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Promotion is one way to spread information, so as to persuade/influence 
the audience to be willing to be loyal, accept, or buy towards a company 
or product. One form of promotional media that is effective in increasing 
the prospect of an object is online comics. Online comics are digital media 
that are dynamic and in accordance with technological developments. 
Based on this, this study aimed to evaluate the use of online comics among 
Universitas Terbuka students as a means of education and promotion. This 
research is development research using the ADDIE model with limitation 
of only on response test or evaluation of the use of online comics. The 
research was conducted by involving 60 students from various study 
programs. The data collection was done using an online questionnaire 
consisting of seven constructs with 34 questions related to evaluating the 
use of online comics. The data collected was then analyzed using SPSS 
version 23.00 for Windows. The results showed that the students' 
evaluation of the use of online comics in the seven constructs had an 
average of 3.11 in the "good" category. Therefore, students as agents of 
change in education are expected to be able to think openly about changes 
and alternatives offered by technology to improve the quality of learning. 
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INTRODUCTION 
 

The development of science and technology (IPTEK) has brought very important 
changes to various dimensions of human life. Angela explained that technology can support 
communication during activities, encouraging children to express and communicate their 
ideas, thoughts, and feelings (Canavan & Corr, 2006). The potential of technology is 
beneficial for the learning and for the development of young children (Taopan et al., 2019). 
Technology can be a powerful tool for transforming learning (Arsyad et al., 2014). 
Therefore, teachers have a critical responsibility to prepare for technology use and examine 
the impact of using technology on children in learning. As stated in the 2013 curriculum, 
there are two models of the learning process, namely the direct learning process and the 
indirect learning process. The direct learning process is an educational process in which 
students develop knowledge, thinking skills and psychomotor skills through direct 
interaction with learning resources designed in the syllabus and lesson plans in the form of 



Radeswandri, dkk / Jurnal Teknologi Pendidikan 23 (1), 37-48 

- 38 - 
 

learning activities (Martiningsih et al., 2019). In direct learning, students carry out learning 
activities to observe, ask questions, collect information, associate or analyze, and 
communicate what they found in analytical activities (Maulina et al., 2015). The direct 
learning process produces direct knowledge and skills or what is called the instructional 
effect (Nursalam & Rusydi Rasyid, 2016).  

The educational process cannot be separated from the learning process. According 
to Masykur, in the learning process, teachers provide knowledge as a provision for students 
to solve life problems (Masykur et al., 2017). The learning process will run effectively and 
efficiently if supporting media are available. The learning process will be effective, 
interesting and easier for educators in delivering messages by using tools or media. Media 
is one of the tools to convey messages or information made by teachers to students in the 
learning process. This is in line with Akbar's explanation, that the media are a means to 
transform or convey messages (Naz & Akbar, 2008). The use of instructional media is one 
of the important components in the learning process at schools (Muteheli, 2017); (Pernanda 
et al., 2018). The cognitive theory of multimedia learning emphasizes the combination of 
learning media in the teaching and learning process so that it can improve academic 
performance (Ngussa & Chiza, 2017). Technological developments can be combined with 
the advantages of comics to produce learning media that is useful for students. One of them 
is digital comic media. Raharjo explained that e-comics are a technology transformation of 
comic media. In the beginning comic books were printed into digital comics in electronic 
format. While using book maker software, students will be more interested in learning 
because it contains a more attractive display (Rasiman et al., 2014). Comics are a learning 
media that functions to convey instructional messages because comics are reading materials 
that are mostly favored by students. 

Digital comics are media that have illustrations and storylines that are dynamic and 
easily adapted to technological developments (Ulfa et al., 2016); (Wang, 2016); (Bateman 
& Veloso, 2013). The uniqueness of digital comics is that the marketing process or 
distribution is easy and does not cost much. Promotion through digital comics has many 
advantages including being able to attract public reading interest, a lightweight form of 
comic delivery that is easily accepted by readers, and suitable for all groups (Kusuma Putra 
& Yasa, 2019). The effectiveness of comics is very promising as a medium of information 
and promotion. One study stated that promotion using comic media had a threefold increase 
in the aspects of information and knowledge when compared to leaflet media (Handayani, 
2010). In addition, the use of comics as a learning media is due to the tendency that many 
people like and have read comics (Cary, 2006). This is because comics have some 
advantages including in pin-pointing problems and stating a comic media information that 
is more realistic when compared to verbal media, can minimize misunderstanding among 
readers, and can overcome space and time problems in its distribution, especially in online 
comics. Based on various literatures and reports, it is stated that there are 80% of comic 
readers worldwide  (Cary, 2006). In addition, the use of comics in learning makes students 
be more motivated (Toh, 2009); (Smith, 2011), students describe comics as fun (Graham, 
2011); (Cary, 2006), improves students' understanding and memory (Umainingsih et al., 
2017); (Aleixo & Sumner, 2017); (Damopolii & Rahman, 2019), and the use of comic 
media is very attractive to students (Pratiwi & Sudibyo, 2018); (Maryani, 2020); (Haroky 
et al., 2019); (Buchori & Setyawati, 2015). Based on these descriptions, the researchers 
developed comic learning media on opportunity material. 

