR DENGAN JUDUL ‘THE STARE’ SEBAGAI MEDIA EDUKASI 
KESEHATAN MATA 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

DAFTAR ISI 

 

HALAMAN PENGESAHAN SKRIPSI .................................................................. i 

HALAMAN PERNYATAAN KEASLIAN ........................................................... ii 

UCAPAN TERIMA KASIH .................................................................................. iii 

ABSTRAK .............................................................................................................. v 

ABSTRACT ............................................................................................................. vi 

DAFTAR ISI ......................................................................................................... vii 

DAFTAR TABEL ................................................................................................ viii 

DAFTAR GAMBAR .............................................................................................. x 

DAFTAR LAMPIRAN ......................................................................................... xii 

BAB I PENDAHULUAN ........................................................................................ i 

1.1 Latar belakang ................................................................................................... 1 

1.2 Rumusan Masalah ............................................................................................. 5 

1.3 Tujuan Penelitian .............................................................................................. 6 

1.4 Manfaat Penelitian ............................................................................................ 6 

1.5 Struktur Organisasi Skripsi ............................................................................... 6 

BAB II TINJAUAN PUSTAKA ............................................................................ 8 

2.1 Komik ............................................................................................................... 8 

2.1.1 Elemen-elemen komik ................................................................................... 9 

2.1.2 Komik digital ............................................................................................... 18 

2.1.3 Komik Digital Sebagai Media Edukasi ........................................................ 20 

 Unsur dan Prinsip Desain ................................................................................ 21 

 TAPAS Media ................................................................................................. 23 

 Visual Storytelling ........................................................................................... 23 

2.4.1 Kejelasan (Clarity) ....................................................................................... 24 

2.4.2 Realisme (Realism) ...................................................................................... 24 

2.4.3 Dinamis (Dynamic) ...................................................................................... 24 

2.4.4 Berkelanjutan (Continuity) ........................................................................... 24 

 Kesehatan Mata ............................................................................................... 24 

 Remaja ............................................................................................................ 27 

 Kerangka Berpikir ........................................................................................... 28 

 Hasil Penelitian Terdahulu .............................................................................. 29 



Rihlatu Radhiyallah, 2023 
KOMIK DIGITAL BERGENRE HORROR DENGAN JUDUL ‘THE STARE’ SEBAGAI MEDIA EDUKASI 
KESEHATAN MATA 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

BAB III METODE PENELITIAN ....................................................................... 32 

3.1 Metode Penelitian ........................................................................................... 32 

3.2 Subjek dan Objek Penelitian ........................................................................... 32 

3.3 Waktu dan Lokasi Penelitian .......................................................................... 33 

3.4 Pengumpulan Data .......................................................................................... 33 

3.5 Analisis Data ................................................................................................... 34 

3.6 Proses Perancangan ......................................................................................... 35 

BAB IV HASIL DAN PEMBAHASAN .............................................................. 38 

4.1 Konsep ............................................................................................................ 38 

4.1.1 Hasil Test awal pada Remaja ....................................................................... 39 

4.1.2 Wawancara dengan Refraksi Optisi ............................................................. 39 

4.2 Ide dan Gagasan Utama .................................................................................. 40 

4.3 Tema ............................................................................................................... 42 

4.4 Sinopsis ........................................................................................................... 42 

4.5 Penokohan ....................................................................................................... 45 

4.5.1 Bagas ............................................................................................................ 45 

4.5.2 dr. Althea Dianna Sp. M [K], M, Kes. ......................................................... 46 

4.5.3 Ale dan Wujud Hantunya ............................................................................. 48 

4.5.4 Jaya .............................................................................................................. 49 

4.5.5 Gilang ........................................................................................................... 49 

4.6 Background Setting ......................................................................................... 50 

4.7 Konsep Ilustrasi .............................................................................................. 51 

4.8 Proses Perancangan ......................................................................................... 52 

4.9 Visual Storytelling ........................................................................................... 59 

4.10 Alur Cerita .................................................................................................... 61 

4.11 Poin-poin Penting dalam Komik Digital ‘The Stare’.................................... 80 

4.12 Visualisasi Pesan Kesehatan Mata pada Komik Digital ‘The Stare’ ............ 81 

BAB V PENUTUP ............................................................................................... 85 

 Kesimpulan ..................................................................................................... 85 

