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Abstract

The study aimed to analyze how students evaluate the comic application as a learning medium, how
to design a comic application product as a literacy medium for students in studying Islamic teachings.

The study was carried out in two stages, first; the quantitative method by conducting surveys, second;

the prototype method by making application products. The data in the first stage was taken through a

questionnaire to 108 samples from 500 populations in several schools in Medan. The second stage was
the creating of comic application product design by identifying problems, analyzing user needs,

designing products according to user needs, making products that have been planned, and validating to

the experts. The results of the first stage showed that 46% of respondents liked comics as a literacy
medium, 12% did not like them, and 36% were neutral. Furthermore, the comic product design that
had been made has received a very good assessment from the experts, but it needs to be tested on users
first. There are many facilities that can be used as a medium for learning Islam, the availability of
comic applications is one alternative that can be used especially for students in elementary schools.

Keywords: Comic application, learning medium, students, elementary school

Abstrak

Penelitian ini bertujuan untuk menganalisis bagaimana penilaian peserta didik terhadap aplikasi
komik sebagai media pembelajaran, serta pembuatan desain produk aplikasi komik sebagai media
literasi bagi peserta didik dalam mempelajari ajaran Islam. Penelitian ini dijalankan dua tahap,
pertama,; metode kuantitatif dengan jenis survei, kedua, metode prototype untuk pembuatan produk
aplikasi. Sumber data penelitian tahap pertama diambil melalui angket kepada 108 sampel dari total
500 populasi di beberapa sekolah di Kota Medan. Selanjutnya tahap kedua pembuatan desain produk
aplikasi komik dengan cara mengidentifikasi permasalahan, menganalisis keperluan pengguna,
merancang produk sesuai keperluan pengguna, membuat produk yang telah direncanakan dan
melakukan validasi kepada pakar. Hasil analisis penelitian tahap pertama menunjukkan bahwa 46%
responden menyatakan menyukai komik sebagai media literasi, 12% kurang menyukai, sedangkan
36% bersikap netral. Selanjutnya terkait desain produk komik yang telah dibuat secara keseluruhan
telah mendapatkan penilaian sangat baik dari pakar, namun periu dilakukan uji coba kepada
pengguna. Banyak sarana yang dapat digunakan sebagai media belajar agama Islam, ketersediaan
aplikasi komik merupakan salah satu alternatif yang dapat digunakan kususnya untuk peserta didik
di sekolah dasar.

Kata kunci: Aplikasi komik, media pembelajaran, peserta didik, sekolah dasar
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Introduction

Based on a report by tribunnews.com journalist, Fahdi Fahlevi, he said that the
Head of Research and Development Agency and Books of the Ministry of
Education and Culture Totok Suprayitno disclosed the results of the Program for
International Student Assessment (PISA) research related to the reading literacy
level of Indonesian students. He revealed that Indonesia's literacy rate based on
PISA is still low. In 2018, it was shown that around 70% of Indonesian children
were below the minimum level in reading (Suprayitno, 2021; Hopfenbeck, 2018;
Zafirah et al., 2018; Agusti et al., 2018; Engkizar et al., 2018).

Based on the 2019 National Socio-Economic Survey (Susenas), the Central
Statistics Agency released data that stated that only about 13,02 % of the
Indonesian population from 5 years old and over visit the library. And the
dominance of the readings they read when visiting the library were textbooks
(80.83%) (Bano et al., 2020). In addition, the lack of books variety also gives an
impact on the reading activities nationally (Khotimah et al., 2018).

Indonesian literacy is still relatively low. In 2016, Indonesia was in position
60 from 61 countries and now in 62 from 70 countries. Although the difference in
rankings in the two years has increased in 2021, it cannot be denied that Indonesia
still has a low literacy group. This is enough to prove that Indonesia is still very far
behind in improving literacy. Building awareness and interest in reading is one way
to increase literacy. Since people who have good literacy skills can give their
thoughts or contributions to the country (Permatasari, 2015).

However, today there are many people who are not aware of the importance
of literacy in life. The lazy attitude of reading is ingrained in Indonesian society. In
this digital era, a person can do literacy not only from books or print media but also
through digital platforms. Especially during the current covid pandemic, where
movement is also limited, so digital learning media is very appropriate to use in
improving literacy to facilitate access to reading for the general public (Rifai et al.
2021).

The purpose of education i1s to develop the potential of students to become

human beings who believe and fear God Almighty, capable, independent, healthy,
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have good morals, be creative, and become democratic and responsible citizens, as
the objectives of education have been outlined in law no. 20 of 2003 concerning the
National Education System. One of the problems of education in Indonesia is the
low quality of learning in Indonesia, especially in the teaching and learning process
(Yanti, 2013; Yusnita et al., 2018; Engkizar et al., 2018). Along with the problems
of education in Indonesia, the management of learning aids in the form of media is
very much needed to help the teaching and learning process (Rozi, 2020).

If examined more deeply, children at school age prefer illustrated stories, this
1s due to several reasons including (i) children have a good opportunity to gain
insight for their personal and social problems to solve them; (ii) illustrated stories or
comics attract children's imagination and curiosity about supernatural issues; (ii1)
comic gives children an escape from the hustle and bustle of daily life; (iv) comics
are easy to read, even children who are less able to read can understand the
meaning of the pictures (Adipta et al., 2016), (v) comics are inexpensive and also
shown on television so that all children know them; (vi) comics encourage children
to read what other books don't provide; (vil) comic gives something expected (if it is
in the form of a serial); (viii) in comics, the characters often do or say things that the
children dare not do themselves, even they want to; (ix) characters in comics are
often strong, brave, and handsome, so they become heroes for children; (x) the
pictures in comics are colorful and simple for children to understand (Adipta et al.,
2016; Nurfadilla et al. 2020).

The development of learning media must be followed by the development of
new learning models. Learning models are used to assist educators in applying the
teaching materials they need to convey to students. With the learning model,
educators get a variety of alternative ways to convey information (Muizaddin and
Santoso, 2016; Syafril et al., 2021). The development of a learning model 1s adapted
to the behavior and characteristics of the learner.

The students lately tend to use electronic media more than print media/books
(Pramesti, 2021). The learning resources used by students in Jakarta in doing school
assignments were 93.5% using the internet, while those using books were smaller,

namely 72.2%. Likewise, the behavior of reading digital comics is increasing and
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starting to leave printed comics because of technological developments that make it
easier to access comics online (Chalim and Anwas, 2018).

The sustainability of education cannot be separated from learning methods
and models, education itself will run according to its objectives if the methods used
can attract students to be enthusiastic in undergoing the learning process
(Syaparuddin et al., 2020). The learning model is one of the most important things
in the process of teaching and learning activities to support successful learning
(Koko & Aan, 2021).

As we know that Indonesia is one of the countries that has been exposed to
the covid-19 virus and has caused the learning process which is usually carried out
face-to-face, 1s now taking place online (in a network) as the physical distancing
policy to spread the COVID-19 virus can be disconnected. This form of learning
can be done anytime and anywhere without being bound by time and having to
meet face to face (Syarifudin, 2020).

The learning process with technology development with a combination of
face-to-face learning can be more effective and efficient (Walib, 2018). The changes
in learning that occurred due to Covid-19 and it can be said that the preparation
was not very mature, it greatly affected the learning methods implemented by the
educators and the understanding of the students (Mahmudi et al., 2021). This
online learning process requires educators and students to adapt to the
circumstances that must be passed, but often this online learning process seems less
effective and efficient (Ikhwani et al., 2021; Syafril et al., 2021).

In the online learning process, the role of students is very important and
affects the success of learning, starting from preparing creative learning methods
and media so that they are not boring and students remain enthusiastic in
participating in learning that only faces a patch of the screen. In the online learning
process, there are positive and negative impacts that cannot be separated; one of the
negative impacts 1s difficult for students to understand (Gurita, 2020). This problem
will greatly affect the knowledge they will get and learn, subsequent lessons that are

more difficult to understand. If students only rely on understanding the material
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they receive from educators when the online learning process takes place, then that
knowledge is very limited and does not will expand (Tarsupon, 2021).

Therefore, they need a learning media that can be used as a means of seeking
additional knowledge since the success of a learning media or method depends on
the character of each student. Not all students will be successful in the online KBM
process. This is influenced by several factors including the environmental factors of
students while studying and the character of these students (Nakayama and
Yamamoto, 2017).