The advantage of digital comics is that there is no need for a physical form (print) 
in their distribution. The distribution of digital comics is usually done online through 
websites and social media. Thus, digital comics are often referred to as internet-based 
comics (online comics). Social media is an internet-based platform that makes it easy for 
people to communicate without boundaries. The development of social media in Indonesia 
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is very fast. One of the most popular social media that has the most users is Facebook and 
Instagram (Phua et al., 2017); (Bossetta, 2018). The ease of using the internet and the large 
number of Facebook and Instagram users make promotional activities for a product or 
service effective. The massive spread of information on social media makes content spread 
throughout the world. However, to attract netizens' attention to some content is not easy. A 
good content on social media must have a unique and interesting character so that it moves 
the hearts of netizens to read and even spread the content. Therefore, digital comics are 
very suitable to be developed as content in a promotional event related to the lecture system 
at Universitas Terbuka (UT). 
 
 
METHODS 
 

Respondents in this study consisted of 60 students from various study programs at 
Universitas Terbuka. Students selected to be respondents in this study were students who 
were active in the even semester of 2019/2020 academic year. One of the student selection 
criteria in this study was the use of internet facilities. Demographic information of 
respondents is presented in Table 1 below. 

Table 1. Respondent Demographic Information 
Variable Categories Frequency Percentage 

Residence Area 
 

Village 18 30.0 
City 22 36.7 
Regency 12 20.0 
District 8 13.3 

Gender 
 

Male 21 35.0 
Female 39 65.0 

Etnicity 
 

Malay 21 35.0 
Minang 8 13.3 
Java 13 21.7 
Batak 3 5.0 
Others 15 23.3 

Age 
 

19-25 Years 46 76.7 
26-30 Years 5 8.3 
> 30 Years 9 15.0 

Profession 
 

College student 48 80.0 
Teacher/Lecturer 11 18.3 
Entrepreneur 1 1.7 

Certification Status Certified 11 18.3 
 Not certified 49 81.7 

 
This study used an online questionnaire as a measuring tool. A questionnaire was 

proposed to measure student evaluations of the use of online comics in certain aspects such 
as deductive components, online comic construction, online comic technicality, ease of use, 
online comics efficiency, benefits, and interest. The questionnaire in this study consisted 
of 34 items with a Likert scale provided, where 1 - strongly disagree, 2 - disagree, 3 - agree, 
and 4 - strongly agree. The distribution of items on the online questionnaire is presented in 
Table 2.The reliability index of this questionnaire analyzed using Cronbach's alpha was 
0.980, and interpreted as high and eligible for use in real research (Pallant, 2002); (Joseph 
F. Hair et al., 2006). 
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Table 2. Distribution of Online Comic Usage Questionnaires 

Construct Number of Items 
Deductive component 5 
Online comic construction 5 
Online comic technicality 5 
Ease of use 5 
Online comics efficiency 5 
Benefits 5 
Interest 4 

 
This research was a survey research conducted using a questionnaire given to 

students from various study programs at the Universitas Terbuka. Respondents were told 
that their answers were considered very important to be used in the research and they were 
asked to answer questions honestly. As an introduction, the researchers provided a brief 
description of Online Comics and their use in the learning process. The researchers clarify 
Online Comics as an instructional design to integrate technology in the lecture classroom. 
Online comics are uploaded using Instagram and Facebook. The address of the online 
comic developed by the researcher was: https://www.instagram.com/anoteroteam/ dan 
https://web.facebook.com/anotero.tim.3/posts/100595398394679. Students were asked to 
open this link to evaluate or provide views of online comics by answering a questionnaire. 
Finding the Online Comics developed by the researcher on this link allows the researcher 
to get data easily without having to come to the research location. All data collection 
procedures were carried out using internet and email. The data obtained from the 
distribution of online questionnaires were then analyzed descriptively using the help of the 
SPSS version 23.00 for Windows. 
 
 
RESULTS & DISCUSSION 
 
Results 
 

Online comics were evaluated by students as respondents by assessing seven 
aspects, namely deductive components, online comic construction, online comic 
technicality, ease of use, online comics efficiency, benefits, and interest. Detailed 
information about the average score for each aspect is presented in Table 3. 

Table 3. Mean scores of the Seven Aspects of Evaluation 
Online Comic Mean Std. Deviation 

Deductive Components 2.95 .649 
Online Comics Construction 3.13 .700 
Online Comics Technicality 3.20 .732 
Ease of Use 3.13 .676 
Online Comics Efficiency 3.12 .691 
Benefits 3.13 .747 
Interest 3.08 .645 
Valid N (listwise)   
Average 3.11 0.691 

 
From Table 4.18 above, it can be seen to what extent the use of online comics 

according to students of Universitas Terbuka was at a good stage, namely the deductive 
component (2.95); online comic construction (3,13); online comics technicality (3,20); ease 
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of use (3,13); online comics efficiency (3,12); benefits (3.13); and interest (3.08). Students 
have a very good perception of the use of online comics because they have mode 3. Thus, 
it can be concluded that the students of Universitas Terbuka are students who have an 
average perception of 3.11 with a good category. For more details, the results of the online 
comic product developed by the author are shown in Figure 1. 