 Implikasi ......................................................................................................... 86 

 Rekomendasi ................................................................................................... 86 

DAFTAR PUSTAKA ........................................................................................... 87 

LAMPIRAN .......................................................................................................... 92 

 



Rihlatu Radhiyallah, 2023 
KOMIK DIGITAL BERGENRE HORROR DENGAN JUDUL ‘THE STARE’ SEBAGAI MEDIA EDUKASI 
KESEHATAN MATA 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

DAFTAR TABEL 

 

Tabel 4. 1 Proses Perancangan Komik Digital ‘The Stare’ .................................. 52 

Tabel 4. 2 Alur Cerita pada Komik Digital ‘The Stare’ ....................................... 61 

Tabel 4. 3 Visualisasi Pesan Kesahatan Mata pada Komik Digital ‘The Stare’ ... 81 

 

  



Rihlatu Radhiyallah, 2023 
KOMIK DIGITAL BERGENRE HORROR DENGAN JUDUL ‘THE STARE’ SEBAGAI MEDIA EDUKASI 
KESEHATAN MATA 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

DAFTAR GAMBAR 

 

Gambar 2.1 Karakter dalam Komik ........................................................................ 9 

Gambar 2.2 Berbagai Macam Balon Percakapan ................................................. 10 

Gambar 2.3 Narasi Author sebagai Pembawa Alur Cerita ................................... 11 

Gambar 2.4 Perbedaan Waktu dalam Sebuah Komik ........................................... 11 

Gambar 2.5 Komik dengan Genre Komedi .......................................................... 12 

Gambar 2.6 Komik dengan Genre Romance ........................................................ 13 

Gambar 2.7 Komik dengan Genre Action ............................................................ 13 

Gambar 2.8 Komik dengan Genre Drama ............................................................ 14 

Gambar 2.9 Komik dengan Genre Fantasy ........................................................... 14 

Gambar 2.10 Komik dengan Genre Slice of Life ................................................. 15 

Gambar 2.11 Komik dengan Genre Sports ........................................................... 15 

Gambar 2.12 Genre Komik Horror dan Thriller ................................................... 16 

Gambar 2.13 Proporsi Visual dan Teks dalam Komik ......................................... 17 

Gambar 2.14 Panel Tertutup pada Komik ............................................................ 17 

Gambar 2.15 Panel Terbuka pada Komik ............................................................. 18 

Gambar 2.16 Closure atau Gutter (Parit) .............................................................. 18 

Gambar 2.17 Efek Suara Tembakan dari Text ...................................................... 19 

Gambar 2.18 Garis Gerak sebagai Efek Grafik .................................................... 20 

Gambar 2.19 Tampilan User pada Website TAPAS............................................. 23 

Gambar 2.20 Kondisi Mata Miopia Atau Rabun Jauh .......................................... 25 

Gambar 2.21 Peringatan Sebelum Membaca Komik Digital ................................ 28 

Gambar 3.1 Tahapan Analisis Data Menurut Miles and Huberman ..................... 34 

Gambar 3.2 Alur Kerja Penelitian......................................................................... 36 

Gambar 4.1 Referensi Karakter Bagas .................................................................. 45 

Gambar 4.2 Desain Awal Karakter Bagas ............................................................ 46 

Gambar 4.3 Referensi dr. Althea Dianna .............................................................. 47 

Gambar 4.4 Desain Karakter Dokter..................................................................... 47 

Gambar 4.5 Desain Ale Sumber: (Dokumentasi Pribadi) ..................................... 48 

Gambar 4.6 Desain Hantu ..................................................................................... 48 

Gambar 4.7 Desain Karakter Jaya......................................................................... 49 

file:///D:/tugas%20semester%208/skripsi/Rihlatu%20Radhiyallah_1903374.docx%23_Toc144754867
file:///D:/tugas%20semester%208/skripsi/Rihlatu%20Radhiyallah_1903374.docx%23_Toc144754784