Regarding the literacy improvement learning media, many previous
researchers have discussed it. In general, there are about 4,740 articles that discuss
related comics as learning media to improve literacy based on Google Scholar
searches. However, most of the articles discuss the application of comics that help
to improve economic literacy, mathematics, science, or its influence on learning
outcomes. Since the discussion about literacy in religious subjects is still very
minimal, the researcher considers that this study needs to be appointed as a
scientific study to enrich Islamic literature.

Literature Review

In Kamus Besar Bahasa Indonesia Edition V, it 1s stated that literacy is the ability
to read and write, as knowledge or skills in certain fields or activities, and the
individual's ability to process information and knowledge for life skills (KBBI V).
Literacy is a basic knowledge or competence that must be possessed by individuals
following what is needed by society and following the growing era (Nugraha and
Octavianah, 2020; Suherman et al., 2021; Langer, 2015; Shliakhovchuk, 2021).

Literacy Wahidin (2018) is the ability to read, to write, to achieve the learning
continuum, to think using sources of knowledge, communication skills in society,
and to practice in social relations, also the ability: to identify, determine, find,
evaluate, and create effective and in an organized manner, as well as to
communicate information in solving various problems, are basic human abilities in
today's information age. Lifelong learning will enable these goals to be achieved.

This is the same as what Pangesti Wiedarti said that literacy is more than just
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reading and writing (Wiedarti, 2016; Nisak et al., 2021; Widayanti & Muntaha,
2018; Suhono & Sari, 2020).

In 2016, the Government of the Republic of Indonesia through the Ministry of
Education and Culture has promoted the National Literacy Movement (GLN), as
an implementation of the Minister of Education and Culture by Regulation
Number 23 of 2015 concerning the Growth of Character. According to UNESCO
in the Ministry of Education and Culture (2017), what is meant by literacy is a
continuum of the ability to use reading, writing, and arithmetic skills following the
context obtained and developed through the learning process and application in
schools, families, communities and other relevant situations (Permendikbud, 2015).
The Education Development Center said that literacy is an individual's ability to
use all the potential and skills possessed in his life (Al et al., 2018; Putri et al.,
2020; Putra et al., 2020; Praptiwi et al., 2021; Nayal et al., 2017; Jones, 2017).

The meaning of literacy 1s growing time by time (Kharizmi, 2015). The
development of this meaning follows the development of a fast-moving era. The
rapid development of the times has also opened the curtain of literacy cover
(Subair, 2017). Literacy has become a cultural practice that has come also to social
and political issues, not only about reading and writing (Syaodih et al., 2015). Clay
and Ferguson explained that the components of information literacy consist of
early, basic, library, media, technological, and visual literacy (Fanani et al. 2016).

Through the National Literacy Movement program, it is hoped that students'
literacy skills will significantly improve (Abidin et al., 2021). The National Literacy
Movement is an effort made by the government so that the reading quality of the
community and students increases (Ibrahim, 2017). The School Literacy Movement
is applied in schools for 15 minutes before starting lessons so students can play an
active role in the learning process (Nugraha and Octavianah, 2020).

Nowadays, schools do a lot of observing, creating, communicating,
appreciating, recording, and exhibiting (Akbar, 2017). The higher the literacy
ability of students, the higher students’ interest in reading to add broader insight
into participating in learning (Sari, 2018; Campbell et al., 2007). If the school

literacy movement with reading habits has been carried out well, then they have a
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large vocabulary and have more effective reading techniques (Maulidya, 2017,
Fugard et al., 2015; Mouloudi et al., 2011). So that if the habit of reading has been
formed and students can grow interested in reading, then they will be master at
understanding the contents of the reading correctly during the learning process (Sari
et al., 2018; Lusardi& Mitchell, 2014; Laurieet al., 2016; Altan et al., 2016).

Literature in Islam

Literature can be interpreted as a source or reference used in various activities
in the world of education or other activities. Literature can also be interpreted as a
reference used to obtain certain information. Literature can be in the form of books
or various other writings. In the ALA Glossary of Library and Information Science,
literature is reading material that is used in various kinds of activities, both
intellectually and recreationally (Suwandi, 2017; Hanemann, 2015; Tomas et al.,
2019; Yelland, 2018).

Islam is a religion that has noble teachings. If the teachings of Islam are
known and practiced by everyone who believes in it (followers), then he will reap a
sense of security and peace in his life. Islam is a religion that contains teachings that
are complete (holistic), comprehensive, and perfect (Kamil). As a perfect religion,
Islam came to perfect the teachings brought by the prophets of Allah before the
Prophet Muhammad. The perfection of this becomes the prophetic mission
(nubuwwah) of the presence of the Prophet Muhammad. (Mahfud, 2011; Kasmar et
al., 2019). So that Islamic literature is a reading material or reference that is used as
a source in Islamic religious learning.

Definition of Comic Apps

An application is software that is used directly by the computer in carrying
out the activities desired by the user (Lubis et al., 2020). According to Jogiyanto
HM, the application is the implementation, recording of things, data, problems,
activities in one facility, or support to be applied to a new form (Fauzi, 2018). Each
application has different functions according to the type. For instance, the
WhatsApp application has functioned as a daily communication tool through chat,

telephone, video calls, and so on (Saputra et al., 2020).
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A comic is a story in the form of an image that can attract attention since it is
funny and the content is easy to understand, and the combination of images and
writing is strong. The comic is a two-dimensional art form that has conversations
between two or more characters to make a storyline. The conversational words of
the characters are written in word balloons (Tresnawati, 2017). The comic
application is a software that functions to store funny stories as the data and easy-
to-understand illustrated since of the power of images and writing placed on word
balloons (Edwards et al., 2015; Broder et al., 2017).

The comic application is one of the media that can be used to assist students
in adding insight into learning and also be used in a two-way learning process;
namely as teaching aids and as learning media that can be used independently by
students (Saputro, 2015). Reading material is one of the most important factors in
supporting the implementation of effective learning activities. The better the reading
material, the better the students' understanding of the material. The presentation of
interesting reading material greatly affects the interest of students in the learning
process. The use of reading materials with unique variations illustrated stories will
add to the views and interests of students in learning (Marlinawati, 2016;
Nurwahidin & Al-Asyhar, 2019; Novebri & Dewi, 2020).

Basic Concepts of Alquran Learning Media

The word media comes from the Latin “medius” which means middle, or
intermediary. Meanwhile, viewed from the Arabic language, the word media is
known as wasil which is the plural form of the word wasilah, namely al-Wats which
has a middle meaning (Munadi, 2008; Syafril et al., 2021). It can be concluded that
the media has the meaning of connecting, where it becomes a relator or distributor
between one side and the other. An expert in learning media, Schramm, suggested
that learning media is a message-carrying technology that can be used for learning
purposes. Specifically, the word can be interpreted as a communication tool used to
carry information from one source to a recipient (Sundayana, 2013; Al Hafiz et al.,

2016; Rostami-Nasab et al., 2016).
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According to Gerlach and Ely, (1971) the media if understood in broad
outline are human, material, or events that build conditions for students to acquire
knowledge, skills, or attitudes. The teachers, textbooks, and school environment are
media. Learning media are media to carry messages or information that have
instructional purposes or contain teaching purposes. Learning media includes tools
used to deliver teaching materials consisting of books, cassettes, video cameras,
tape recorders, video recorders, films, slides (pictures), photos, graphics, pictures,
television, and computers (Saodah et al., 2020; Bakhtiar, 2016; Lei et al., 2018).

If it is related to learning, media is a communication tool used in the learning
process to bring information from educators to students in the form of teaching
materials, which through the media 1s expected to make students more interested in
participating in the teaching and learning activities (Rahmawati, 2020). It 1s needed
to know that if the user is not in line with the learning objectives that have been set,
the role of the media will also not appear significantly. No matter how sophisticated
and good the media is, if the content and purpose cannot support the learning
process, then the media will not be wused effectively and efficiently
(Shofiyyatuzzahro, 2021; Praptiwi et al., 2021; Loépez, 2017; Goodyear et al.,
2018).

