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ABSTRAK 

 

 

Miftah Izharul Haq. Komik Strip : Onlineoffline sebagai Respon Kegiatan 

Pembelajaran Jarak Jauh Berbasis Media Digital". Universitas Negeri Jakarta, 

Pendidikan Seni Rupa, Jakarta, Indonesia. 

Sudah dua tahun lebih sejak COVID-19 (Corona Virus Desiease) diumumkan 

menyebar di Indonesia. Di dalam artikelnya, Yuliana (2020) menyebutkan COVID-19 

merupakan penyakit menular. Adanya COVID-19 membuat masyarakat terpaksa 

membatasi aktivitas di luar rumah untuk memutus rantai COVID-19, termasuk 

pembelajaran di sekolah. Sebanyak 58,3% pelajar mengalami kejenuhan selama 

pelaksanaan pembelajaran jarak jauh. Sehingga tidak fokus dan motivasi belajarnya 

menurun. Komik ini dibuat untuk mengabadikan momen yang dialami pelajar 

khususnya SMP selama pandemik Covid-19 sekaligus kritik kepada pelajar untuk dapat 

memaksimalkan pembelajaran jarak jauh. 

Metode pengambilan data yang digunakan adalah metode kualitatif. Dimana 

dalam pembuatan karya jadi baik sebelumnya maupun sekarang, perupa melakukan 

observasi terhadap produk sejenis, dan wawancara secara mendalam kepada konsumen 

terkait karakter dan ketertarikan desain. Kemudian membuat survei menggunakan 

kuesioner yang di tujukan untuk responden yang memenuhi kualifikasi segmentasi 

konsumen. 

Komik yang perupa buat merupakan komik strip bertemakan kehidupan sehari- 

hari selama pembelajaran jarak jauh selama pandemik Covid maupun pembelajaran di 

sekolah. Pembelajaran di sekolah perupa buat juga sebagai komik strip karena perupa 

ingin memperlihatkan perbandingan tingkah laku pelajar selama sebelum pandemik. 

Dengan gaya ilustrasi yang mengadobsi kombinasi komik Jepang dan komik Korea 

menjadi karya perupa. Untuk pewarnaannya menggunakan teknik digital. Karya komik 

ada 14 lembar, dirilis dan dipublikasikan melalui sosial media Instagram dengan akun 

khusus bernama “OnlineOffline”. Komik strip terinspirasi dari pengalaman empiris 

perupa selama aktif mengajar di SMP ISLAM AL AZHAR 25 Tangerang Selatan (2018-

sekarang). Hal ini diperkuat sejak dikeluarkannya surat edaran Nomor 4 Tahun 2020 

tentang Pelaksanaan Kebijakan Pendidikan dalam Masa Darurat Penyebaran COVID-

19. 

 

Kata Kunci: Komik Strip, Instagram, Pembelajaran jarak jauh, Pandemi Covid- 

19, Pembelajaran di sekolah. 
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ABSTRACT 

 

 

Miftah Izharul Haq. “Comic Strip: Online Offline as a Response to Distance Learning 

Activities Based on Digital Media". Jakarta State University, Fine Arts Education, 

Jakarta, Indonesia. 

It has been more than two years since COVID-19 (Corona Virus Disease) was 

announced to have spread in Indonesia. In her article, Yuliana (2020) mentions that 

COVID-19 is an infectious disease. The existence of COVID-19 has forced people to 

limit activities outside the home to break the chain of COVID-19, including learning at 

school. As many as 58.3% of students experienced boredom during the implementation 

of distance learning. So that they are not focused and their learning motivation 

decreases. This comic was created to capture the moments experienced by students, 

especially junior high schools during the Covid-19 pandemic as well as criticism of 

students to be able to maximize distance learning. 

The data collection method used is a qualitative method. Where in making finished 

works both before and now, artists make observations on similar products, and in-depth 

interviews with consumers regarding character and design interests. Then make a 

survey using a questionnaire aimed at respondents who meet the qualifications of 

consumer segmentation. 

The comics that the artists make are comic strips with the theme of everyday life during 

distance learning during the Covid pandemic and learning at school. Learning at the 

visual arts school is also made into a comic strip because the artists want to show a 

comparison of student behavior during the pre-pandemic period. With an illustration 

style that adopts a combination of Japanese comics and Korean comics into the work of 

artists. For coloring using digital techniques. There are 14 comic works, released and 

published through social media Instagram with a special account called 

"OnlineOffline". The comic strip is inspired by the artist's empirical experience while 

actively teaching at SMP ISLAM AL AZHAR 25, South Tangerang (2018-present). This 

has been reinforced since the issuance of circular letter No. 4 of 2020 concerning the 

Implementation of Education Policies in the Emergency Period for the Spread of 

COVID-19. 

 

 
Keywords: Comic Strip, Instagram, Distance learning, Covid-19 pandemic, Learning 

in schools. 
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