Rihlatu Radhiyallah, 2023 
KOMIK DIGITAL BERGENRE HORROR DENGAN JUDUL ‘THE STARE’ SEBAGAI MEDIA EDUKASI 
KESEHATAN MATA 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

Gambar 4.8 Desain Awal Gilang .......................................................................... 49 

Gambar 4.9 Kampus UPI Cibiru Sumber: Google ............................................... 50 

Gambar 4.10 Font Londrina Solid untuk Dialog .................................................. 51 

Gambar 4.11 Font Lunarie Extcond sebagai Efek ................................................ 52 

Gambar 4.12 Font MrHorror pada Beberapa Narasi ............................................ 52 

Gambar 4.13 Konsep Clarity pada Komik ‘The Stare’ ......................................... 59 

Gambar 4.14 Konsep Realism pada Komik ‘The Stare’ ....................................... 60 

Gambar 4.15 Konsep Dynamic pada Komik ‘The Stare’ ..................................... 60 

Gambar 4.16 Konsep Continuity pada Komik ‘The Stare’ ................................... 61 

 

 

  



Rihlatu Radhiyallah, 2023 
KOMIK DIGITAL BERGENRE HORROR DENGAN JUDUL ‘THE STARE’ SEBAGAI MEDIA EDUKASI 
KESEHATAN MATA 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

DAFTAR PUSTAKA 

Aggleton, J. (2019). Defining digital comics: a British Library perspective. Journal 

of Graphic Novels and Comics, 10(4), 393–409.  

Ahn, M. J., Frederikson, L., Borman, B., & Bednarek, R. (2011). Eye health in New 

Zealand: A study of public knowledge, attitudes, and practices related to eye 

health and disease. Health Education, 111(2), 147–155.  

Ahsanah, F., & Utomo, D. T. P. (2020). The use of digital comic in developing 

student’s english competence. IDEAS: Journal on English Language Teaching 

and Learning, Linguistics and Literature, 8(2), 373–383.  

Akcanca, N. (2020). An alternative teaching tool in science education: educational 

comics. In International Online Journal of Education and Teaching (IOJET), 

7(4). 

Alkureishi, M. A., Johnson, T., Nichols, J., Dhodapkar, M., Czerwiec, M. K., 

Wroblewski, K., Arora, V. M., & Lee, W. W. (2021). Impact of an educational 

comic to enhance patient-physician-electronic health record engagement: 

Prospective observational study. JMIR Human Factors, 8(2). 

Arsari, A., & Jafar Adrian, Q. (2020). Implementasi augmented reality pada buku 

“the art of animation: 12 principles.” In Jurnal Informatika dan Rekayasa 

Perangkat Lunak (JATIKA), 1(1).  

Blue Pencil. (2019, May 29). The ‘Open Ended Story.’ Blue Pencil. 

https://www.bluepencilpublishers.com/the-open-ended-story/ 

Bondebjerg, I. (2015). Film: Genres and Genre Theory. In International 

Encyclopedia of the Social & Behavioral Sciences: Second Edition (pp. 160–

164). Elsevier Inc.  

Bullimore, M. A., & Richdale, K. (2020). Myopia Control 2020: Where are we and 

where are we heading? In Ophthalmic and Physiological Optics (Vol. 40, Issue 

3, pp. 254–270). Blackwell Publishing Ltd. 

Caputo, T. (2003). Visual Storytelling (W. Guptill, Ed.). VNU Business Media, Inc. 

https://archive.org/details/visualstorytelli0000capu/page/64/mode/1up 

Chase, N. (2023, June 17). Horror vs. Thriller: What’s the Difference for Movies & 

Books? Neil Chase Film. https://neilchasefilm.com/horror-vs-thriller. 

Chen, F., Head, R., Strijdom, B., & Stone, P. (2022). “Digitalization” Management 

for Professionals Series, Johnson Matthey Technology Review, 66(2), 164–

168. 

Chen, I. P., Wu, F. Y., & Lin, C. H. (2012). Characteristic color use in different film 

genres. Empirical Studies of the Arts, 30(1), 39–57. 