Alquran is the holy book of Muslims (Sukma et al., 2019). The learning of
Alquran is held in schools, especially Islamic-based schools (Sijabat, 2021). In the
implementation of learning Alquran, media is needed to make lessons can be
achieved by students (Ratnawati et al., 2020). It can be concluded that the learning
media of Alquran is a communication tool or infrastructure that is used to convey
the learning materials so that the learning objectives can be conveyed (Khoiruddin
& Kustiani, 2020; Ajayati, 2017).

Learning Media Functions

In the late 1950s, communication theory began to influence the use of media,
then the media also functioned as a channel for messages (Jalinus, 2016).
Furthermore, referred to as instructional materials (learning materials), and now the

term commonly used in the world as instructional media (educational media or
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learning media) (Sumiharsono, 2017). Then with the influence of the behavioral
theory of BF Skinner, the learning objectives shifted towards changing the learning
behavior of students, since it teaches people to change their behavior (Gafindha,
2020; Leu et al., 2018; Conti-Ramsden et al., 2018; Widayanti & Muntaha, 2018).
Daryanto (2013); Ramadani & Rajagukguk, (2020) explained several using of
learning media, namely, i) Clarifying the message so that it is not too verbalized, ii)
Overcoming the limitations of space, time, energy, and senses, iii) Generating
passion for learning, more direct interaction between students and learning
resources, 1iv) Allows students to learn independently according to their visual,
auditory, and kinesthetic talents and abilities, v) Giving the same stimulus, equating
the experience, and giving rise to the same perception, vi) The learning process
contains five components of communication, teachers (communicators), learning
materials, learning media, students (communicants), and learning objectives.

Method

The study used a quantitative method with a survey type, where researchers
distribute questionnaires to calculate how many people like comics and support the
existence of Alquran-based comics (Treyani, 2017). Furthermore, in the process of
developing the Learning Multimedia, the researcher used a prototype model. It is a
method of making a system that is made in a structured manner and has several
stages that must be passed in its manufacture, but if the final stage is stated that the
system 1is not perfect or still has shortcomings, then the system will be re-evaluated
and will go through the process of beginning (Renaningtias and Apriliani, 2021).

The Prototyping approach is a process involving a close working relationship
between the designer and the user (Setia, 2015; Hillgren, 2011). This research also
used the R&D (Research and Development) method developed by Borg & Gall, in
which the process of developing and ratifying an educational product is established
through several stages, starting from reviewing the results of previous research to
finalizing the final product and its implementation (Faridatunnadiroh, 2021).

Meredith et al., (2003) revealed that development research is needed to

analyze the process in determining the material mastered by students and designing
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products with validation from the experts. Based on the 10 steps taken by Borg and
Gall, the researchers only did 6 steps considering the limited time and they were

deemed sufficient to meet the criteria of this study (; Phellas et al., 2011; Beckett &

Clegg, 2007; Long, 2014).
Developmen )
t of the Field Product
Initial Form Trial Revision
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Research
and
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Fig 1. Prototype design research
Result and Discussion

The researcher got 108 respondents related to the interest in reading comics
and offering Islamic comics. The results of the first stage showed that 46% of 108
respondents liked reading comics, 12% did not like them, and 36% were neutral. It
can prove that there are many people who are interested in the reading method

through comics.

Fig 2 &3. Respondent’s graph of comic lovers and interest level

Meanwhile, when the researcher examined the interest level of respondents to
comics whose contents are related to stories, recitation, and laws contained in
Alquran, it turns out that the response given was very good. There are a small
number of people who are not interested in using comics as a medium for learning
Alquran. However, most of the respondents are very interested in this learning
media. Approximately 88.9% of respondents are interested in the contents of the

comic, and only 10.2% are still doubtful by coming up with a 'maybe' answer. It is
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because they are aware that learning Alquran can not only be done in a
monotonous way but also in a relatively unique way and utilize the existing media
platforms (Zulfadewina et al., 2020; Aryuntini et al., 2018; Wicaksono et al., 2020).

As a tool that helps human work, the media plays a role in helping educators
to fulfill and maximize learning goals. By learning media, educators can convey
material more interesting so the students will more easily understand the material
(Hayati, 1967). Comics as learning media will be able to attract students' interest
because it contains cartoon images and pages filled with various colors. Similar
research also stated that comics are described as fun (Karmawati, 2007; Graham,
2011; Hartono and Aisyah, 2017).

Using comics media can make it easier for educators to teach Islamic
Education material (Danaswari, 2013). Where Islamic Education material which
usually displayed monotonously can be presented more interesting so it will make
students gain understanding more quickly (Dihyah, 2021; Elkhaira et al., 2020). In
line with what was expressed by Widyastuti, Mardiyana, and Saputro (2017) that
comics are images that have an interesting storyline that easy to understand and
make them to understand difficult material easily. Like the Islamic comics
application that we offer today, where it will help educators and students in

carrying out the learning process (Hidayatullah, 2018).
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The menu display in this comic application consists of 10 display menus.
Initially, students will be directed to the initial view as the opening for the comic
application, then it will be presented with a wide selection of Islamic Education
subjects consisting of Jurisprudence, History of Intellectual Property, Alquran
Haditsh, Aqidah Akhlak. And after students choose the subjects they want, they
will be presented with subtitles, whether it's about prayer, alms, prostration of
sahwi, etc. In this application, it is provided a variety of reading where students can
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choose how to read, whether by using story narration or using comic images. It is
intended that students can choose their favorite learning model.

Alquran is a source of knowledge (Qutub, 2011), so it would be very
unfortunate if this could not be developed and disseminated to the general public to
the fullest. The content of Alquran is a teaching for people, so it is needed to know
and practice it (Arifin, 2018). One of the most popular platforms in recent years is
the comics app. It can be proven by the many comic applications that are scattered
in the Playstore with various accompanying genres (Sa'diyah, 2021). At this time,
comics are one of the choices for educators as a tool to improve children's literacy
because they are starting to realize that incorporating comic media into their
teaching practice will have a good influence on the development of children's
literacy (Subroto, 2020).

However, of the many genres, there are rarely comics related to Islamic
learning, so by this study, the researchers introduce an idea to create an Alquran
Based Comic Application as a medium for children's learning in elementary schools
and to improve Islamic literacy, where the contents will discuss subjects figh, moral
creed, history of Islamic culture, moral creed, etc. The whole material will be
summarized and presented in the form of a story of image pieces then which will
certainly be very interesting to read. So, the students will not feel monotonous
learning but learn in a relaxed state. It aimed to increase the effectiveness of
learning (Nurhidayati, 2016; Astuti et al., 2018; Monks, 2010).

The learning media used by teachers greatly affect the motivation, interest,
and learning outcomes of students (Widyawati and Prodjosantoso, 2015). In
Islamic Education learning process, it is often encounter students in the class who
can recognize letters, can read words, can assemble them into sentences but do not
understand the real meaning, or cannot dig deeper into the meaning of the content
they read. In another case, children may be able to read and write neatly, but they
do not enjoy reading activities (Fahyuni and Fauji, 2017; Hamidah et al., 2019;
Pargito, 2021).

This 1s by what was stated by Retno (Retno, 2010) namely "there are still

many students at school who do not enjoy what they read". They read, but do not
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understand the content and meaning. Therefore, students' ability to understand
reading is reduced, because reading is considered a boring activity. Elementary
school students whose aged 6-12 years are generally more interested in reading
books with interesting and colorful pictures (Fahyuni & Fauji, 2017).

Mobile phones have tremendous potential to help the learning process and
can solve the problem to access the learning resources. (Yuntoto, 2015). The
sophistication of smartphones today is like a facilitator in the world of education,
especially in the student learning process. In addition, through this sophisticated,
several supporting applications can be downloaded on the Playstore to support
students both at school and at home in learning process (Regita, 2018). Comics are
usually packaged in book form, but along with the times, comics can also be
provided in the form of electronic applications that make them easy to carry
anywhere (Anesia, 2018).

Comics in the form of mobile application also allow paper savings, especially
comics can have more than one feature, namely animation, and material. (Hadi
and Dwijayanti, 2015). In addition, Manchester (2017) adds that comics can be
used as a productive pedagogical tool to teach various critical forms by involving
visuals with text because it will make learning more meaningful. Toward these
various advantages, it increasingly shows that comics can facilitate students to
improve learning outcomes which are also influenced by students' reading literacy
skills (Rusmono, 2019).

