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Abstract

Learning material books that are used today, especially in elementary schools (SD) are still full
text, resulting in the low motivation of students to read them because they are not or not interesting.
This study aims to develop thematic comics as learning materials in the 2013 Curriculum with the
theme "Events in Life" and sub-theme 1 "Occupation of the Occupation of Nationality" in the fifth-grade
elementary school. This research uses the Research and Development (R&D) method of the Dick and
Carey model which consists of 10 stages. The study was conducted in fifth grade students in five
elementary schools in Majalengka Regency. These results state that the thematic comic learning
materials developed are suitable for use in the learning process in elementary school and show very
good responses. The advantage of this thematic comic learning material is that it can integrate various
subject matter into a theme that is presented into a story with various character characters in it. This
comic learning material has an attraction for students because it is different from ordinary reading
books in which it presents visualization of imaginative and colorful images.
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1. Introduction

Learning materials as a source of learning and their current conditions are still
changing, which can lead to mistakes for teachers and students as users. Not only that,
obstacles also occurred in implementing this new curriculum. One of them is the readiness of
teachers to teach students using a thematic model according to the demands of the 2013
Curriculum. Teachers in Indonesia are still unable to adapt to this new condition (thematic
learning) because they are accustomed to using a partial curriculum (Istiningsih, 2017). The
results of research conducted by Krissandi & Rusmawan (2015) show that the obstacles in
implementing the 2013 curriculum are those of the government, institutions, teachers,
parents and students. Obstacles that are of particular concern to researchers are the
distribution of books and learning activities in student books such as the use of language in
textbooks that are difficult to understand and less effective in improving the learning process
(Krisdiana et al., 2014).

Field observations are also carried out to see the reality that occurs in the field. Field
observations were carried out in 5 schools, namely SDN Majalengka Kulon I, SDN
Majalengka Kulon II, SDN Majalengka Wetan VII, SDN Majalengka Wetan Ill, and SDN
Majalengka Wetan IV. The results of the analysis of learning needs that have been carried
out are that the learning material expected by students is a book which contains pictures
such as comics so that it can foster students' interest in reading. Students reasoned this
because if they were faced with an ordinary book, they would feel less interested in reading it
(Observation Data, 2019).

In ordinary books, students argue that the composition of text is more than pictures,
and some books are full text. As a result, students’ interest in reading decreases. However, it
will be different if the composition of images and text is 50: 50 or the composition of images
is more than text, of course the results will be different where students will be more
interested in reading. As stated by Burmark L in Wong (2013), recent research on the
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benefits of using color in presentations shows visual color increases the willingness to read
by up to 80 percent; using color can increase motivation and participation by up to 80
percent; color enhances learning and increases retention by over 75 percent. Color visuals
increase reading, motivation, and participation by up to 80%. Apart from that, the use of color
also enhances learning and increases retention by over 75%.

Elementary school students who are still at the concrete operational stage, are still
unable to digest the concept of the material presented in an abstract form, such as in written
/ verbal form. Therefore, the subject matter to be studied must be packaged in a concrete
form (real objects). Considering that the fifth grade elementary school students are at the end
of the concrete operational stage, the learning material which is packaged in the form of real
objects gradually begins to be conveyed in the form of images, and finally it is actually
delivered in verbal (abstract) form.

Visual-based learning is very well applied in SD. Learning with pictures / visuals will
be very effective if it is in accordance with the learning styles of students in the class which
majority have a visual learning style. In addition, it also needs to be supported by a mature
and conceptual learning planning (Aisami, 2015). Learning that combines visual and verbal
elements (words) will produce good learning because both have a strong correlation
(Bingham et al.,, 2016), as the Dual Coding theory which can increase students'
understanding in understanding a reading text if the text it contains visual and verbal
elements that are presented simultaneously (Merc & Kampusu, 2013).