Rihlatu Radhiyallah, 2023 
KOMIK DIGITAL BERGENRE HORROR DENGAN JUDUL ‘THE STARE’ SEBAGAI MEDIA EDUKASI 
KESEHATAN MATA 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

Dasy Armisha, V. (2021). Perancangan komik webtoon sebagai pengenalan wisata 

kuliner khas tulungagung. Jurnal Barik, 3(1), 30–43. 

Dogusoy, B., Cicek, F., & Cagiltay, K. (2016). How serif and sans serif typefaces 

influence reading on screen: An eye tracking study. Lecture Notes in Computer 

Science (Including Subseries Lecture Notes in Artificial Intelligence and 

Lecture Notes in Bioinformatics), 9747, 578–586.  

Farinella, M. (2018). The potential of comics in science communication. Journal of 

Science Communication, 17(1).  

Fatimah, A. S., Santiana, S., & Saputra, Y. (2019). Digital comic: an innovation of 

using toondoo as media technology for teaching english short story. English 

Review: Journal of English Education, 7(2), 101.  

Febrianti, Y., Nunuk Wulyani, A., & Maria Fran Lumbanbatu, I. (2023). Using 

Digital Books and Comics in English Teaching and Learning Activities. KnE 

Social Sciences.  

Fhadila, K. D. (2017). Menyikapi perubahan perilaku remaja. Jurnal Penelitian 

Guru Indonesia-JPGI, 2(2). 

Goss, D. A., Grosvenor, T. P., Jeffrey, O. D., Keller, T., Wendy Marsh-Tootle, M. 

P. H., Thomas, O. D., Norton, T. K., Zadnik, O. D., Amos, J. F., Beebe, K. L., 

Cavallerano, O. D. J., Lahr, O. D. J., Richard, O. D., & Wallingford, L. (2006). 

Optometric clinical practice guideline care of the patient with myopia. AOA. 

8(3). 

Gumelar, M. S. (2011). Comic Making: Membuat Komik. PT INDEKS. 

Haan, M. M., van Gurp, J. L. P., Knippenberg, M., & Olthuis, G. (2022). Facilitators 

and barriers in using comics to support family caregivers of patients receiving 

palliative care at home: A qualitative study. Palliative Medicine, 36(6), 994–

1005.  

Hanif, M. (2020). The development and effectiveness of motion graphic animation 

videos to improve primary school students’ sciences learning outcomes. 

International Journal of Instruction, 13(4), 247–266.  

Harmawati, D., Hasanah, N., Belwawin, S. M., & Hidayat, S. H. (2020). Developing 

of an educative comic on the theme of clean and healthy life for grade 2 

students of the elementary schools of YPPK Biankuk Merauke. Enfermeria 

Clinica, 30(2), 371–373.  

Irawan, B., & Tamara, P. (2013). Dasar-dasar Desain. Griya Kreasi. 

Kencana, W. H., Situmeang, I. V. O., Meisyanti, M., Rahmawati, K. J., Nugroho, 

H. S., & Lubis, A. Y. (2023). Digital Communication Transformation in 

Sukabumi City Government. Komunikator, 15(1), 80–90.  



Rihlatu Radhiyallah, 2023 
KOMIK DIGITAL BERGENRE HORROR DENGAN JUDUL ‘THE STARE’ SEBAGAI MEDIA EDUKASI 
KESEHATAN MATA 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

Kench, S. (2022, June 22). What is Slice of Life — Exploring a Down-to-Earth Sub-

Genre. Studibinder. https://www.studiobinder.com/blog/what-is-slice-of-life-

definition/ 

Komang, N., Tri, R., Udayani, K., Made, I., Wibawa, C., & Rati, N. W. (2021). 

Development of E-Comic Learning Media on the Topic of the Human 

Digestive System. Journal of Education Technology, 5(3), 472–481.  

Komisi Penyaluran Indonesia, & Lembaga Sensor Film. (2012). Penyensoran dan 

kewajiban pencantuman klasifikasi usia penonton film di layar televisi. 