 
 

 
Figure 1. Online Comic Development Results 

Figure 1 above provided information that the development of online comics is very 
interesting and has paid attention to technical elements, including the appearance of 
attractive comics, clear letters, the suitability of images with stories, text layout with 
proportional images, and suitability of background selection, able to provide education to 
readers about the advantages that Universitas Terbuka has and the advantages of continuing 
to study at Universitas Terbuka, and can be accessed anytime and anywhere online via 
social media. 

Comics as a learning media have been widely used from kindergarten to high 
school level. Comics as a learning media can reduce boredom in learning because so far 
learning has been mostly done only by conveying material and theory and the only method 
used is the lecture method which increasingly makes students bored. The use of comics in 
several schools had actually been shown to increase average test results. The results showed 
that each of the aspects assessed in the use of online comics was responded well by students. 
For more details, it will be discussed in this discussion. 
 
Discussion 
 

The research results showed that the use of online comics had fulfilled the 
deductive aspect, namely online comics respond to technological developments, can be 
used by the wider community and can be an educational media in the learning process. This 
result is supported by the opinion of one researcher who said that technological 
developments, especially in the digital world, have an impact on electronic comics created 
for comic fans (Ruiyat et al., 2019). Furthermore, it is said that electronic comics are a fun 
media that can be used in learning activities in the classroom, which have the advantages 
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of high mobility and distribution, and can be used to convey messages easily through stories 
so as to increase children's vocabulary and train children to be skilled in speaking (Faisal 
et al., 2017). Electronic-based comic presentation allows teachers to make comic stories 
more interesting by adding animation and sound elements to the presentation (Yuliana et 
al., 2017). Thus, the comics in this study uses thematic electronic comics that have never 
been used in previous research by providing pictures that are more curious and easy to 
understand. 

The research results showed that the use of online comics had fulfilled the 
construction aspects, namely online comics as an educational media about Universitas 
Terbuka, presenting material in accordance with the community, having a clear structure, 
selecting clear story illustrations, and easy to understand. The results of this study are in 
line with the notion of comic media which is an illustration of images to make it easier for 
students to understand examples of the material presented (Danaswari et al., 2013). Comics 
present attractive images and easy-to-understand storylines that make students more 
interested in learning mathematics (Prihanto & Yunianta, 2018). In addition, McCloud said 
that comics are also a media that can convey information or generate aesthetic responses 
from readers (Ratnasari & Ginanjar, 2019); (Riwanto & Wulandari, 2018). Thus, comics 
really help teachers in teaching and make it easier for students to understand lessons. 

The results showed that the use of online comics met technical aspects, namely 
online comics have attractive appearance, clear fonts, images and stories that have a good 
suitability, proportional layout, and use of backgrounds that match the theme. The results 
of this study are in line with the opinion that the attractiveness of comics is influenced by 
several things, including: attractive appearance, the flow is coherent and easy to understand 
(Utariyanti et al., 2015). Furthermore, the use of comics as teaching materials had 
advantages, including: 1) comics have simplicity in their presentation, 2) contain dialogical 
verbal language, 3) it makes easier for readers to digest the material, 4) build readers' 
interest, 5) present the concept more clearly and interesting (Pernanda et al., 2018). This 
opinion is in line with the statement that the presentation of comics contains strong visual 
and story elements that have a strong relationship (Nengsi, 2017). Furthermore, another 
indicator that determines a good comic is that it has a match between the image and the 
story. This is in line with research which says that one of the aspects used in assessing the 
practicality of comic media is that the image already describes the story situation (R et al., 
2018). In addition, the balance aspect that comics must consists of two criteria, namely the 
suitability of the size of the images and writing used in electronic comics and the balance 
of the layout of the writing used in electronic comics. This value is obtained because the 
type and size of the letters used are clear and easy to read and the color of the letters 
contrasts with the background color. This is consistent with the opinion that the important 
elements of the visuals, especially the words, should be in good contrast with the 
background (Smaldino et al., 2011). 

The results of the above research indicate that the use of online comics met the ease 
of use aspect, namely online comics are easy to read/use, systematically arranged, as 
educational media about Universitas Terbuka, have a clear meaning in the story line, and 
are easy to access. This is in accordance with the opinion expressed by (Lova et al., 2013) 
and (Sari et al., 2014) which states that comic media is very practical to use, because it has 
material with clear images and is easy to read. When viewed from the contents of comics 
that have attractive images and clear colors, comic media can motivate students to be more 
active in learning. In addition, other studies also say that one of the aspects assessed in 
comic design is the type and size of comic letters that are appropriate and easy to read 
(Evelyn et al., 2015). Other studies also say that the comics used have clear instructions for 
use, use language that is easy to understand, encourages curiosity, increases knowledge, 
adds to their insight, the examples used are clear and the writing used in comics is easy to 
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read (Listiyani & Widayati, 2012). From some of the opinions above, it can be argued that 
the use of this facilitation aspect is intended so that students want to participate in learning 
enthusiastically, so that the subjects will be more easily recorded in students' memory. 