Based on all the opinions that have been put forward, developing a learning material
that combines verbal and visual elements is an excellent solution in dealing with the
obstacles faced by the teacher and at the same time fulfilling students' expectations
regarding the learning materials used in the learning process in the 2013 Curriculum.

One type of picture story is comic. Comic is an image that is juxtaposed (adjacent,
side by side, side by side) with other images in an arranged, sequential, and connected
manner to provide information to readers (McCloud & Martin, 1993). Comics can visualize
expressions from the written form of the story into pictures. Comics can be likened to a
vehicle that can deliver and accelerate students' understanding in interpreting a reading text
so that it does not cause boredom and even tends to enjoy and become more meaningful
(Arroio, 2011; Manchester, 2017; Poggiali & Farrell, 2014).

The development of thematic comic learning materials is also part of the development
of learning technology. This effort is a new breakthrough because comics are usually used
as a means of entertainment reading. Thus, comic learning materials can be classified into
textbooks based on information and communication technology (ICT). The benefits of ICT-
based textbooks are that they are more attractive and easy to understand, present
multimedia messages, encourage more active and varied learning, more flexible learning,
allow dialogical communication, can carry out contextual learning, minimize the negative
impact of ICT, are easily reproduced, and are more efficient (Widyastono, 2017).

The research objectives for the development of thematic comics are to find out that
thematic comic learning materials are feasible to use; student responses to learning using
thematic comics; student learning outcomes after using thematic comics on the theme:
"Events in Life" and sub-theme 1: "National events of the colonial period" in grade V SD; and
the effectiveness of thematic comics to be used as learning materials.

2. Method

The research method used is the research and development method (Research &
Development) of the Dick & Carey model which includes 10 steps. The ten steps of the Dick
& Carey development model, namely identifying instructional objectives; perform instructional
analysis; learner analysis and context; write performance goals; developing assessment
instruments; develop learning strategies; developing and selecting teaching materials;
designing and conducting formative evaluation of instructions; revise instructions; and
designing and conducting summative evaluations (Dick, 81 C.E.).

This research was conducted in 5 schools, namely SDN Majalengka Kulon I, SDN
Majalengka Kulon Il, SDN Majalengka Wetan Il, SDN Majalengka Wetan l1ll, and SDN
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Majalengka Wetan IV. The research sample was class V in the 5 elementary schools with a
total of 148 students. The instruments used in this study were interviews, questionnaires, and
tests. The interview instrument was used to obtain data on the results of due diligence from
material, media, and language experts. In the interview instrument, the experts will be asked
for comments, suggestions, input, criticism, and improvement of any indicators that have not
achieved maximum results. Questionnaires are used to obtain data on eligibility results from
material, media, language, and student responses, both during individual, small group, and
field trials. The test is used to measure the achievement of learning objectives. There are two
kinds of tests, namely tests used to determine the achievement of goals before implementing
the product (pretest) and after implementing the developed product (posttest). The aim is to
find out whether there are significant differences in the learning outcomes.

The data analysis technique in this research is the product feasibility data analysis
technique from experts in the fields of language, media, and language by changing
gquantitative data to qualitative. For data analysis techniques, student responses also change
gquantitative data into qualitative data, namely the interpretation in table 1 below.

Tabel 1. Student Response Data Analysis Techniques

Range of Average Score Interpretation
86 - 100 Very good
71-85 Well
56 - 70 Enough
46 - 55 Less
0-45 Very less

The data analysis technigue of student learning outcomes uses the t-test to calculate
the effectiveness of learning outcomes before and after using thematic comic learning
materials.

3. Results and Discussion

The results of the formative evaluation in this study are in the form of an assessment
of the eligibility of experts, student responses, and learning outcomes. This product feasibility
assessment is intended to determine whether a product (learning material) is feasible or not
used in the learning process after passing a series of validations, both theoretical validation
and empirical validation. Theoretical validation is validation carried out by experts / experts
related to the product. While empirical validation is carried out to see the responses of
potential product users, namely students.

