CHAPTER FIVE %\T
L'y

DISCUSSION, RECOMMENDATION AND CONCLUSI&

5.1 Introduction .l\d
[

The final chapter of this research summ s the finding and vides a

A

recommendation to improve the digital comic. mentioned fore\,?this research

determines the usability of a digital comic. Rhen, Secti Cuss e findings from

the study, while section 5.3 explains :anributio

in@‘&ations of the study,

i ,é\é\t{ion 5.5, the avenue for

=9

followed by the study's limitations i(%tion

future research will also be recon%j if o’t‘h

N,
rr eachg&C‘RNant to extend the research.
Hence, this chapter concludes raIIE dy regardi e objectives, findings, research
|
conclusion, and recomm s for f'ubrjyy 0’

.. N
5.2  Key Findi Nhe u@g : C-g"
ng) s
n-) i

@D

Y 1o
521 Sﬁﬁe‘(ramework for loping digital comic of Form 5 Al-Quran and

Sung\ducaﬁon subject
o identify suitable framework for developing digital comic, the researcher used

literature review. Based on the study obtained, the researcher has chosen a theoretical

/i
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framework proposed by Ekram & Zaffwan (2016) based on the combinatio&gzognitive
Theory of Multimedia Learning Mayer (2001), A.D.D.l.E model, E&c)d's (1993)
Principle of Comic and Flipbook pro to develop digital comic of For,Q Five Al-Quran and
Al-Sunnah Education subject. \,

This theoretical framework is parallel with the pr, vicR'sEdy by Abdul Murad

(2013). He developed a theoretical framework to prod ita co@elling based

@
on the subject of Malay Language for Special Neet{%asses He ad eij t .D.D.ILE

model supported by John Dewey's Constructivist ry co’c ts oOf M@tery Learning

(1933) and Thematical Approach. Besides %ztu kr@ Zaffran (2016)

developed a theoretical framework and &@ogy for veI@‘ent of motion comics

on the subject of History, which is cﬁs:i on th\touﬁin ign~of Cognitive Theory of
N

Multimedia Learning Mayer (2 ?Iouds (1993) Principle of

Comic and Infinite Canvas bv@

Moreover, Kristi rda u) @Sw a theoretical framework and
methodology for th@ pm@ erac comic media for Mathematics subject
focusing on fracti material ;s %@ which referred to the adoption of Jerome
Bruner's (196 iscovery/Learning, gearch and Development (R & D) and Sugiyono's

AES

N}
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5.2.2 Steps to develop the digital comic of Form 5 Al-Quran and Sunrh\wwon
Subject _{')

The availability of innovative learning media in schools was stilblimited, especially
in the subject of the PQS. Therefore, the development of digital w media on the topic
of Pengajian Hadith for Form 5 Ibnu Rusyd students of S mn 'in this research was
suitable for use in learning by following the A.D.D.I.%r cedur Pe A.D.D.ILE
model used was a learning model that can improve s t learnin tqoxée,%ahyadi,

2019; Ulum et al., 2020). A.D.D.L.E has fiv S c@' of a@'ysis, design,
br 3

development, implementation, and evaluati into@ee stages. These
&

phases were explained as follows. \ O
. NS ) .
The analysis phase include al s I Qof needs, which includes

& e,

identified problems, students’ and lyz (Tigiﬁomic maker tools, such as

hardware and software ap Iicwﬁ!. Thi planming o@’gital comic media on the design
{ [ \?
m ﬂﬁj

phase was started from determining thg” al‘dQ/,e oped in a digital comic designed by

drawing and sketchiw mic ‘nanu ly first=This was followed with an image scanned
h

N

process, continueehstf e pracess }J c d comic using Adobe Photoshop. It was then
. @,
lipb
4

digitized usi k pro p@ation and lastly designed the questionnaire for
4

students. The development phase('j the realization stage of the design phase.
S

development phase was carried out in several stages such as making the media

applications that was finally joined into digital, making the interface, testing
bs

s to test whether the application will run properly and get the validation made by

media expert and teacher to get input, suggestions and revision for improving the digital
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comic. After the validation was done, the implementation phase was carriKWthrough
the WhatsApp group of among 33 Form 5 Ibnu Rusyd students of SM %san during
their online learning to test the usability of the digital comic to meet yser needs. Lastly, the
evaluation phase was carried out to improve the result of the_dey€lopment product.
Improvements are made starting from the development hayﬁsed on criticism and

l

suggestions from experts and improvements from thegimple entWase based on
a3
criticism and suggestions from students' rESponse5£ ’ c}
However, various studies used the A.D.D.I del tordevel dlgrtg-} comics. For
example, based on a previous study, Kadek & Citr 20%* \Iopeggammg media on

socio-cultural diversity in digital coml\ganodel SQA D.D.L.E (Analyse,

Design, Development, Implementa on,, Evalu %10 /};\Moreover research by
Adnyani et al. (2021) applied t rch dd elop (R&D) method using the
ADDIE development model e Rﬁ{t/a - (1) Analyse, (2) Design, (3)
Development, (4) Imple Qb'and‘jj;);ﬁ ati Tegeh & Kirna, 2013).

