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Name of Study Program Visual Communication Design 

Course Name Comic 

Code DV184509 

Semester 5 

credits 3 / 4,8 ECTS 

Lecturer Rabendra Yudhistira 

 

Study Materials Comic language and applications Comic in various media 

Program Learning 

Outcome (PLO) 
P. 1 

 

draft theoretical about design ( Design Theory ) in a way general and at least one 

draft theorists design visual communication ( Ecological Theory, Constructivism, 

Semiotics, Gestalt Theory, Cognitive Theory, or Huxley - lester Model ) deep ; 

P.5 concepts , principles , methods , and techniques application color , composition ( 

nirmana ), design process , photography , and computers graphics ; 

P.6 drawing and graphic methods and techniques (printing techniques);  

P.8 draft general , principles , and techniques communication effective ; 

P.9 factual knowledge about the types and regulations of broadcasting, journalism and 

Electronic Information and Transactions, the latest technological developments in 

the field of visual communication design 

KK.

1 

capable make work design printed and digital visual communications that have 

mark add and aesthetic For overcome problem identity , communication masses , 

and competition faced by stakeholders interest with No give rise to anxiety 

society and disturbing sustainability environment ; 

KK.

4 

capable communicate alternative prototype solution design visual communication 

_ independent or group in verbal , graphic , written and communicative forms 

with manual and digital techniques based on choice rule constant communication ; 

_ And 

KK.

5 

capable pioneering business independent in the sector visual communication 

Course Learning 

Outcome (CLO) 

M1 Able to understand the various languages used in comic media 

M2 Able to compose a complete story according to the specified genre 

M3 Able to design a storyboard from a story script 

M4 Student capable designing A Comic Strip with specific themes and genres 

M5 Able to design an educational themed comic 

M6 Able to design serial comics as part of the branding and promotion strategy for a 

product or service 

M7 Student capable designing A comic as part from Advertisement Community 

Service . 

 

Wee

k 

Lesson 

Learning 

Outcome 

(LLO) 

Comprehensive 

Coverage of 

Learning 

Materials 

Learnin

g 

Method

s 

Estima

ted 

Time 

Student 

Learnin

g 

Experie

nce 

Criteria and 

Indicator Evaluation 

Weig

ht 

[%] 

1-2 

Able to 

understand the 

various 

languages 

used in comic 

media 

Comics as a 

communication 

medium, 

structure and 

elements in 

comics 

Face to 

face 

Assistan

ce 

Self-

Study 

 

TM = 

192 

BT = 

480 

BM = 

288 

- Studyi

ng 

- Discus

sion 

- Assig

nment 

Students are able to 

explain the elements in a 

comic in relation to it as 

a communication 

medium 

5% 



3-4 

Able to 

compose a 

complete 

story 

according to 

the specified 

genre 

Story or 

Storyline , data 

collecting 

method , genre 

in comics 

Face to 

face 

Assistan

ce 

Self-

Study 

 

TM = 

192 

BT = 

480 

BM = 

288 

- Studyi

ng 

- Discus

sion 

- Assig

nment 

Students are able to 

gather ideas from around 

them through 

observation and review 

of existing literature 

5% 

5-6 

Able to design 

a storyboard 

from a story 

script 

Comic language 

( storyboard, 

paneling, layout, 

phase) 

 

Face to 

face 

Assistan

ce 

Self-

Study 

 

TM = 

192 

BT = 

480 

BM = 

288 

- Studyi

ng 

- Discus

sion 

- Assig

nment 

Students are able to 

adapt text language 

(script) into image 

language in the form of 

storyboards and comics 

10% 

7-8 

Student 

capable 

designing A 

Comic Strip 

with specific 

themes and 

genres . 

Comic strip / 

one shot, 

punchline 

Face to 

face 

Assistan

ce 

Self-

Study 

 

TM = 

192 

BT = 

480 

BM = 

288 

- Studyi

ng 

- Discus

sion 

- Assig

nment 

Students are able to 

design A Color comic 

strip in A4 format 

(portrait or landscape) 20% 

9-11 

Able to design 

an educational 

themed comic 

Draft comic 

education , 

target audience , 

categorization 

of sub- 

discussions / 

teaching 

materials 

Face to 

face 

Assistan

ce 

Self-

Study 

 

TM = 

288 

BT = 

720 

BM = 

432 

- Studyi

ng 

- Discus

sion 

- Assig

nment 

Students are able to 

design science 

visualizations in comic 

form, sourced from 

educational curriculum-

based subject matter at 

school. 

20% 

12-

14 

Able to design 

serial comics 

as part of the 

branding and 

promotion 

strategy for a 

product or 

service 

Draft branding 

comics , comics 

series , genre 

and target 

market, 

punchline , 

broadcast 

strategy 

Face to 

face 

Assistan

ce 

Self-

Study 

 

TM = 

288 

BT = 

720 

BM = 

432 

- Studyi

ng 

- Discus

sion 

- Assig

nment 

Students are able to 

design visualizations of 

branding and promotion 

of a product or service in 

comic form. The 

concept is adapted to the 

marketing strategy of a 

selected case study. 

20% 

15-

16 

Student 

capable 

designing A 

comic as part 

from 

Advertisement 

Community 

Service . 

Communication 

strategy, CSR 

advertising, 

comic series 

Face to 

face 

Assistan

ce 

Self-

Study 

 

TM = 

192 

BT = 

480 

BM = 

288 

- Studyi

ng 

- Discus

sion 

- Assig

nment 

Designing A Color 

comic strip in A3 format 

(portrait or landscape) 

 
20% 
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