The stages that must be passed in implementing Alquran-based comic
learning media are based on the development of a research model from Borg and
Gall. However, based on the 10 steps carried out, namely; research and data
collection, planning, developing the initial form of the product, initial field trials,
revising the product, field trials involving all students/objects, operational trials,
final product revisions, and product dissemination; it is only 6 steps that the
researchers did consider the limited time and the 6 stages of the study were deemed
sufficient to meet the criteria of this study. The six steps are:

First, Research and Data Collecting (Research and Information Collecting).

In this case, an assessment of the problem at hand is required. Generally, the
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problem that often occur is the lack of teaching creativity so the students do not
understand the material especially when learning is done online, textbooks that are
less practical to carry everywhere, and consider students who prefer pictures and
technology (Haka and Suhada, 2018).

Second, Planning, at this stage, planning related to expertise, product design,
funds, time, and energy is needed, as well as all matters relating to this research.
Third, Development of the Preliminary form of the product (Haka and Suhada,
2018), In this case, the researcher performs three stages, namely; 1) Designing and
describing the design after the design has been determined, what must be done is to
start designing it. Making comic designs and reading comics can be done using the
Ibis Paint X application or other software programs such as Comipo or Photoshop
CS 5, this is adjusted to the wishes of each researcher who made it, i1) Validating or
checking designs by experts. After the design is complete, the thing that must be
done is to check the design, whether it is by the predetermined rules or not. In this
case, the design checks were carried out by experts, namely linguists, media experts,
and material experts. Linguistics experts can be done by writers or people who are
proficient in PUEBI such as Content Writer, Writer, Ghost Writer, or Indonesian
Lecturer. Media experts can be played by people who are proficient in computers or
certain media, such as someone who has been in the field of Multimedia and
Computer Vision (Programming) for a long time, as well as by certified computer
lecturers. Material experts can be carried out by a teacher or lecturer who teaches
religious material from the comics that will be presented, ii1) Design revision. At
this stage, what must be done is to revise the design and comic material based on
input from experts. To create comics that are neat, interesting, and right on the
target of learning (Anwar et al., 2018; Arifin, 2018; Ashidiqi et al., 2019; Aini et al.,
2019; Wijaya, 2021).

Fourth, Main Field Test. At this stage, testing is carried out on a limited
scale, such as demonstrating the comic to only a few people or a group of people.
Furthermore, the data collection such as interviews and observations of respondents

who received offers to test this comic was carried out, to produce valid data
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according to the wishes of the market. (Haka and Suhanda, 2018; Hamidah et al.,
2019; Pargito, 2021).

Fifth, Main Product Revision, at this stage the comic design that has been
tested is revised again according to market demand, provided that market demand
is useful for improving comics for the better. The revisions were carried out by all
teams, both the researcher and comic editor teams as well as a team of experts.

Sixth, Dissemination and implementation, at this stage, what is being done is
to start marketing and disseminating the product to the general public. Since this
research discusses applications, the comics that have been made will be collected
and put together in an application where the application can be registered on the
Playstore, so that the media proposed can be a forum for students and the public
who want to learn sciences in Alquran in a relaxed and pleasant impression.
Promotion of the Learning Media Application can be started from a small scale
such as introducing it to family, friends, or other social media. Therefore, the
number of visitors on the play store is increasing day by day.

Conclusion

The existence of literacy is the heart of knowledge that must exist and be
embedded in the motivation of everyone, especially for students in developing a
literate mindset to form a person who has character, character, and knowledge. In
improving the quality of students, various ways are needed to trigger their
enthusiasm when learning, one of which is through the learning media used. At the
elementary level, learning process will be more enjoyable when using a learning
system that is not boring and seems rigid. One way to improve reading literacy and
at the same time gain an understanding of religious knowledge, especially at the
elementary school level, is to provide reading materials full of pictures. Therefore,
the success of students in understanding Islamic religious learning can also be
obtained with something that has an appeal such as the application of comics with
Islamic nuances. If students are enthusiastic about studying religious knowledge,
understanding will also be easier to obtain, and in daily life will not be separated

from an obligation as a human being who has good morals and integrity.

Khalifa: Journal of Islamic Education :: Volume 5, Number 2, September 2021/1442
P-ISSN : 2541-6588 ; E-ISSN : 2549-4783

120



121

Wildatun Rizka Khoiriyati, Hasda Nami Hararap and Rizky Awaliyah Sinaga
The Using of the Comic Application as Learning Medium
for Islamic Study in Elementary School

References

Abidin, Y., Mulyati, T., & Yunansah, H. (2021). Pembelajaran Literasi: Strategi
Meningkatkan Kemampuan Literasi Matematika, Sains, Membaca, dan Menulis.
Bumi Aksara.

Agusti, F. A., Zafirah, A., Engkizar, E., Anwar, F., Arifin, Z., & Syafril, S. (2018).
The Implantation of Character Values toward Students Through Congkak
Game for Mathematics Instructional Media. Jurnal Penelitian Pendidikan,
35(2). https://doi.org/10.15294/jpp. v3512.13947.

Aini, K., Tamuri, A. H., & Syafril, S. (2019). Competency, Attitude and Islamic
Teachers’” Issue in Using Computer for Learning and Teaching
Process. Khalifa Journal of Islamic Education, 3(1), 17-34.
http://dx.doi.org/10.24036/kjie.v3i1.20.

Ajayati, T. (2017). The learning model of forearm passing in volleyball for junior
high school. Journal of Education, Teaching and Learning, 2(2), 218-223.

Akbar, A. (2017). Membudayakan literasi dengan program 6M di sekolah dasar.
Jurnal Pendidikan Sekolah Dasar, 3(1), 42-52.

Al Hafiz, M. M., Yusof, M. F., Ghazali, M. A. 1., & Sawari, S. S. M. (2016).
Descriptive qualitative teaching method of memorization in the institution
of Tahfiz Al-Quran Wal Qiraat Pulai Condong and the students’ level of
academic excellence. Mediterranean Journal of Social Sciences, 7(1 S1), 79-79.

Ali, Nur Berlian Venus. (2018). Evaluasi Implementasi Gerakan Literasi Sekolah (GLS).
Kemendikbud.

Altan, E. B., & Ercan, S. (2016). STEM education program for science teachers:
perceptions and competencies. Journal of turkish science education, 13(special),
103-117.

Anesia, R., Anggoro, B. S., & Gunawan, 1. (2018). Pengembangan media komik
berbasis android pada pokok bahasan gerak lurus. Indonesian Journal of
Science and Mathematics Education, 1(2), 149-153.

Anwar, F., Rahman, R., & Zein, Z. (2018). The Implementation of Teaching and
Learning Process of Islamic Study in Universities in Indonesia. Khalifa:
Journal of Islamic Education, 1(1), 15-30.
http://dx.doi.org/10.24036/kjie.v11l.4.

Aplikasi Kamus Besar Bahasa Indonesia Edisi V. (2016-2020). Badan
Pengembangan Bahasa dan Perbukuan. Kementerian Pendidikan dan
Kebudayaan Republik Indonesia.

Arifin, Z. (2018). Al-Ghazali’s Thought of Islamic education and it’s relevance with
the modern education. Khalifa: Journal of Islamic Education, 2(1), 1-20.
http://dx.doi.org/10.24036/kjie.v2il.18.

Arifin, Z. (2018). Al-Qur’an Sumber Pendidikan Modern Untuk Manusia Abad
21. Jurnal Pendidikan Islam Rabbani, 2(1).

Aryuntini, N., Astuti, 1., & Yuliana, Y. (2018). Development of learning media
based on videoscribe to improve writing skill for descriptive text of english
language study. Journal of Education, Teaching and Learning, 3(2), 187-194.

Ashidiqi, M. N. A., Rohmatiah, A., & Rahmah, F. A. (2019). Youtube Free Quran
Education As a Source of Islamic Education Learning Materials and

Khalifa: Journal of Islamic Education :: Volume 5, Number 2, September 2021/1442
P-ISSN : 2541-6588 ; E-ISSN : 2549-4783


https://doi.org/10.15294/jpp.v35i2.13947
http://dx.doi.org/10.24036/kjie.v3i1.20
http://dx.doi.org/10.24036/kjie.v1i1.4
http://dx.doi.org/10.24036/kjie.v2i1.18

Wildatun Rizka Khoiriyati, Hasda Nami Hararap and Rizky Awaliyah Sinaga
The Using of the Comic Application as Learning Medium
for Islamic Study in Elementary School

Media. Khalifa: Journal of  Islamic Education, 3(2), 126-141.
http://dx.doi.org/10.24036/kjie.v3i2.27.