Kroeber, K. (2006). Make Believe in Film and Fiction. Palgrave macmillantm. 

Lambert, V. A., & Lambert, C. E. (2012). Qualitative Descriptive Research: An 

Acceptable Design. Pacific Rim Int J Nurs Res. 

Lee, T. I., Sheu, S. J., Chang, H. C., Hung, Y. T., Tseng, L. M., Chou, S. S., Liang, 

T. H., Liu, H. J., Lu, H. L., Chen, M. C., Liu, Y. C., Tsai, C. S., & Sun, J. C. 

(2019). Developing a web-based comic for newly diagnosed women with 

breast cancer: An action research approach. Journal of Medical Internet 

Research, 21(2).  

Lestari, A. F. (2020). Line webtoon sebagai industri komik digital. 

http://jurnal.utu.ac.id/jsource 

Lo, P., Lyu, Y. P., Chen, J. C. chen, Lu, J. L., & Stark, A. J. (2022). Measuring the 

educational value of comic books from the school librarians’ perspective: A 

region-wide quantitative study in Taiwan. Journal of Librarianship and 

Information Science, 54(1), 16–33.  

Maio, A. (2019, November 28). What is Comedy? Defining it Through Technique 

and Subjectivity. Studio Binder. https://www.studiobinder.com/blog/what-is-

comedy-definition/ 

Mamolo, L. A. (2019). Development of digital interactive math comics (DIMaC) 

for senior high school students in general mathematics. Cogent Education, 

6(1).  

Markus, S. (2019). Programme for International Student Assessment (PISA) Results 

from PISA 2018. PISA, 2(3). 3-10. 

MasterClass. (2022, August 3). How to Identify Movie Genres: Beginner’s Guide 

to 13 Film Genres. MasterClass. https://www.masterclass.com/articles/how-

to-identify-film-genres 

Mayarani, & Nanda Aulia, R. (2022). Hubungan penggunaan komputer dan gadget 

terhadappenurunan tajam penglihatan. Jurnal sehat masada, XVI. 

McCloud S. (1994). Understanding Comics_ The Invisible Art-Harper Paperbacks. 



Rihlatu Radhiyallah, 2023 
KOMIK DIGITAL BERGENRE HORROR DENGAN JUDUL ‘THE STARE’ SEBAGAI MEDIA EDUKASI 
KESEHATAN MATA 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

Mioramalala, S. A., Bruand, P. E., Ratsimbasoa, A., Rafanomezantsoa, R. M., 

Raharinivo, M. M., Vincent, C., Preux, P. M., Boumédiène, F., & Raharivelo, 

A. (2021). Effects of an educational comic book on epilepsy-related 

knowledge, attitudes and practices among schoolchildren in Madagascar. 

Epilepsy Research, 176.  

Mioramalala, S. A., Bruand, P. E., Ratsimbasoa, A., Rafanomezantsoa, R. M., 

Raharinivo, M. M., Vincent, C., Preux, P. M., Boumédiène, F., & Raharivelo, 

A. (2021). Effects of an educational comic book on epilepsy-related 

knowledge, attitudes and practices among schoolchildren in Madagascar. 

Epilepsy Research, 176.  

Miti. (n.d.). Mom, I’m Sorry. Webtoon. Retrieved July 26, 2023, from 

https://www.webtoons.com/en/drama/mom-im-sorry/ 

Muhammad, Nabilah. (2023, June 07). Film layar lebar Indonesia dengan penonton 

terbanyak hingga juni 2023. Databoks. 

https://databoks.katadata.co.id/datapublish/2023/06/07/Film-layar-lebar-

Indonesia-dengan-penonton-terbanyak-hingga-juni-2023 

Noel Carroll. (1990). Philosophy of Horror, or, Paradoxes of the hearts. New York: 

Routledge. 

Pakpahan, A., & Zpalanzani Mansoor, A. (2021). Analisis prinsip motion graphic 

pada video “the genius of marie curie.” In Jurnal Komunikasi Visual Wimba 

(Vol. 12, Issue 2). 