Furthermore, Nal (40

A.D.D.I.E model ng |ve

%”

d th elopment research method through the
&

mn&)@s, planning, development, implementation,

and evaluatio rch@nly in the development stage because the goal

isonly to wdrmd based efcom:pproducts Moreover, a study by Bonita et al. (2020)
m§

\,
used tl\ od of developing a'rgltal comic learning media using the A.D.D.I.E method
, De3|gn, Development, Implementation, and Evaluation) for APHP (1st grade

tudent in Agribusiness Processing of Agricultural Products Major) SMKN 1 Sukaluyu.
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Therefore, the data from the implementation of digital comic media in onIin@ isin

the form of descriptive-qualitative data. (')
Moreover, a study by Neni et al. (2020) explored how the ﬁty of science

comics is developed in fourth grade science learning about aniﬂw‘?:rsity. This study

used the research and development method based on the E‘FE development model

(Analysis, Design, Development, Implementation, and ti n).wing indicates
that the science comics are feasible and can be use@dents ale n,ng @Jction.
‘T

5.2.3 Validation of the Digital Comic OEW 5 A?!‘Qur and:éhnnah Education

—\
The development of dlg a (ﬂ Sb@valldated by experts and

students. The findings revealed an N 27\*&§r/medla expert and considered

suitable to be used as Ieatlng aedla folthe AI -Quran and Sunnah Education
T\:& 1g1taléfmc showed the mean score of 4.93

he s@nt s mean score of 4.39 highlight positive

subject

subject. The teacher’s Vahd on

indicating strongly é@e

responses that th&gents gree
)hat t@é‘ digital comic can be used as an alternative for

of the PQ @Itp b

teacher ract the student's a@ﬁon and motivation in learning this subject.

thts:ﬁlqltal comic can used to facilitate their learning

“8\,

d on the data analysis and discussion above, it can be concluded that digital
Q eveloped was suitable to be used in PQS learning. This can be seen from the
assessment results by media experts and teachers who showed that digital comics are good,

168



deserve to be tested and used in the PQS learning process. Furthermore, badeWudent
responses in questionnaires, digital comics received positive responses @dent&

This result is consistent with a previous study by Promono (2 whereby it shows
that the digital comic based on the assessment of media experts oﬁ?iw&:m average rating
of 4.42. Based on the conversion guidelines Sukardjo (2012 9%7&15 an average value of
4.42, which falls in the category of "Strongly Feasib ea wh le, student responses
towards the digital comic as a media learning got yge rating o 2 fE%X an ideal
score of 5. Therefore, it proved that students were intétested tode brﬁlsmpﬂng a digital
comic.

Besides that, prior studies from g@sana et ak )@wd that the feasibility
test on the use of digital comic med talned \I‘ej 'évaluatlon media experts
93.6%, linguists 100%, material and ract|£|§rs 84.5%. Besides that, the
results of limited trials showea@ p‘%{ dents by 85.20%. Therefore, the
results of this study con at PB bas ’d &, comics are appropriate for use in

accounting Iearnlng

The resul Iso upp y Ve(D—Iendra & Donaya Pasha (2021), who found
the percentag fdation testidesign éperts and material experts based on digital comic
develope 667% a 83’571‘3@- his shows that the media developed is suitable for

use as rn media.
other noteworthy finding by Ni Kadek & Citra Wibawa (2021) proved that the
Qe validity score of digital comic media obtained from material experts is 4.80, while

teachers have an average validation score of 5.7 with very good qualifications. Based on
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the results of this analysis, it can be said that digital comic media developed @pic of
socio-cultural diversity are declared valid and suitable for use in student egwg.