Astuti, I. A. D., Putra, 1. Y., & Bhakti, Y. B. (2018). Developing Practicum Module
of Particle Dynamics Based on Scientific Methods to Improve Students'
Science Process Skills. Scientiae Educatia: Jurnal Pendidikan Sains, 7(2), 183-
196.

Bakhtiar, A. M. (2016). Curriculum development of environmental education based
on local wisdom at elementary school. International Journal of Learning,
Teaching and Educational Research, 15(3).

Bano, Rafly Parenta, Karuniawati D. Ramadhani, and Putricia Synthesa. (2020).
Perbedaan Minat Baca Antara Mahasiswa Bermigrasi dan Tidak
Bermigrasi. Magistra: Jurnal Keguruan dan Ilmu Pendidikan 7(2): 83-97.

Beckett, C., & Clegg, S. (2007). Qualitative data from a postal questionnaire:
Questioning the presumption of the value of presence. International Journal of
Social Research Methodology, 10(4), 307-317.

Borg & Gall, (2003). Education Research. New York : Allyn and Bacon

Broder, J., Okan, O., Bauer, U., Bruland, D., Schlupp, S., Bollweg, T. M., ... &
Pinheiro, P. (2017). Health literacy in childhood and youth: a systematic
review of definitions and models. BMC public health, 17(1), 1-25.

Campbell, R. I., De Beer, D. J., Barnard, L. J., Booysen, G. J., Truscott, M., Cain,
R., ... & Hague, R. (2007). Design evolution through customer interaction
with functional prototypes. Journal of Engineering Design, 18(6), 617-635.

Conti-Ramsden, G., Durkin, K., Toseeb, U., Botting, N., & Pickles, A. (2018).
Education and employment outcomes of young adults with a history of
developmental language disorder. International journal of Ilanguage &
communication disorders, 53(2), 237-255.

Danarwati, Yant:i Sri. (2013). Manajemen pembelajaran dalam upaya
meningkatkan mutu pendidikan. Jurnal Mimbar Bumi Bengawan 6(13)

Danaswari, R. W. (2013). Pengembangan bahan ajar dalam bentuk media komik
untuk meningkatkan hasil belajar siswa kelas X SMAN 9 Cirebon pada
pokok bahasan ekosistem (Doctoral dissertation, IAIN Syekh Nurjati Cirebon).

Daryanto. (2013). Media Pembelajaran. Y ogyakarta: Gava Media

Dihyah, M. (2021). Pengembangan Media Komik Strip Melalui Aplikasi Ibis Paint X
untuk Pembelajaran Akidah Akhlak (Doctoral dissertation, IAIN Parepare).

Edwards, M., Wood, F., Davies, M., & Edwards, A. (2015). ‘Distributed health
literacy’: longitudinal qualitative analysis of the roles of health literacy
mediators and social networks of people living with a long-term health
condition. Health Expectations, 18(5), 1180-1193.

Engkizar, E., Alfurgan, A., Murniyetti, M., & Muliati, 1. (2018). Behavior and
Factors Causing Plagiarism among Undergraduate Students in
Accomplishing the Coursework on Religion Education Subject. Khalifa:
Journal of Islamic Education, 1(1), 98-
112.http://dx.doi.org/10.24036/kjie.v1il.8.

Elkhaira, I., Engkizar, E., Munawir, K., Arifin, Z., Asril, Z., Syafril, S., & Mathew,
I. B. D. (2020). Seven Student Motivations for Choosing the Department of
Early Childhood Teacher Education in Higher Education. Al-Athfal: Jurnal

Khalifa: Journal of Islamic Education :: Volume 5, Number 2, September 2021/1442
P-ISSN : 2541-6588 ; E-ISSN : 2549-4783

122


http://dx.doi.org/10.24036/kjie.v3i2.27
http://dx.doi.org/10.24036/kjie.v1i1.8

123 | Wildatun Rizka Khoiriyati, Hasda Nami Hararap and Rizky Awaliyah Sinaga
The Using of the Comic Application as Learning Medium
for Islamic Study in Elementary School

Pendidikan Anak, 6(2), 95-108. https://doi.org/10.14421/al-athfal.2020.62-
01

Engkizar, E., Muliati, I., Rahman, R., & Alfurgan, A. (2018). The Importance of
Integrating ICT into Islamic Study Teaching and Learning Process. Khalifa:
Journal of Islamic Education, 1(2), 148-
168.http://dx.doi.org/10.24036/kjie.v1i2.11.

Fahyuni, E. F., & Fauji, 1. (2017). Pengembangan Komik Akidah Akhlak Untuk
Meningkatkan Minat Baca dan Prestasi Belajar Siswa di Sekolah Dasar.
Halaqa: Islamic Education Journal, 1(1), 17-26.

Fanami, M. Anas. (2016). Artikel: Faktor Penghambat Pelaksanaan Gerakan Literasi
Sekolah guna Meningkatkan Minat Baca Warga Sekolah di SMP Negeri 2
Trimurjo.

Faridatunnadiroh, 1. (2021). Pengembangan Modul IPS Terpadu Terintegrasi Nilai
Keislaman Pada Materi Manusia, Tempat, dan Lingkungan di MTs Al-Kholily
Ma'unah Sari (Doctoral dissertation, IAIN Ponorogo).

Fauzi. H, Handika. Y, Melani. (2018). Perancangan Aplikasi Komik Hadist
Berbasis Multimedia. Jurnal Teknologi Informasi, 2(2), 113

Fugard, A. J., & Potts, H. W. (2015). Supporting thinking on sample sizes for
thematic analyses: a quantitative tool. International Journal of Social Research
Methodology, 18(6), 669-684.

Gafindha, S. (2020). Pengaruh Model Contextual Teaching and Learning (Ctl)
Terhadap Hasil Belajar Siswa Pada Materi Kesetimbangan Kimia (Doctoral
Dissertation, Universitas Islam Negeri Sultan Syarif Kasim Riau).

Goodyear, V. A., Casey, A., & Quennerstedt, M. (2018). Social media as a tool for
generating sustained and in-depth insights into sport and exercise
practitioners’ ongoing practices. Qualitative Research in Sport, Exercise and
Health, 10(1), 1-16.

Graham, S. (2011). Comics in the Classroom: Something to be Taken Seriously.
Language Education in Asia, 2(1), 92—102.

Hadi, W. S., & Dwijayanti, P. (2015). Pengembangan Komik Fisika Berbasis
Android sebagai Suplemen Pokok Bahasan Radioaktivitas untuk Sekolah
Menengah Atas. Unnes Physics Education Journal, 4(2), 15-24.

Haka, N. B., & Suhanda. (2018). Android Untuk Peserta Didik Kelas XI Ditingkat
SMA / MA. Jurnal of Biology Education, 1(1), 1-15.

Hamidah, Q. G., Fadhilah, S. S., & Adi, B. W. (2019). The Development of
Thematic Integrative Based Learning Material for Fifth Grade Elementary
School. International Journal of Educational Research Review, 4(1), 8-14.

Hanemann, U. (2015). Lifelong literacy: Some trends and issues in conceptualising
and operationalising literacy from a lifelong learning
perspective. International review of education, 61(3), 295-326.

Hayati, N. A. J. H. & E. (1967). Media Pembelajaran Bahasa dan Sastra Indonesia
dan Teknologi Informasi. In Angewandte Chemie International Edition, 6(11),
951-952.

Hidayatullah, A. (2018). Digital learning. UM Surabaya Publishing.

Hillgren, P. A., Seravalli, A., & Emilson, A. (2011). Prototyping and
infrastructuring in design for social innovation. CoDesign, 7(3-4), 169-183.

Khalifa: Journal of Islamic Education :: Volume 5, Number 2, September 2021/1442
P-ISSN : 2541-6588 ; E-ISSN : 2549-4783


https://doi.org/10.14421/al-athfal.2020.62-01
https://doi.org/10.14421/al-athfal.2020.62-01
http://dx.doi.org/10.24036/kjie.v1i2.11

Wildatun Rizka Khoiriyati, Hasda Nami Hararap and Rizky Awaliyah Sinaga
The Using of the Comic Application as Learning Medium
for Islamic Study in Elementary School

Hopfenbeck, Therese N., et al. (2018). Lessons learned from PISA: A systematic
review of peer-reviewed articles on the programme for international student
assessment. Scandinavian Journal of Educational Research 62(3): 333-353.