The results showed that the use of online comics met the efficiency aspect, namely 
making an understanding of Universitas Terbuka that is efficient, can be read anywhere 
and anytime, and the durability of program. This is reinforced by several considerations in 
the use of comics, including: 1) In general, children like to read comics, 2) Comics can be 
read anytime and anywhere, 3) Comics can be read by all groups, 4) Comics can be used 
as an alternative learning media (Ironita et al., 2020); (Yuliandari & Yeni, 2020). In 
addition, comics are able to present a concrete picture of the story with illustrated pictures 
and dialogue to students, using comic media is easy for both teachers and students because 
comics can be read anytime and anywhere (Wibowo & Roysa, 2018). Another opinion also 
states that another convenience that digital comics have is the ease of access because they 
can be read online via a cellphone or tablet anytime and anywhere, can be stored easily, 
and sent to various other media (Hadhinoto & Oktavianti, 2020). Thus, the use of comics 
does not require other media tools so that they can be used anywhere and anytime. 

The results of the study showed that the use of online comics has met the benefits 
aspects, namely Universitas Terbuka promotion events, education about Universitas 
Terbuka, motivation about Universitas Terbuka, increasing interest, and overcoming hoax 
news. This is in line with the definition of comics which is one of the learning media that 
is often used because it can increase student motivation, marked by an increase in the value 
of learning outcomes (Suparmi, 2018). In addition, the use of comic media can motivate 
and stimulate students to be enthusiastic about learning (Ambaryani & Airlanda, 2017). In 
addition, this comic media is also able to verify and evaluate information first before 
believing any information received (Monggilo, 2020). In connection with the rapid spread 
of hoaxes, increased distribution and production competence must be promoted massively 
so that it can keep up with the growing number of hoaxes. Another study said that the use 
of comics as an effective and efficient campaign media has been carried out, for example 
as a means of socializing safety riding as an effort to increase youth driving awareness in 
the form of interactive comic strips (Saputro & Haryadi, 2018). ). In other words, if a hoax 
spreads quickly on the internet, you have to fight it with the internet as well, one of which 
is using comic strips. 

The research results showed that the use of online comics had fulfilled the aspect 
of interest, namely the content of the story can increase interest in Universitas Terbuka, 
increase the desire to follow the storyline, the belief to continue reading the webtoon, and 
be interested in reading every episode. This is in line with the opinion that comics 
containing images and supporting text can make students more interested in reading, so 
that comics can develop students' imaginations through the images in comics (Maryani, 
2020). The results of this study are also reinforced by previous research which states that: 
1) the use of comic media is effective in increasing students' reading interest in motion 
material (Pratiwi & Sudibyo, 2018); 2) to increase students' interest in learning chemistry, 
learning using comic media can be taken into consideration by chemistry teachers as a 
variation in implementing chemistry learning (Marlinasari et al., 2018); 3) the comic-
assisted scientific approach is proven to improve learning outcomes, scientific thinking 
skills, improve students' creative thinking skills and effectively improve students' scientific 
literacy (Aulia et al., 2020); and 4) the use of comic media has an effect on higher student 
interest in learning so that student learning achievement also increases as seen from the 
average student score which is better than using only image media (Purnama & Ardianto, 
2015). 

According to research by Devy Indah Lestari & et al, it shows that science learning 
media in the form of comics have characteristics and contain indicators of analytical 
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thinking so that they are feasible and effective to improve students' analytical thinking skills 
and scientific attitudes (Lestari & Projosantoso, 2016). This is consistent with the statement 
that most of the students agreed that the science comic book helps them to learn through 
simplifying science concepts and understanding the topic more accessible. The ideal 
science comic should also follow the right steps, appropriate aspects consisted, gain more 
science experience for both students and teachers to enjoy the learning process” (Roswati 
et al., 2019). According to Khoiriyah, physics learning is more effectively assisted by 
physics comics in accordance with the results obtained by the researcher that students' 
attractiveness towards comics obtained an average score of 3.38 and convenience in 
learning was obtained a value of 3.38 (Khoiriyah, 2019). In addition, the response to comics 
as a learning medium is also good, this is evidenced by the results of field tests also support 
this, which can be seen from the percentage of response assessments obtained by teachers 
as much as 86% with a positive response and students as much as 86.5% (Noer & Abrori, 
2018). Therefore, the use of comics can not only improve student learning outcomes, but 
also increase student interest in learning. 
 