Theoretical validation is carried out by experts related to the products used, experts in
the fields of language, media and materials. Validation of language experts is aimed at
people who have the qualifications and background of language education.

Based on the results of questionnaires and interviews with language experts, it was
obtained data and information that the thematic comic learning material products got an
average score of 4.6. The indicators that got a score of 5 (score scale 1-5) are presented in
Table 2.

Table 2. Results of Language Expert Indicators

No Indicators that score 5 Indicators that score 4

1. the writing method is in accordance with the use of language that remains polite;
General Guidelines for Indonesian Spelling
(PUEBI);

2. sentences used in structured dialogue text does not contain elements  of
based on Subject, Predicate, Object, pornography and defamatory elements
Description (SPOK); of SARA;

3. the level of language use in comics the use of language that is positive, has
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No Indicators that score 5 Indicators that score 4
according to the age level and learning educational values and moral values;
ability of students;

4. the language used in the story dialogue in the language used is the language of the

comics is straightforward and does not
mean ambiguous, concise, concise, and

child in everyday life; and

easy to understand; and

5. use appropriate and clear language

providing instructions for

practice questions

working on

in use of appropriate and clear language in
providing instructions for using comics

As a conclusion, it can be argued that thematic comic learning materials fall into the
"very feasible" category and henceforth can be used in elementary school learning after

being revised first according to suggestions.

The media expert validation process uses a questionnaire instrument consisting of
aspects of media effects on learning strategies and aspects of display of thematic comic
books. Based on the results of questionnaires and interviews with media experts, it shows
that thematic comic learning materials products get an average score of 4.5. Indicators that
get a score of 5 (score scale 1 - 5) are in Table 3.

Table 3. Media Expert Indicator Results

No Indicators that score 5

Indicators that score 4

1. thematic comic books can encourage
students to be active in learning;

2. thematic comic books can increase
learning motivation and increase
students' reading interest;

3. thematic comic books can increase
student knowledge;

4. presentation of proportional, polite
(according to the age of the student),
and attractive character figures;

5. presentation of background images,
setting the place in the story is
proportional, realistic, and
interesting;

6. the selected font is suitable and can
be understood and read by students;
and

7. the meaning of the images in
thematic comic books is easy to
understand and in accordance with
the storyline.

thematic comic books are easy to use in the
student learning process, both individually
and in groups in the classroom;

thematic comic books support students in
learning the "Events in Life" Theme, either
independently or with the help of teachers;
media contains aesthetic value and student
learning is more fun;

the design and cover image give a positive
impression so as to attract readers' interest;

selection and combination of colors in full
color thematic comic books, providing an
attraction for students in reading comics;

font size is clear, not too big and not too
small;

the words and sentences in the word bubble
correspond to the emotional expressions of
the characters;

the meaning of images in thematic comic
books is easy to understand and in
accordance with the storyline. It can be
concluded that thematic comic learning
materials fall into the "very feasible" category
so that they can then be used in elementary
school learning after being revised first
according to the suggestions.
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Tabel 4. Results of Material Expert Indicators

The material expert validation process uses a questionnaire instrument. Based on the
validation of the product results through questionnaires and interviews with material experts,
it was found that the thematic comic learning material products got an average score of 4.83.
Indicators that get a score of 5 (score scale 1-5) are in Table 4.

No

Indicators that score 5

Indicators that score 4

1.

the scope of learning materials
includes social studies, science,
Indonesian, PPKn, and SBAP subjects;
learning materials are presented
coherently according to  basic
competency and learning objectives
which are divided based on
competency maps and concept maps
in each learning activity;

learning materials from each subject
related to the theme "Events in Life";
a comic book contains a summary to
make it easier for students to
understand the core material that
must be mastered;

each learning activity contains
practice questions and evaluations
given in accordance with the learning
material;

each learning activity contains
practice questions and evaluations
given in accordance with the learning
objectives of each subject;

the answer key in the evaluation
guestion is appropriate and correct;
The learning material contains
cognitive, psychomotor and affective
aspects that are integrated in the
material.