Ibrahim, G.A. dkk. (2017). Peta Jalan Gerakan Literasi Nasional. Jakarta:
Kemendikbud.

Ikhwani, Ns Dina Alfiana, and M. Kep. Strategi Pembelajaran Efektif Masa Pandemi
Covid-19. Media Sains Indonesia, 2021.

Jones, C. (2017). Spatial economy and the geography of functional economic
areas. Environment and Planning B: Urban Analytics and City Science, 44(3), 486-
503.

Jalinus, Nizwardi. (2016). Media dan Sumber Pembelajaran. Jakarta : Kencana

Karmawati. (2007). Penggunaan Komik dalam Pembelajaran Matematika. Jurnal
Hunafa, 4(2), 121—128.

Kasmar, I. F., Amnda, V., Mutathahirin, M., Maulida, A., Sari, W. W., Putra, S.,
... & Engkizar, E. (2019). The Concepts of Mudarris, Mu'allim, Murabbi,
Mursyid, Muaddib in Islamic Education. Khalifa Journal of Islamic Education,
3(2), 107-125.http://dx.doi.org/10.24036/kjie.v3i2.26.

Kharizmi, M. (2015). Kesulitan siswa sekolah dasar dalam meningkatkan
kemampuan literasi. Jurnal Pendidikan Dasar (JUPENDAS), 2(2).

Khoiruddin, H., & Kustiani, A. W. (2020). Manajemen Pembelajaran Tahsin Al-
Quran Berbasis Metode Tilawati. Jurnal Isema: Islamic Educational
Management, 5(1), 55-68.

Khotimah, Khusnul, and Cholis Sa’dijah. (2018). Pelaksanaan Gerakan Literasi
Sekolah. Jurnal Pendidikan: Teori, Penelitian, dan Pengembangan 3(11): 1488-
1498.

Langer, J. A. (2015). Envisioning knowledge: Building literacy in the academic disciplines.
Teachers College Press.

Laurie, R., Nonoyama-Tarumi, Y., Mckeown, R., & Hopkins, C. (2016).
Contributions of education for sustainable development (ESD) to quality
education: A synthesis of research. Journal of Education for Sustainable
development, 10(2), 226-242.

Lei, L., & Zhang, Y. (2018). Lack of improvement in scientific integrity: An
analysis of WoS retractions by Chinese researchers (1997-2016). Science and
Engineering Ethics, 24(5), 1409-1420.

Leu, D. J., Kinzer, C. K., Coiro, J., Castek, J., & Henry, L. A. (2018). New
literacies: A dual-level theory of the changing nature of literacy, instruction,
and assessment. In Theoretical models and processes of literacy (pp. 319-346).
Routledge.

Long, H. (2014). An empirical review of research methodologies and methods in
creativity studies (2003-2012). Creativity Research Journal, 26(4), 427-438.

Lopez, A. (2017). Back to the drawing board: Making comics, making media
literacy. In International Handbook of Media Literacy Education (pp. 274-288).
Routledge.

Lubis, M. R., Susanti, E., Wirapraja, A., Siregar, M. N. H., Simarmata, J.,
Fadhillah, Y., ... & Muttaqin, M. (2020). Pengenalan Teknologi Informasi.
Yayasan Kita Menulis.

Khalifa: Journal of Islamic Education :: Volume 5, Number 2, September 2021/1442
P-ISSN : 2541-6588 ; E-ISSN : 2549-4783

124


http://dx.doi.org/10.24036/kjie.v3i2.26

125

Wildatun Rizka Khoiriyati, Hasda Nami Hararap and Rizky Awaliyah Sinaga
The Using of the Comic Application as Learning Medium
for Islamic Study in Elementary School

Lusardi, A., & Mitchell, O. S. (2014). The economic importance of financial
literacy: Theory and evidence. Journal of economic literature, 52(1), 5-44.

Mahfud, Rois. 2011. Al- Islam Pendidikan Agama Islam. Penerbit: Erlangga

Mahmudi, Wafiq, and Reno Fernandes. (2021). Adaptasi Siswa Tehadap Pola
Pembelajaran Daring pada Masa Pandemi Covid-19 di SMAN 1
Solok. Jurnal Perspektif: Jurnal Kajian Sosiologi dan Pendidikan 4(3)

Manalu, M. A., Hartono, Y., & Aisyah, N. (2017). Pengembangan Media Komik
Matematika Berbasis Nilai Karakter pada Materi Trigonometri di Kelas X
SMA Negeri 1 Indralaya Utara. Jurnal Elemen, 3(1), 35—48.

Manchester, Ashley. (2017). Teaching Critical Looking: Pedagogical Approaches to
Using Comics as Queer Theory. University of Florida. SANE journal:
Sequential Art Narrative in Education. Vol. 2: Iss 2, Article 2.

Maulidya, Siti. 2017. Hubungan Antara Gerakan Literasi Sekolah Dan Kemahiran
Membaca Pemahaman Siswa Kelas X Sekolah Menengah Atas Negeri 2
Tanjungpinang Tahun 2016/2017.

Monks, A. (2010). Adapted PBL practical exercises: Dbenefits for
apprentices. Journal of Vocational Education and Training, 62(4), 455-466.
Mouloudi, A., Morizet-Mahoudeaux, P., & Valentin, A. (2011). RAMSES: A
method for the design process of interactive information systems. Intl.

Journal of Human—Computer Interaction, 27(2), 107-130.

Munadi, Yudhi. (2008). Media Pembelajaran Sebuah Pendekatan Baru. Jakarta: Gaung
Persada Press.

Nayal, A., Jomaa, H., & Awad, M. (2017). KerMinSVM for imbalanced datasets
with a case study on arabic comics classification. Engineering Applications of
Artificial Intelligence, 59, 159-169.

Nisak, N. M., Arifin, M. B. U. B,, Fahyuni, E. F., & Rahmawati, I. M. (2021). The
Development of Comic Formatted Figh Textbook for Islamic Elementary
School. European Journal of Education Studies, 8(1).

Nugraha, Dipa, dan Octavianah, Dian. (2020). Diskursus Literasi Abad 21 Di
Indonesia. JPE (Jurnal Pendidikan Edutama) Volume. 7 Nomor. 1.

Nurfadilla, Amilda. (2020). Upaya Meningkatkan Minat Membaca Pada Anak Usia 5-6
Tahun Melalui Metode Bercerita Dengan Media Buku Cerita Bergambar Di Tk
Pertiwi I Kota Jambi. Diss. Universitas Jambi.

Novebri, N., & Dewi, S. (2020). Correlation between Students’s Ability to
Memorize the Qur’an and Students’ Learning Achievement at Islamic
Boarding Schools in Indonesia. Khalifa: Journal of Islamic Education, 4(2), 118-
141. http://dx.doi.org/10.24036/kjie.v4i2.51.

Nurwahidin, N. Q. M., & Al-Asyhar, T. (2019). Children’s Self Acceptance Raised
by Single Mother: Analysis Study in Moslem Family. Khalifa: Journal of
Islamic Education, 3(2), 90-106. http://dx.doi.org/10.24036/kjie.v3i2.25.

Nurhidayati, R. 2016. “Pengembangan Komik Akuntansi Sebagai Media
Pembelajaran Akuntansi Pada Materi Transaksi Perusahaan Dagang Untuk
Siswa Kelas XII IPS SMA Negeri 1 Sedayu Tahun Ajaran 2015/2016”
Skripsi. Yohyakarta: Universitas Negeri Yogyakarta

Khalifa: Journal of Islamic Education :: Volume 5, Number 2, September 2021/1442
P-ISSN : 2541-6588 ; E-ISSN : 2549-4783


http://dx.doi.org/10.24036/kjie.v4i2.51
http://dx.doi.org/10.24036/kjie.v3i2.25

Wildatun Rizka Khoiriyati, Hasda Nami Hararap and Rizky Awaliyah Sinaga
The Using of the Comic Application as Learning Medium
for Islamic Study in Elementary School

Pargito, P. (2021). Development of assessment instruments based on higher order
thinking skills in thematic learning. the internasional journal social sciences
world, 3(1), 165-175.