 
CONCLUSION 
 

Based on the results and discussion, it can be concluded that the evaluation of the 
use of online comics among students as an educational media is in a good category. This 
can be seen from the seven components, namely the deductive component (2.95); online 
comic construction (3.13); online comics technicality (3.20); ease of use (3.13); online 
comics efficiency (3.12); benefits (3.13); and interest (3.08). Students have a very good 
perception of the use of online comics because they have mode 3. Therefore, it can be 
concluded that the students of Universitas Terbuka are students who have an average 
perception of 3.11 with a good category. Students as agents of change in education should 
be open-minded to changes and alternatives offered by technology to improve the quality 
of learning. They should take advantage of the Online Comics provided on the internet or 
create their own Online Comics to be applied in their teaching and learning process. 
However, the skills to find meaningful information to be used as a resource in Online 
Comics are needed. The selection of social media links as a source of information must 
meet students' needs for meaningful learning. The reseacher suggest that a preliminary 
study be conducted to determine the effectiveness of using Online Comics in the learning 
process. In addition, learning can also be done by students to find out their perceptions of 
Online Comics. 
 
 
CONFLICT OF INTEREST 
 

This paper also describe our original work and is not under consusderation by and 
any other journal. All authors approved the manuscript and this submission. The three co-
authors do not have any conflict of interest regarding this manuscript. This document was 
reported as the result of the research we conducted as one of the requirements of our 
responsibility as a researcher in our university. 
 
 
ACKNOWLEDGEMENT 
 



Radeswandri, dkk / Jurnal Teknologi Pendidikan 23 (1), 37-48 

- 45 - 
 

This research was conducted well and systematically because of the appropriate 
information and financial support by the head of UPBJJ Universitas Terbuka of Pekanbaru, 
Riau. 
REFERENCES 
 
Aleixo, P. A., & Sumner, K. (2017). Memory for biopsychology material presented in 

comic book format. Journal of Graphic Novels and Comics, 8(1), 79–88. 
https://doi.org/10.1080/21504857.2016.1219957 

Ambaryani, & Airlanda, G. S. (2017). Pengembangan Media Komik untuk Efektifitas dan 
Meningkatkan Hasil Belajar Kognitif Materi Perubahan Lingkungan Fisik. Jurnal 
Pendidikan Surya Edukasi (JPSE), 3(1), 19–28. 

Arsyad, J., Zakaria, J., Sung, D., Chi, R., Cisneros, E., & Bouras, Z. (2014). A Cost Benefit 
Analysis of Electric and Hybrid Electric Vehicles. Energy Information, 11. 
https://doi.org/https://doi.org/10.1080/09637498108430973 

Aulia, J., P, N. D. P., Zarkasih, & Nova, T. L. (2020). Meta-Analisis Pengaruh Penerapan 
Pendekatan Saintifik Berbantuan Komik terhadap Hasil Belajar IPA Siswa SMP. 
JNSI: Journal of Natural Science and Integration, 3(1), 70–76. 

Bateman, J. A., & Veloso, F. O. D. (2013). The Semiotic Resources of Comics in Movie 
Adaptation: Ang Lee’s Hulk (2003) as A Case Study. Studies in Comics, 4(1), 135–
157. https://doi.org/10.1386/stic.4.1.135_1 

Bossetta, M. (2018). The Digital Architectures of Social Media: Comparing Political 
Campaigning on Facebook, Twitter, Instagram, and Snapchat in the 2016 U.S. 
Election. Journalism and Mass Communication Quarterly, 95(2), 471–496. 
https://doi.org/10.1177/1077699018763307 

Buchori, A., & Setyawati, R. D. (2015). Development Learning Model of 
Charactereducation Through E-Comic in Elementary School. 3(9), 369–386. 

Canavan, A., & Corr. (2006). Children and Technology: a Tool for Child Development. 
Barnardos’ National Children’s Resource Centre. 

Cary, S. (2006). Going Graphic: Comics at Work in the Multilingual Clasroom. TESL-EJ, 
10(1), 1–4. 

Damopolii, I., & Rahman, S. R. (2019). The Effect of STAD Learning Model and Science 
Comics on Cognitive Students Achievement. Journal of Physics: Conference Series, 
1157(2), 1–6. https://doi.org/10.1088/1742-6596/1157/2/022008 

Danaswari, R. W., Kartimi, & Roviati, E. (2013). Pengembangan Bahan Ajar Dalam 
Bentuk Media Komik Untuk Meningkatkan Hasil Belajar Siswa Kelas X Sman 9 
Cirebon Pada Pokok Bahasan Ekosistem. Scientiae Educatia, 2(2). 
https://doi.org/10.24235/sc.educatia.v2i2.477 

Evelyn, F., Septiana, W., Syafi’i, W., & Darmadi. (2015). Pengembangan Komik sebagai 
Media Pembelajaran IPA Kelas VII SMP pada Materi Pokok Interaksi Makhluk 
Hidup dan Lingkungan. Jurnal Pendidikan IPA Indonesia, 3(2), 1–12. 

Faisal, Baskoro, G. W., Ridwan, M., & Mardawati. (2017). Peningkatan Kualitas 
Pendidikan Anak dengan Pembangunan Komik Elektronik. Ikraith-Informatika, 1(2), 
24–29. 