The next finding indicates that the science comics are feasi nd can be used by
students as a learning instruction. The result is parallel withygresearch that has been
conducted by Neni Hermita et al. (2021). Finally, based on Wta obtained from the

results of media validation on the display aspect, the total %ating score is
3.3, which falls in the "Valid" validity category. % ' ’C}Y‘
Additionally, this finding also supports Bonita, Firdiana’ (2020) thqt- the average
\nts W@&l?%, falling in
atu@f online learning and

A

percentage of eligibility of digital comics fro tu ntr,

the category of "very feasible.” Thus, n he imp

interviews, students are interested |n |g|ta &

Therefore, these findings ort he results @u('?nented by Saputri & Qohar
(2020), who obtained from @ tlonnalre result sheets with a
percentage of 91%, whic \A%j l'c ory. Therefore, based on the result,
it can be said that th rch sful oduced a valid, practical and effective
learning media. . (')(SQ

Dlglt i€s in ear in ca so raise student interest and participation in

N

learning sz ey are suita I to bQ'used as learning media (Harismawan, 2020). Digital
e chosen because th\f have advantages that are worthy of being used as a

comrc
| edlum. First, digital comics can place human faces or funny characters on certain
s through written and visual interactions, thereby creating emotional relationships

between students and various characters in the comic story. Second, digital comics can be
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applied to all subjects. Third, digital comics can attract students' attention reg{@f age.
Fourth, the content of digital comics is colorful, using a writing st&@ IS not as
complicated as the book (Hao et al., 2020; Kanti et al., 2018).

Referring to the results, discussion and previous researchqdwgzt was concluded

that the digital comic developed for the PQS subject on enRzﬁHadith was declared

valid and suitable to support online learning in the digi 0 th@aw pandemic.
e

This is evidenced by the positive response of the medi ert valitlatio e'sulta\)&{ﬁ amean
A

score of 3.27, the mean score of the teacher is 4. nd 489'm scote- of student's
N

o,
N

5.3  Contributions and Implicati@jf The \y? ,{\
N
()
rcher w

w} ]
The digital comic develaK the r v ﬁ&d to measure the usability of

cce he @ents were Form 5 Ibnu Rusyd
|

digital comics on students' a ic s

e

&

students of SMA Al-lhsan, the'les

Hadith." The studen@re

online learning, \@Me
digital comi Opl‘g Pe arl@adlth developed was suitable as a learning medium
{s& b4
n

usyd students, v&ﬁ;can be applied especially during the online learning

8subject, and the topic was "Pengajian

stion@s after using digital comics during their

<k

N
sult F'arﬁlg{ed using SPSS. Regarding the discussion, a

for Form

proc:\@his 2020-2021 pandemic year with more interesting and enjoyable way.

he contributions from the study are believed to help Form 5 Ibnu Rusyd students

QA Al-lhsan learn the PQS subject on the topic Pengajian Hadith with more

interaction, relaxation, and fun. Therefore, this digital comic is different from the digital
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comic developed previously because no one has developed a digital comib\mn the
PQS textbook. In the study of Ilhan (2016), there are similar findings, %at students
want the comics to be used in courses where they have learning difficulties or do not find
fun. Hence, the digital comic is suitable for this course as a mediaJearning.

With Covid-19, the duration of children's playing thed to change, where

l

they started to spend more time at home during the dist uc tiow. In the study,

e
the participants stated that they started to play more atshome. Anothe tL'dy ggﬁlart and
S
Ui

Kesicioglu (2020) showed similar results. Their st entioned t child{cn play more
Y

\o, tbégatements of the

®)

udents who spend more

and different types of games with their parents

participants signal the change in studen &s)

With distance education, the \@ysof

time at home have differed, cor%o théir formal e?gg%‘lion. To increase academic
\n in Objectives

achievement, which is one

=
‘g

a|,
education are recomme : oreov‘g, le gjn&‘&ring this pandemic, teachers and

ust cér'nunicate with a remote system, making

— N |

it difficult for st Gstho nde d th&)@terlal provided by the teacher, especially
’

material on P@S subjects.! Mdst of th@QS subject topics are difficult for students to

| z <
understani t an obj thét canzbe seen directly.
his

o)
udy offers digital comic as an alternative teaching material to assist teachers

\5&9 and learning activities via conventional or online. The content of this digital

omiC media that has colorful cartoon images that can help to attract the students to read

and understand the topic easily. The use of media in the learning process can motivate
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student interest in improving student learning outcomes (Fitri et al., 2014, Kgdayah &
Ulva, 2017; Y. F. Hidayah et al., 2018). According to (Nafis 2016; Sukm g@ al., 2017),
digital comic media increased motivation, cognitive learning ouv_es, and effective
learning outcomes. \,