Pramesti, N. (2022). Pembaruan Informasi Terkini dan Panduan Tentang 

Pengelolaan Miopia. Jurnal Ilmiah Kesehatan Sandi Husada, 11(1), 242–246.  

Prohászková, M. V. (2012). The Genre of Horror. In American International 

Journal of Contemporary Research (Vol. 2, Issue 4).  

Rahi, J. S., Cumberland, P. M., & Peckham, C. S. (2011). Myopia over the 

lifecourse: Prevalence and early life influences in the 1958 British birth cohort. 

Ophthalmology, 118(5), 797–804.  

Reis, F., Palermo, T. M., Acalantis, L., Nogueira, L. C., Meziat-Filho, N., Louw, 

A., & Ickmans, K. (2022). “A journey to learn about pain”: the development 

and validation of a comic book about pain neuroscience education for children. 

Brazilian Journal of Physical Therapy, 26(1).  

Roswati, N., Rustaman, N. Y., & Nugraha, I. (2019). The Development of Science 

Comic in Human Digestive System Topic for Junior High School Students. 

Journal of Science Learning, 3(1), 12–18.  

Said, A. A. (2006). Dasar Desain Dwimatra. UNM Makasar. 

Sarwono, S. W. (2016). Psikologi remaja. Rajawali Pers. 



Rihlatu Radhiyallah, 2023 
KOMIK DIGITAL BERGENRE HORROR DENGAN JUDUL ‘THE STARE’ SEBAGAI MEDIA EDUKASI 
KESEHATAN MATA 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

Saturdays. (2020, November 27). Ini Nama Alat Periksa Mata Di Optik Dan Cara 

Kerjanya. Saturdays. https://saturdays.com/blog/alat-periksa-mata-di-optik 

Sayekti, I. M. S. (2022, October 12). Bosch Automotive Aftermarket Luncurkan 

Kampanye Care for Life di Indonesia. Pressrelease.Id. 

https://pressrelease.kontan.co.id/news/bosch-automotive-aftermarket-

luncurkan-kampanye-care-for-life-di-indonesia 

Sayılgan, Ö. (2023). Exploring Interactivity in Digital Comics. Interactive Film & 

Media Journal, 3(1), 97–105.  

Statista Research Department. (2021). Most Popular Digital Comic Genre South 

Korea 2020. Statista Research Department. 

https://www.statista.com/statistics/1046181/south-korea-favorite-digital-

comic-genre/ 

Statista Research Department. (2023). Comic Consumption Format South Korea 

2022. Statista Research Department. 

https://www.statista.com/statistics/1045552/south-korea-format-of-comics/ 

Sugiyono. (2018). Metode Penelitian & Pengembangan. ALFABETA. 

Terlouw, G., van’T Veer, J. T. B., Prins, J. T., Kuipers, D. A., & Pierie, J. P. E. N. 

(2020). Design of a digital comic creator (it’s me) to facilitate social skills 

training for children with autism spectrum disorder: Design research approach. 

JMIR Mental Health, 7(7).  

Tricard, D., Marillet, S., Ingrand, P., Bullimore, M. A., Bourne, R. R. A., & 

Leveziel, N. (2022). Progression of myopia in children and teenagers: a 

nationwide longitudinal study. British Journal of Ophthalmology, 106(8), 

1104–1109.  

UNICEF. (2022, April). Investing in a safe, healthy and productive transition from 

childhood to adulthood is critical. https://data.unicef.org/topic/adolescents/ 

Utomo, D. T. P., & Ahsanah, F. (2023). The Impact of Digital Comic-based 

Modules on Students’ Achievement in English Proficiency Test. VELES: 

Voices of English Language Education Society, 7(1), 57–65. 

Wijaya, E. A., Suwastini, N. K. A., Adnyani, N. L. P. S., & Adnyani, K. E. K. 

(2021). Comic strips for language teaching: the benefits and challenges 

according to recent research. Eternal (English, Teaching, Learning, and 

Research Journal), 7(1), 230.  

World Health Organization. (2016). The impact of myopia and high myopia. 

Sydney: WHO Library. 

 