Peraturan Menteri Pendidikan dan Kebudayaan No. 23 Tahun 2015

Permatasari, Ane. (2015). Membangun kualitas bangsa dengan budaya literasi: 146-
156

Phellas, C. N., Bloch, A., & Seale, C. (2011). Structured methods: interviews,
questionnaires and observation. Researching society and culture, 3(1), 23-32.

Pramesti, Iswari Anggit. (2021). Faktor yang Memengaruhi Minat dan Cara
Membaca Masyarakat Indonesia di Era Digital, serta Dampaknya Pada
Bisnis Media Cetak. Titian: Jurnal Ilmu Humaniora 5(1): 117-131.

Praptiwi, U. S., Yulianto, A., & Ellianawati, E. (2021). The Effectiveness of
Integrated Comic Electronic Media Islamic Values on Students' Creative
Thinking Ability. Jurnal Penelitian Pendidikan IPA, 7(Speciallssue), 345-350.

Praptiwi, U. S., Yulianto, A., & Ellianawati, E. (2021). The Potential of Electronic
Media Integrated Islamic Values on Students' Motivation and Creative
Thinking Ability. Unnes Science Education Journal, 10(1), 49-58.

Putra, A. E., Rukun, K., Irfan, D., Engkizar, E., Wirdati, W., Munawir, K., Usmi,
F., & @Ramli, A. J. (2020). Designing and Developing Artificial
Intelligence Applications Troubleshooting Computers as Learning Aids.
Asian Social Science and Humanities Research Journal (ASHREJ), 2(1), 38-44.
https://doi.org/10.37698/ashrej.v2il.22.

Putri, I. C., Damri, D., Engkizar, E., Asril, Z., & Efendi, E. (2020). The Use of
Android Game to Improve Impaired Hearing Student Vocabulary Mastery.
Journal of Research and Educational Research Evaluation, 9(2), 85-93.
https://doi.org/10.15294/jere.v912.44744.

Qutub, S. (2011). Sumber-Sumber Ilmu Pengetahuan Dalam Al Qur’an Dan
Hadits. Humaniora, 2(2), 1339-1350.

Rahmawati, R. (2020). Pemanfaatan Bahan Ajar Pendidikan Agama Islam Berbasis
Model Experiential Learning terhadap Hasil Belajar Peserta Didik di SD
Inpres Kampung Mejang Kabupaten Gowa (Doctoral dissertation, Universitas
Islam Negeri Alauddin Makassar).

Ramadani, F., & Rajagukguk, J. (2020, March). The design of video technology
based on scientific experimental for geometrical optics subject as ict
implementation. In Journal of Physics: Conference Series (Vol. 1485, No. 1, p.
012040). IOP Publishing.

Ratnawati, D., Abidin, A. Z., & Zulfikar, E. (2020). Problematika Pembelajaran
Al-Qur'an Di Era Industri Dalam Konteks Indonesia. Potensia: Jurnal
Kependidikan Islam, 6 (1), 72-92.

Renaningtias, N., & Apriliani, D. (2021). Penerapan Metode Prototype Pada
Pengembangan Sistem Informasi Tugas Akhir Mahasiswa. Rekursif: Jurnal
Informatika, 9(1).

Rifai, A., Adha, M. M., Hartino, A. T., Ulpa, E. P., & Supriyono, S. (2021).
Pengembangan Literasi Digital Aplikasi Civication (Civic Application)
Meningkatkan Civic Competence Siswa di Era Adaptasi Kebiasaan Baru.

Khalifa: Journal of Islamic Education :: Volume 5, Number 2, September 2021/1442
P-ISSN : 2541-6588 ; E-ISSN : 2549-4783

126


https://doi.org/10.37698/ashrej.v2i1.22
https://doi.org/10.15294/jere.v9i2.44744.

127 | Wildatun Rizka Khoiriyati, Hasda Nami Hararap and Rizky Awaliyah Sinaga
The Using of the Comic Application as Learning Medium
for Islamic Study in Elementary School

Rostami-Nasab, A. A., Tajedini, O., & Sadatmoosavi, A. (2016). Examination of
the “Theory of Guidance” in the View of ‘Ali ibn Abi Talib (a): An
Exploration into the Nahj Al-Balaghah. Journal of Research on Christian
Education, 25(2), 203-220.

Rusmono dan Muhammad Igbal Al-Ghozali. (2019). Pengaruh Media Cerita
Bergambar Berbasis Literasi Membaca Terhadap Hasil Belajar Siswa
Sekolah Dasar. Jurnal Teknologi Pendidikan, 21(3), 269-280

Saodah, S., Pratiwi, A. R., Pratiwi, S. A., & Halimah, S. (2020). Pengunaan Media
dalam Pembelajaran PKn SD. PANDAWA, 2(3), 386-395.

Saputra, D. H., Sutiksno, D. U., Kusuma, A. H. P., Romindo, R., Wahyuni, D.,
Purnomo, A., & Simarmata, J. (2020). Digital Marketing: Komunikasi
Bisnis Menjadi Lebih Mudah. Yayasan Kita Menulis.

Sari, Ni Ayu Md. Yulina, dkk. (2018). Hubungan yang signifikan antara kemampuan
literasi dengan kompetensi inti pengetahuan bahasa Indonesia siswa kelas V SD
Gugus Letkol Wisnu Denpasar Utara Tahun Pelajaran 2017/2018. Indonesian
Journal of Educational Research and Review, 1(2).

Shliakhovchuk, E. (2021). After cultural literacy: new models of intercultural
competency for life and work in a VUCA world. Educational Review, 73(2),
229-250.

Suherman, S., A. Zafirah, F. A. Agusti, R. P. Sandra, Engkizar, Engkizar., Efendi,
Efendi. (2021). "Encouraging Students’ Active Learning Activities through
the Implementation of MASTER Learning Model Based on Mind Mapping
Techniques." In Journal of Physics: Conference Series, vol. 1940, no. 1, p.
012094. I0OP Publishing. https://doi.org/10.1088/1742-
6596/1940/1/012094.

Syafril, S., Latifah, S., Engkizar, E., Damri, D., Asril, Z., & Yaumas, N. E. (2021,
February). Hybrid learning on problem-solving abiities in physics learning:
A literature review. In Journal of Physics: Conference Series (Vol. 1796, No. 1,
p. 012021). I0P Publishing. https://doi.org/10.1088/1742-
6596/1796/1/012021.

Syafril, S., Latifah, S., Engkizar, E., Damri, D., Asril, Z., & Yaumas, N. E. (2021,
February). Hybrid learning on problem-solving abiities in physics learning:
A literature review. In Journal of Physics: Conference Series (Vol. 1796, No. 1,
p. 012021). IOP Publishing.

Syafril, S., Yaumas, N. E., Engkizar, E., Jaafar, A., & Arifin, Z. (2021). Sustainable
Development: Learning the Quran Using the Tartil Method. Al-Ta lim
Journal, 28(1), 1-8.

Sa'diyah, I., Kristi, R. A., & Tazkiyah, 1. (2021, November). Korelasi Antara
Aplikasi Komiku dan Wattpad dengan Minat Baca Masyarakat saat
Pandemik. In Prosiding Seminar Nasional Informatika Bela Negara (Vol. 2, pp.
17-22).

Setia, R. (2015). Rancangan Bangun Multimedia Pembelajaran Dengan Berbantu
Metode Explicit Instruction. Universitas Pendidikan Indonesia, 53(9), 1689—
1699.

Khalifa: Journal of Islamic Education :: Volume 5, Number 2, September 2021/1442
P-ISSN : 2541-6588 ; E-ISSN : 2549-4783


https://doi.org/10.1088/1742-6596/1940/1/012094
https://doi.org/10.1088/1742-6596/1940/1/012094
https://doi.org/10.1088/1742-6596/1796/1/012021
https://doi.org/10.1088/1742-6596/1796/1/012021

Wildatun Rizka Khoiriyati, Hasda Nami Hararap and Rizky Awaliyah Sinaga
The Using of the Comic Application as Learning Medium
for Islamic Study in Elementary School

Shofiyyatuzzahro, B. (2021). Penggunaan Gadget Sebagai Upaya Peningkatan
Motivasi Dan Hasil Belajar IPS Terpadu Masa Pandemi Covid-19 (Doctoral
dissertation, IAIN Ponorogo).