This digital comic can help students understand the pmented as they can see

the storyline of the content. Therefore, learning will be ffecti%arning just by

]
reading books. Moreover, this digital comic intended toshelp the visual arfergt)ﬁ%ugh the
: -
e

n of the feaders (Mqvicker,2018).
Y/

s,\e‘thos%ﬂ; were born at a
I n@é was just starting to

use of visual literacy as visual images attract the att

The Z-generation, or those born in the early 20

period when technology was expandin@kl

emerge and grow in popularity. For Zq%ration \wgr ,aé&ecome two realms of the

world, namely the real world and%.lal v@o d usilazg‘f?\et al., 2021).

By using this digital % a rﬁg closely monitoring students are
the best options for takir%) : Wish g\J‘n({j@of easy access to information and
the neration, digital comic can be the right

&

@earning process and digital technology for

<
<)
>

=

J2

platform to brld%Ewlgl | di
this Z genera% DO)
? {
T w the dev: pn‘ent of-learning media is expected to be able to provide a

&’

varietysf learning resources for Students and increase motivation in learning PQS subjects
u Covid-19 pandemic. One of the learning media that can be used to motivate
tudents is learning media in the form of digital comics. In addition to that, another

convenience of digital comics is the ease of access, because they can be read online via
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cellphone or tablet anytime and anywhere, can be stored easily, and can be Ktz various
media sources (Hadhinoto & Oktavianti, 2020). (')

However, using this media can increase students' interest i rning because the
material in this media is packaged into a story. This media also*has different advantages
from other media, such as moving backgrounds and intere inmcters that have never
been encountered in previous media. Referring to the r usin rA hat utilize the

technology, teachers as educators are expected to{j&to develop arrm@;&dm that

utilize technology to create interesting, fun Iearnlng easi r dent?to learn. The

use of digital comics in online mdependent@ g r@f n provﬁbe effective in

improving student learning outcomes. C) 6‘
A,
A
o S
5.4 Limitation of The Study 43—
A
With this nowadays, |on 'was d ed within the scope of online

N

learning due to the Covid- nde i¢’ ng, (JQ(;re are some limitations in this study.

@,

The first is that the @mr e!nnot 0 the@ervaﬂon to conduct field research, so it

becomes an obs c\ﬁ)r rz ?’e ¢0)('(mplement this study face-to-face with the

/3

students. Be C|UE|‘I ?s pl ('ée in this study is too minor, in which only one
class of greup “eonsists of 24 stud@ participated. Ideally, this study generally needs a

blgg; Ie size by adding another participant group of classes to improve the level of

S

. Besides, if the sample size is larger than 30, it is most appropriate for the study.
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5.5  Suggestions for Future Research \i

Hence, several recommendations were provided for future reseg@st, a larger
sample can be included for secondary school students in developwdgital comics to
increase the level of accuracy of the study. This can be a necessity ture research to be
able to expand again in taking samples. Y. '

Further research can be developed using diffe meth derehensively

collect data, such as the ANNOVA model, Ber

& Maore QQO@eI, etc.

Considering this, it is necessary to make a co

siv% r euaﬁéting various

educational applications to develop digital %3 edﬂ'?atlo é\
X
Besides that, further research caM er featurgs such @nimations and sound
accompanied by interactive pictures ple t uést students' attention in this
& o
digital comic to make reading K eas'y\_{%lﬂerst This is parallel with digital
'ng ries t ontain messages that are easy to

d
comics that have a simple nat esen
N
digest. \.' '3 &

5.6 Conclusi

N
Thigfchapter cogclude/that th&esearcher was referred a theoretical framework

propose&&kram & Zaffwan ,@1’6) based on the combination of Cognitive Theory of
Ml@ Learning Mayer (2001), A.D.D..LE model, McCloud's (1993) Principle of
ic and Infinite Canvas by McCloud (2000) to develop digital comic of Form Five

C
AlQuran and Al-Sunnah Education subject. Moreover, to develop the digital comic the
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researcher was used A.D.D.l.E model procedure which consisted analysis&%, design

phase, development phase, implementation phase and evaluation phase. Sls@ult showed

that the usability of digital comic based on the student responses to s the digital comic
obtained a mean score of 4.15 out of 5.00 which is concluded thexdigital comic developed
for the PQS subject on Pengajian Hadith has been valida mtable to facilitate the

online learning activities in the physical classroom eciall (!uri pandemic or

natural disaster. ' :53'
é s b4

176