Thematic comic books can integrate each
subject so that the transfer from one subject to
another is not felt

the material presented in each learning activity
is relevant / relevant to the basic
competencies, indicators, and learning
objectives. Thus, thematic comic learning
materials fall into the "very feasible" category
and can subsequently be used in elementary
school learning after revisions are made
according to suggestions.

presented below.

In Diagram 1, the comparison of the results of the due diligence of the experts is
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Diagram 1. Average Score of Feasibility Based on Expert Rating

Individual trials were conducted on 7 students who had high, medium, and low levels
of intelligence. The results of the individual test questionnaire showed that the thematic
comic learning materials had received a student response with "very good" criteria (87.2%).
The indicator that gets the highest score is a score of 24 (score scale 1-25), among them,
after reading thematic comics, students can find the exemplary attitude of each character in
the comic; after reading thematic comics, students can do the questions more easily; and
thematic comic learning media and materials are easy to operate. The indicators that get the
lowest score, namely a score of 18, include the appearance of comic books is very
interesting and the pictures in the comics make students motivated to read.

Small group trials were conducted on 14 students with low, medium, and high
intelligence levels. The results of the small group trial questionnaire showed that thematic
comic learning materials had received student responses with the criteria of "very good"
(86.53%). The next stage was to conduct field trials with a larger number of students. The
indicator that gets the highest score is a score of 48 (score scale 1-50), that is, after reading
thematic comics, students can do the questions more easily. The indicator that gets the
lowest score is a score of 40, namely students feel that the subject shift is not felt; students
like to read thematic comic book learning materials than other learning materials; and
pictures in comics make students motivated to read. In Diagram 2 below is a comparison of
the percentage results of student responses during the individual test and small group test.

87.40%

87.20%

87.20% -

87.00% -

86.80% -

86.60% - ndividual Trial = Small Group Trial
86.40% -

86.20% -

86.00% -

Percentage of Student Responses

Diagram 2. Percentage of Student Responses
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The effectiveness test can be seen from the difference in the results of the pretest
and posttest scores on 140 students from the five elementary schools who participated in the
study. Value data were analyzed using t-test. The lowest pretest score obtained was 58 and
the highest was 88. The lowest post-test score obtained was 64 and the highest was 97.

120

97

100 38

80 77.25 W Lowest Value

64.48 4
58 6

60 -
The highest score

40

20 - W Average

Pretest Result Value Posttest Result Value

Diagram 3. Average Results of Pretest and Posttest Scores

In Table 5, paired samples statistics show that in learning, the average value of
learning outcomes is 64.48 with a standard deviation of 14.23; After using these products,
the average value of elementary school student learning outcomes increased to 77.75 with a
standard deviation of 13.76.

Table 5. Paired Samples Statistics

Mean Total Std. Deviation Std. Error Mean
Pair 1 Pretes 64.4822 140 14.23772 1.65387
Postes 77.2556 140 13.76833 1.57687

In Table 6 paired samples correlations, the correlation coefficient of learning
outcomes scores between before and after being given thematic comic learning materials is
0.689 with a p-value of 0.000 <0.05 which means significant.

Table 6. Paired Samples Correlations

Total Correlation Significance

Pair 1 pretes & postes 140 .678 .000

In Table 4, paired samples test obtained t = 10.008 with df 139 and p-value 0.000
<0.05 or Ho was rejected. Thus, it can be concluded that there are differences in learning
outcomes between before and after using thematic comic learning materials.

