CHAPTER TWO \i
LITERATURE REVIEW *

2.1 Introduction z '

In the process of conducting this research, researcher. reViewed various

.
materials and references related to the topic. Durin%iew ofithe li rzfy_@"g;ials and
internet resources, researchers found that the eQ cs in\gaucation was
fairly widespread in other countries comp m:g: i

development of comics in teaching an

A
subject has not yet emerged among %‘.ers L&}?yga. S refore, it was desirable to
]
know the studies related to the @ent{s&gﬁl%@ in teaching and learning.

N

2.2 Comics %Y.\:'Dj .‘éo

Comics can @ed @blna i0R. of visual images and text. McCloud Vie
N
& Dieterle (201@ thﬁ the i Lplay(og‘éisual and textual elements at play in comics

| $
>
(=]
—
=
D

are frequent derf‘d ul daJébets, including the gutter, pages, panels, frames,
b

images, ﬂ'le xts (1993) and CE)]§1.er (1985) define the term comics as "juxtaposed
N

picto \gd other images in deliberate sequence". This implies an interesting means to
é’n

& formation as they include narrative and pictorial forms of representation that deal
ith"the arrangement of pictures or images and words to narrate a story or dramatize an

idea (Sousanis, 2015). This definition allows various genres such as graphic novels,
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Japanese manga, Internet webcomics, and others to be considered under ti&ﬁramhing

umbrella of comics. 1(’)

2.2.1 Types of Comics \;

There are several types of comics such as follows: ? :

. .

2.2.1.1 Printed Comics N\
| O
Generally, comics are published in the printetyform. in_the 20th century, comics

were published in newspapers for entertalr%cd

weekly (Perry & Aldridge, 1971; Sabu@ Farah

political cartoons, to newspaper fun est’, to com Ys

purposes, either daily or
ia et 6‘2014). From gags to
q(}hally graphics novels, the
N

narrative form of "sequential ar d a cetor ing vehicle (Eisner, 1985;
Romagnoli, 2014). Although %o ' e us urely for entertainment, several
could enhance learning ( ggo , 20 ‘,Ilt I eC|f|caIIy used in academic topics,
communication, or re N(Lam{son

6; T vic, 2009; Vanderhaegen, 2013).
Nowaday: Wica p@n

such as webc including com

pks‘_ﬁ}sharmg space with digital forms of comics,

S pu&h’shed on a website, are now exploring new forms

| 2 S | |
of comlcs; I rrative b nchfng structures known as hyper comics and animated panels

S’

with s € &lso known as motion comics (Soares et al., 2013).
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2.2.1.2 Digital Comic \i

At present, the genre of comics is rapidly expanding by com!lﬁ@chnology.

Batinic (2016) denotes comics as a combination of visual and textual onents that offer
many ways to be reshaped and presented in a new light. All events,in comics, such as texts
and pictures, can be easily created, reproduced, and po edw digital delivery. As

McCloud (1993) defines a comic as "juxtaposed pictori other n"age n a deliberate

@
sequence," the digital comics can easily transgress @efiniti n of r?ics Yﬁey may
e

have moving images, audio tracks, or even narrativ true multimgdia (Jazcob, 2012).
Y

Other terms that refer to digital corw'ii, lu ics, ‘online comics, and
ﬁ@ comic b erstood as comics

Internet comics (Melor et al., 2012).&

Meanwhile, a mo% ic is}lﬁprgzzboriginal comic book narrative and

artwork as the primar, Mce of|vis ateri r its creation and typically appropriate

&
narrative and 'static*agtwork of a qbo&)@ is then manipulated by animation software

by

such as Ado After EffectS)t cga,\@@n impression similar to paper-cut animation
(Smith, 2 "‘DJI Y
)
N N
.%eractive Comic
Opposed to passive digital comics with static visuals, interactive comics

incorporate rich multimedia elements consisting of video, audio, animation, as well as
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accepting mouse click, drag, text, and touch input (Lai et al.; 2002; Steinl@ Rall,

2013; Farah Nadia et al., 2014). In addition, the 1970s have witnessed t gﬂ;ion of new
comics form into digital interactive content (Soares et al., 2013).