Siahaan, M. (2020). Dampak Pandemi Covid-19 Terhadap Dunia Pendidikan.
Jurnal Kajian Ilmiah (JKI).1(1), 2-4

Sijabat, S. (2021). Manajemen Pembelajaran Tilawah Al-Quran Dalam
Peningkatan Kemampuan Membaca A 1-Quran Siswa Di SMP IT Ibnu
Halim (Doctoral dissertation, UMSU).

Subair, M. (2017). Ekspresi Literasi Petuah Bijak Daerah Siswa Man 1 Bone Dan
Mas Al-Junaediyah Biru Bone. A/-Qalam, 23(2)

Subroto, FErlanda Nathasia, Abd. Qohar., Dwiyana. (2020). Efektivitas
Pemanfaatan komik sebagai Media Pembelajaran Matematika. Jurnal
Pendidikan, 5(2), 135-141

Suhartini. (2017). Aplikasi Alat Bantu Belajar Bahasa Inggris Sekolah Dasar
Menggunakan Adobe Flash Cs.6. Jurnal Sistem Informasi Dan Komputererisasi
Akuntansi (Jsk). 1(1),75-79

Suhono, S., & Sari, D. A. (2020). Developing Students’ Worksheet Based
Educational Comic for Eleventh Grade of Vocational High School
Agriculture. Anglophile Journal, 1(1), 29-40.

Sukma, A. P., Nugroho, W. B., & Zuryani, N. (2019). Digitalisasi Al-Quran:
Meninjau Batasan Antara yang Sakral dan yang Profan pada Aplikasi
Muslim Pro. Jurnal Iimiah Sosiologi (Sorot), 1(1).

Sumiharsono, Rudy ddk, (2017) Media Pembelajaran: Buku Bacaan Wajib Dosen, Guru
dan Calon Pendidik, Jawa Timur : CV. Pustaka Abadi

Suprayitno, Totok. (2021, Maret 22). Diakses pada 1 November 2021 dari artikel
ilmiah (https://www.tribunnews.com/nasional/2021/03/22/kemendikbud-
tingkat-literasi-siswa-indonesia-di-peringkat-pisa-masih-rendah)

Suwandi, S. (2017). Literasi abu-abu dalam perpustakaan. IQRA: Jurnal Illmu
Perpustakaan dan Informasi (e-Journal), 11(01), 135-147.

Suwandi., (2017). Literasi abu-abu dalam perpustakaan. Jurnal Igra 11(1)

Syaparuddin, Meldianus, dan Elihami. Strategi pembelajaran aktif dalam
meningkatkan motivasi belajar pkn peserta didik. Mahaguru: Jurnal
Pendidikan Guru Sekolah Dasar 1.1 (2020): 30-41.

Syaodih, Ernawulan, dkk. (2015). Membangun Imajinasi dan Kreativitas Anak Melalui
Literasi. Prosiding Seminar Nasional Pendidikan Dasar SPS UPI. Volume 02.

Tarsupon, Tarsupon. (2021). Learning Al-Islam and Kemuhammadiyahan by
Using Blended Learning in the New Normal at MTs Muhammadiyah
Lubuk Jambi. Ruhama. Islamic Education Journal 4(2): 145-158.

Tomas, L., Evans, N. S., Doyle, T., & Skamp, K. (2019). Are first year students
ready for a flipped classroom? A case for a flipped Ilearning
continuum. International Journal of Educational Technology in Higher
Education, 16(1), 1-22.

Tresnawati. D, Satria. E, Anugerah EY. (2016). Pengembangan Aplikasi Komik
Hadist Berbasis Multimedia. Jurnal Algoritma, 13(1), 100-102

Khalifa: Journal of Islamic Education :: Volume 5, Number 2, September 2021/1442
P-ISSN : 2541-6588 ; E-ISSN : 2549-4783

128


https://www.tribunnews.com/nasional/2021/03/22/kemendikbud-tingkat-literasi-siswa-indonesia-di-peringkat-pisa-masih-rendah
https://www.tribunnews.com/nasional/2021/03/22/kemendikbud-tingkat-literasi-siswa-indonesia-di-peringkat-pisa-masih-rendah

129 | Wildatun Rizka Khoiriyati, Hasda Nami Hararap and Rizky Awaliyah Sinaga
The Using of the Comic Application as Learning Medium
for Islamic Study in Elementary School

Treyani, M. (2017). Mengukur kemampuan literasi informasi siswa Sman 2 tangerang
selatan menggunakan Empowering 8 pada program kelas percepatan (Bachelor's
thesis).

Wahidin, Unang. (2018). Implementasi Literasi Media Dalam Proses Pembelajaran
Pendidikan Agama Islam Dan Budi Pekerti. Edukasi Islami: Jurnal Pendidikan
Islam, 7(2)

Wicaksono, 1., & Budiarso, A. S. (2020). Validity and Practicality of the
Biotechnology Series Learning Model to Concept Mastery and Scientific
Creativity. International Journal of Instruction, 13(3), 157-170.

Widayanti, A., & Muntaha, M. (2018). Islamic web comics as visual aid in teaching
English for islamic secondary school students. Indonesian Journal of Islamic
Literature and Muslim Society, 3(1), 75-90.

Widayanti, A., & Muntaha, M. (2018). Islamic web comics as visual aid in teaching
English for islamic secondary school students. Indonesian Journal of Islamic
Literature and Muslim Society, 3(1), 75-90.

Widyastuti, P. D., Mardiyana, M., & Saputro, D. R. S. (2017). An Instructional
Media Using Comics on the Systems of Linear Equation. International Conference on
Mathematics and Science Education (ISMSce).

Widyawati, A., & Prodjosantoso, A. K. (2015). Pengembangan Media Komik IPA
untuk Meningkatkan Motivasi Belajar dan Karakter Peserta Didik SMP.
Jurnal Inovasi Pendidikan IPA, 1(1), 24-35.

Wiedarti, Pangesti, dkk. (2016). Desain Induk Gerakan Literasi Sekolah. Jakarta:
Direktorat Jenderal Pendidikan Dasar dan Menengah. Kementerian
Pendidikan dan Kebudayaan.

Wijaya, Julius Anino. (2021). Pengembangan Komik Cerita Anak Sebagai Media
Pembelajaran Bahasa Indonesia Untuk Meningkatkan Keterampilan
Menulis Dan Membaca Kelas V. Skripsi. Yogyakarta: Universitas Sanata
Dharma Yogyakarta

Yelland, N. J. (2018). A pedagogy of multiliteracies: young children and
multimodal learning with tablets. British  Journal of Educational
Technology, 49(5), 847-858.

Yuntoto, S. (2015). Pengembangan Aplikasi Android sebagai Media Pembelajaran
Kompetensi Pengoperasian Sistem Pengendali Elektronik pada Siswa Kelas
XI SMKN 2 Pengasih.

Yusnita, Y., Eriyanti, F., Engkizar, E., Anwar, F., Putri, N. E., Arifin, Z., &
Syafril, S. (2018). The Effect of Professional Education and Training for
Teachers (PLPG) in Improving Pedagogic Competence and Teacher
Performance. Tadris: Jurnal Keguruan dan Ilmu Tarbiyah, 3(2), 123-
130.https://doi.org/10.24042/tadris.v3i2.2701.

Zafirah, A., Agusti, F. A., Engkizar, E., Anwar, F., Alvi, A. F., & Ernawati, E.
(2018). Penanaman nilai-nilai karakter terhadap peserta didik Melalui
permainan congkak sebagai media pembelajaran. Jurnal Pendidikan Karakter,
8(1).https://doi.org/10.21831/jpk.v8i1.21678.

Zulfadewina, Z., Sucipto, A., Iba, K., & Zulherman, Z. (2020). Development of
Adobe Flash CS6 Multimedia-Based Learning Media on Science Subjects
Animal Breeding Materials. Jurnal Basicedu, 4(4), 1308-1314.

Khalifa: Journal of Islamic Education :: Volume 5, Number 2, September 2021/1442
P-ISSN : 2541-6588 ; E-ISSN : 2549-4783


https://doi.org/10.24042/tadris.v3i2.2701
https://doi.org/10.21831/jpk.v8i1.21678