Graham, S. (2011). Comics in the Classroom: Something to Be Taken Seriously. Language 
Education in Asia, 2(1), 92–102. https://doi.org/10.5746/leia/11/v2/i1/a07/graham 

Hadhinoto, P. S., & Oktavianti, R. (2020). Komunikasi Persuasif tentang Kesehatan Mental 
Melalui Komik Digital (Studi pada Akun Instagram @petualanganmenujusesuatu). 
Prologia, 3(2), 334–341. https://doi.org/10.24912/pr.v3i2.6355 

Handayani, S. (2010). Perbandingan Efektifitas Pemberian Informasi Melalui Media Cerita 
Bergambar (Komik) Versi BKKBN dengan Media Leaflet. Gaster, 7(1), 482–490. 

Haroky, F., Nikmah, S., Wilujeng, I., Jumadi, & Kuswanto, H. (2019). Android-Assisted 



Radeswandri, dkk / Jurnal Teknologi Pendidikan 23 (1), 37-48 

- 46 - 
 

Physics Comic Learning to Train Students’ Conceptual Understanding of Newton’s 
Gravity. Journal of Physics: Conference Series, 1233(1), 1–9. 
https://doi.org/10.1088/1742-6596/1233/1/012045 

Ironita, V., Sihombing, C., & Noviana, E. (2020). Design of Comics History Preparation 
of Indonesian Independence For Social Science Lessons in Primary School. Primary: 
Jurnal Pendidikan Guru Sekolah Dasar, 9(1), 81–89. 

Joseph F. Hair, J., Black, W. C., Babin, B. J., & Anderson, R. E. (2006). Multivariate Data 
Analysis. Pearson Educational International. 

Khoiriyah, N. (2019). Development comics Physics Education With STEM for Simulating 
Straight Line Motiom Concept Mastery in Junior Hight School Students. Jurnal 
Pembelajaran Fisika, 7(2), 77–85. 

Kusuma Putra, G. L. A., & Yasa, G. P. P. A. (2019). Komik Sebagai Sarana Komunikasi 
Promosi Dalam Media Sosial. Jurnal Nawala Visual, 1(1), 1–8. 
https://doi.org/10.35886/nawalavisual.v1i1.1 

Lestari, D. I., & Projosantoso, A. K. (2016). Pengembangan Media Komik IPA Model PBL 
untuk Meningkatkan Kemampuan Berfikir Analitis dan Sikap Ilmiah. Jurnal Inovasi 
Pendidikan IPA, 2(2), 145–155. https://doi.org/10.21831/jipi.v2i2.7280 

Listiyani, I. M., & Widayati, A. (2012). Pengembangan Komik Sebagai Media 
Pembelajaran Akuntansi Pada Kompetensi Dasar Persamaan Dasar Akuntansi Untuk 
Siswa Sma Kelas XI. Jurnal Pendidikan Akuntansi Indonesia, 10(2), 80–94. 
https://doi.org/10.21831/jpai.v10i2.914 

Lova, R. R., Fifendy, M., & Sudirman. (2013). Pengembangan Media Pembelajaran Berupa 
Komik Biologi Pada Materi Sistem Pencernaan makanan untuk Siswa Kelas XI IPA. 
Jurnal Mahasiswa Pendidikan Biologi, 2(2). 

Marlinasari, Mashuri, M. T., & Solehah, G. H. (2018). Pengaruh Media Pembelajaran 
Komik Terhadap Minat Belajar Kimia Siswa Pada Materi Koloid di Kelas XI MIA 
MAN 1 Banjarmasin. Dalton : Jurnal Pendidikan Kimia Dan Ilmu Kimia, 1(1), 30–
33. https://doi.org/10.31602/dl.v1i1.1499 

Martiningsih, I., Lisdiana, & Susilowati, S. M. E. (2019). Development of Module Based 
on Scientific Contextual Additives Material to Increase Learning Outcomes and 
Science Process Skills in Junior High School. Journal of Innovative Science 
Education, 8(2), 128–137. 

Maryani, Y. (2020). Pengembangan Komik sebagai Media Pembelajaran Teks Biografi 
Dalam Upaya Meningkatkan Minat Baca Pada Siswa Kelas X SMKN 3 Bandung. 
Wistara, III(1), 45–49. 