Table 7. Paired Samples Test

Paired Differences

95% Confidence Sig.
Std. Std. Interval of the t Df (2-
Mean Deviation :\E/Irégrr] Difference tailed)

Lowest  Highest
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Paired Differences

95% Confidence Sig.
Std. Std. Interval of the t Df (2-
Mean Deviation :\E/Irégrr] Difference tailed)
Lowest Highest
pretes i
Pair 1 Sostes 1 27734E1 11.07529 1.27652 -15.42532 -10.24652 -10.008 139 .000

In the implementation of Thematic Comics, there are many advantages, including
improving the reading literacy of students, both female students and male students (Kerneza
& Kosir, 2016). That is due to the interaction between learning comic media and reading
literacy on learning outcomes of elementary school students (Rusmono & Alghazali, 2019).
Students 'reading literacy arises because of the students' enthusiasm for reading. Students
realize that comics are completely different from ordinary books. This also means indicating
that learning using comics is different from conventional learning where the learning
resources are still using ordinary text books. The difference between learning using comics
and ordinary conventional learning has been explained by (Raiyn, 2016) that comic media
presents different learning from ordinary conventional learning as suggested by that visual
learning offers better results than traditional learning systems. A similar opinion was also
expressed by (Dunita et al.,, 2018) that there are differences in learning outcomes after
applying comic media to Civics learning compared to conventional conventional learning.

If you look closely, learning comics contains a combination of two elements at once,
namely visual elements and verbal elements. These two elements are not owned by ordinary
books which are only dominated by verbal elements. The combination of verbal and visual
elements in this comic provides more understanding than a reading text which is usually
difficult for students to understand because ordinary reading text only contains verbal
elements so that it seems abstract (Roswati et al., 2019). The visual elements presented in
comics become more understanding to convey messages well so that they can stimulate
student activity and creativity as well as increase student response.

If the learning process is filled with enthusiasm and high motivation from students and
teachers, it will have a positive impact on the final achievements of students in the learning
process, namely student learning outcomes. Many research results show that comics can
improve student learning outcomes.

In addition, comics can be a "healing" medium or aid tool in increasing student
interest in learning, especially in reading for those who have disabilities (students who are
slow) (Arini et al., 2017). The increase in students' motivation and reading interest can be
seen in the results of the student response questionnaire data when the individual trials got a
percentage of 87.2% and small group trials got a percentage of 86.53% with very good
criteria. In different conditions, namely in the inclusive class, the concept of learning
conveyed through visual media can have an influence on students who have hearing
impairments, such as research conducted by (Yuastutik, 2013), that the use of the Picture
Mind Plus method for teachers can improve the quality of teacher teaching. and improve
student achievement, especially students with hearing impairment. The process of
understanding information for deaf children, if supported by a stimulus in the form of images,
will be able to help reduce deficiencies in information processing.
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KOMIK TEMATIK

Untuk Kelas V SD

PERISTIWA KEBANGSAAN MASA
PENJAJAHAN

L= = .
Sarkadi
Muhammad igbai Al Ghozali

Figure 1. Thematic Comic

The conclusion from all the research results above is related to the ability of comics to
increase reading interest, comprehension, analytical skills, criticality, and student
participation in group discussions, all of which are included in thematic comic learning
materials. The renewal of this thematic comic compared to other comics lies in the content of
the story in the comic which is combined with subjects that cover five subjects at once,
namely science, social studies, Indonesian, PPKn, and SBdP. Whereas in other learning
comics, it usually only covers one subject.

4. Conclusions

Thematic comic learning materials are very feasible based on validation from experts
such as language, media and material experts. Besides that, thematic comics have also
received very good responses from students. There are differences in learning outcomes in
learning themed "Events in Life" with sub-theme 1: "National Events of the Colonial Period"
between before and after using thematic comic learning materials. The advantage of this
thematic comic learning material is that it can integrate various subject content into a theme
which is presented into a story with various characters in it. In learning comics books usually
only presents one material or one learning content. This comic learning material has an
appeal for students because it is different from ordinary reading books in which it presents a
combination of verbal and visual elements containing imaginative and colorful images.
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