Masykur, R., Nofrizal, N., & Syazali, M. (2017). Pengembangan Media Pembelajaran 
Matematika dengan Macromedia Flash. Al-Jabar : Jurnal Pendidikan Matematika, 
8(2), 177–186. https://doi.org/10.24042/ajpm.v8i2.2014 

Maulina, P. H., Puspita, L., & Usman, N. (2015). 5M (Mengamati, Menanya, Mencoba, 
Menalar dan Mengkomunikasikan) Tema Cita-Citaku Kelas IV SD Negeri 157 
Palembang Putri. Jurnal Inovasi Sekolah Dasar, 5(2), 132–139. 
https://ejournal.unsri.ac.id/index.php/jisd/article/download/8268/4303 

Monggilo, Z. M. Z. (2020). Analisis Konten Kualitatif Hoaks Dan Literasi Digital Dalam 
@Komikfunday. Interaksi: Jurnal Ilmu Komunikasi, 9(1), 1–18. 
https://doi.org/10.14710/interaksi.9.1.1-18 

Muteheli, A. F. (2017). A Survey of The Use of Instructional Media in Teaching Oral 
Literature in Secondary Schools in Bungoma South Sub-County, Kenya. 
International Journal of Scientific and Research Publications, 7(8), 265–268. 
http://www.ijsrp.org/research-paper-0817/ijsrp-p6831.pdf 

Naz, A. A., & Akbar,  rafaqat A. (2008). Use of Media for Effective Instruction its 
Importance : Some Consideration. Journal of Elementary Education, 18(1–2), 35–40. 



Radeswandri, dkk / Jurnal Teknologi Pendidikan 23 (1), 37-48 

- 47 - 
 

Nengsi, S. (2017). Pengembangan Media Pembelajaran Bentukkomik Pada Materi 
Fotosintesis untuk SMP Kelas VIII. Jurnal IPTEKS TERAPAN, 11(1), 99–108. 

Ngussa, B. M., & Chiza, A. (2017). The Influence of Instructional Media Use on Pupils ’ 
Mastery of Reading and Writing in Kiswahili Language in Kinondoni District, 
Tanzania. International Journal of Educational Policy Research and Review, 4(8), 
187–194. https://doi.org/10.15739 

Noer, R. Z., & Abrori, F. M. (2018). Pengembangan Komik Pembelajaran pada Materi 
Bumi dan Alam Semesta untuk Siswa Sekolah Dasar Kelas VI di SDN Utama 2 
Tarakan dan SDN 17 Tarakan. Jurnal Bidang Pendidikan Dasar (JBPD), 2(1A), 59–
69. https://doi.org/10.21067/jbpd.v2i1a.2350 

Nursalam, N., & Rusydi Rasyid, M. (2016). Studi Kemampuan Mahasiswa Mendesain 
Perencanaan Pembelajaran Matematika di Sekolah Menengah Pertama Berbasis 
Pendekatan Saintifik. MaPan: Jurnal Matematika Dan Pembelajaran, 4(1), 94–116. 
https://doi.org/10.24252/mapan.2016v4n1a8 

Pernanda, D., Agni Zaus, M., Wulansari, R., & Islami, S. (2018). Effectiveness of 
Instructional Media Based on Interactive CD Learning on Basic Network at 
Vocational High School: Improving Student Cognitive Ability. International 
Conferences on Education,Social Sciences and Technology, 443–447. 
https://doi.org/10.29210/2018163 

Phua, J., Jin, S. V., & Kim, J. (Jay). (2017). Gratifications of using Facebook, Twitter, 
Instagram, or Snapchat to follow brands: The moderating effect of social comparison, 
trust, tie strength, and network homophily on brand identification, brand engagement, 
brand commitment, and membership intentio. Telematics and Informatics, 34(1), 
412–424. https://doi.org/10.1016/j.tele.2016.06.004 

Pratiwi, D. K. P., & Sudibyo, E. (2018). Keefektifan Penggunaan Media Pembelajaran 
Komik Pada Materi Gerak Untuk Meningkatkan Minat Baca Siswa SMP Kelas VIII. 
Pendidikan Sains, 6(2), 290–295. 

Prihanto, D. A., & Yunianta, T. N. H. (2018). Pengembangan Media Komik Matematika 
pada Materi Pecahan Untuk Siswa Kelas V Sekolah Dasar. MAJU, 5(1), 79–90. 

Purnama, U. B., & Ardianto, D. T. (2015). Penggunaan Media Komik Digital dan Gambar 
Pengaruhnya terhadap Prestasi Belajar IPA Ditinjau Dari Minat Belajar Siswa. 
Teknodika, 13(2), 18–28. 

R, S. S. B., Mulyana, E. H., & Respati, R. (2018). Pengembangan Komik Pembelajaran 
Subtema Bumi Bagian dari Alam Semesta Pembelajaran Satu untuk Siswa Kelas III 
Sekolah Dasar. PEDADIDAKTIKA: Jurnal Ilmiah Pendidikan Guru Sekolah Dasar, 
5(2), 65–78. 

Rasiman, Rasiman, Agnita, & Pramasdyahsari, S. (2014). Development of Mathematics 
Learning Media E- Comic Based on Flip Book Maker to Increase the Critical 
Thinking Skill and Character of Junior High School Students. International Journal 
of Education and Research, 2(11), 535–544. 

Ratnasari, D. T., & Ginanjar, A. (2019). Pengembangan Komik Digital Sebagai Media 
Edukasi Penanggulanagan Bencana Alam. Naturalistic: Jurnal Kajian Penelitian 
Dan Pendidikan Dan Pembelajaran, 4(1), 481–488. 

Riwanto, M. A., & Wulandari, M. P. (2018). Efektivitas Penggunaan Media Komik Digital 
(Cartoon Story Maker) dalam Pembelajaran Tema Selalu Berhemat Energi. Pancar, 
2(1), 14–18. 

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. https://doi.org/10.17509/jsl.v3i1.18120 

Ruiyat, S. A., Yufiarti, Y., & Karnadi, K. (2019). Peningkatan Keterampilan Berbicara 
dengan Bercerita Menggunakan Komik Elektronik Tematik. Jurnal Obsesi : Jurnal 



Radeswandri, dkk / Jurnal Teknologi Pendidikan 23 (1), 37-48 

- 48 - 
 

Pendidikan Anak Usia Dini, 3(2), 518–526. https://doi.org/10.31004/obsesi.v3i2.256 
Saputro, G. E., & Haryadi, T. (2018). Edukasi Kampanye Anti Hoax Melalui Komik Strip. 

Jurnal Desain Komunikasi Visual, Manajemen Desain Dan Periklanan, 03(02), 94–
111. 

Sari, R. M., Risdawati., R., & Widiana, R. (2014). Pengembangan Media Pembelajaran 
Berbentuk Komik Pada Materi Sistem Saraf Pada Manusia Dalam Mata Pelajaran 
Biologi untuk SMP. Jurnal Pendidikan Biologi, 1(1). 

Smaldino, E, S., Lowther, D. L., & Russell, J. D. (2011). Teknologi Pembelajaran dan 
media untuk belajar. Kencana Prenada Media Group. 

Smith, A. (2011). Comics: Everything You Need to Know to Start Teaching with Comics! 
Spring. 

Suparmi, S. (2018). Penggunaan Media Komik Dalam Pembelajaran IPA di Sekolah. 
Journal of Natural Science and Integration, 1(1), 62–68. 
https://doi.org/10.24014/jnsi.v1i1.5196 

Taopan, Y. F., Oedjoe, M. R., & Sogen, A. N. (2019). Dampak Perkembangan Teknologi 
Informasi dan Komunikasi Terhadap Perilaku Moral Remaja di SMA Negeri 3 Kota 
Kupang Yana. Jurnal Kependidikan: Jurnal Hasil Penelitian Dan Kajian 
Kepustakaan Di Bidang Pendidikan, Pengajaran Dan Pembelajaran, 5(1), 61–74. 

Toh, T. L. (2009). Use of Cartoons and Comics to Teach Algebra in Mathematics 
Classrooms. Mathematics of Prime Importance: MAV Yearbook, 200, 230–239. 

Ulfa, S., Putri, V., Budiardjo, H., & Prayitno, S. (2016). Perancangan Buku Komik Ludruk 
Berbasis Ilustrasi Digital Guna Mengenalkan Kembali Kesenian Tradisional kepada 
Remaja. Jurnal Art Nouveau, 5(2), 329–338. 

Umainingsih, M. B., Alexon, & Kurniah, N. (2017). Penerapan Model Pembelajaran 
Memori untuk Meningkatkan Daya Ingat dan Prestasi Belajar Matematika (Studi pada 
siswa kelas III SD Gugus II Kecamatan Ipuh). Jurnal Ilmiah Teknologi Pendidikan, 
7(2), 87–97. 

Utariyanti, I. F. Z., Wahyuni, S., & Zaenab, S. (2015). dan didahului dengan tanggapan 
terhadap adanya tujuan (Sardiman, 2011). 343 Ismi Fatimatus Zahro Utariyanti dkk,. 
Jurnal Pendidikan Biologi Indonesia, 1(3), 343–355. 

Wang, J. (2016). On the Application of Modern Comics Formal Language and Digital 
Media Technology in Traditional Comics. International Conference on Humanity, 
Education and Social Science, 339–342. https://doi.org/10.2991/ichess-16.2016.74 

Wibowo, S. A., & Roysa, M. (2018). Efektivitas Penggunaan Model Think Talk Write 
Berbantuan Media Komik Strip Dalam Peningkatan Keterampilan Menulis Dialog 
Sederhana Siswa Kelas V SD 1 Tritis. KREDO : Jurnal Ilmiah Bahasa Dan Sastra, 
1(2), 148–161. https://doi.org/10.24176/kredo.v1i2.2215 

Yuliana, Siswandari, & Sudiyanto. (2017). Pengembangan Media Komik Digital 
Akuntansi Pada Materi Menyusun Laporan Rekonsiliasi Bank Untuk Siswa Smk the 
Development of Accounting Digital Comic Media in the Material of Writing Bank 
Reconciliation Report for Students of Vocational Secondary School. Jurnal 
Pendidikan Dan Kebudayaan, 2(2), 135–146. 

Yuliandari, S., & Yeni, F. (2020). Pengembangan Media Komik Strip sebagai Media 
Pembelajaran Bermuatan Nilai-Nilai Karakter Bagi Siswa Kelas Rendah Sekolah 
Dasar. Inovtech, 2(1), 1–10. https://doi.org/10.1007/XXXXXX-XX-0000-00 

 