There are some interactive experiences based on comrc@l For example,
Zhang-Kenned et al. (2017) developed an online education

in C |ve comic designed to

i shwmve learning

effects on adults; children found interactive comics engag ga iun &‘Gddltlon

improve cyber security and privacy. The evaluations of

Amresh et al. (2015) evaluated the utilization of |nte tive comic-b@ok- stﬁe storytelling

Y/
technology to enhance knowledge regarding @tg\u ey a.géeg? that interactive

comic books could capture their attent' o than a er @‘}Aa and can be easily

designed for combined play with a p@bthus eﬁwng learning.

Wy
N go

2.2.2 Elements in Digital l $.

McCloud (1993) ned s‘g eq t‘h (cz}acteristics of comic features: ideas,
forms, idioms, struct g, rface| ft F the storytelling side, McCloud (1993)
also suggested se Way yrn t yteIIing in comics, namely: specific word,

4

specific prct u spec ic, |f|c\§dd|t|ve parallel, montage, and inter-dependent.

(2616 -

Moreover & Zaff ted infinite canvas in McCloud, who has outlined
sever e c criteriain addrtra?o the traditional comic, namely: trails, distance pacing,
ubdivision, sustained rhythm, and gradualism.

Shakirah et al. (2017) said that digital comics could be designed using optional

software such as Paint Tool Sai, Adobe Photoshop, Adobe Flash, Audacity Sound Editor,
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and Format Factory. Farah Nadia et al. (2015) have analyzed several @omic
authoring systems based on the Dimension Star reference model; Bits&homic Life,
Pixton, Make Belief Comix, and Cambridge University Comic Buil

These elements are also in line with the model of multi :Q;rning cognitive
developed by Mayer (2001), which integrates words and i g% make up the meaning
in a multimedia presentation (Nur Najmeen, 2014; E affran, 2016). Moreover,
according to McCloud (1993), the production of comigs,involvesivisu ic'on:}gz)ghy with
many styles of art images to form a realistic représgntation of imp@artoon that
| | & -\ %
integrates the power of visuals and text to copvey torx\ é\

S Vo

2.2.3 Comics in Education (,) \? ,d\

The use of comics for e ional pu?pose eepeéﬁ(/\ in printed form, began in
the USA in the middle of cT(ﬁgvmgthis practice expanded into a
worldwide trend over th ent y.g g} ‘%%,Qoos). Since the early 1940s, many

educators in the USAha onduFte\dies i e use of comic books in education and

&
have provided d \g‘ar i g‘tlh i qfulp:d%s}in this respect (Retalis, 2008; Melor et al.,
&) ’
2012). % {é./
4 a).b/
C %ave long?been in‘lthated in education as variously deleterious and
4

benefiq’( earning (Duffy, 203%3 and have been shown to improve reader engagement

r%ancing comprehension and retention (Monnin, 2017). Thus, they could be used

s an Intermediate step to learn about complex subjects and concepts (Yang, 2016; Zhang-

Kenned et al., 2017). Besides, comics as educational tools also play a vital role in critical
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thinking skills and leadership (Krusemark, 2015) and are effective inh\w low
motivated learners (Sigit Dwi, 2015). c)
Therefore, there are several purposes for using comics in edu %rst, they have
been used as tools for educational settings and gaining reader§~$ thinking in the
course of instruction (Krusemark, 2015). For instance, co 'csWﬁeen used for medical

l

health studies (McNicol, 2015; Furuno & Sasajima, 20 0 , 2016 Sridha et al.,

2017). Second, comics have also been used in tea%ind learning Ciibu’I@ZGorjian
S

& Branch, 2016) and EFL's reading literacy (Cimermanova,2015; ei-Ju(et al., 2015).
Y/

t Iang%ggs'subject (Abdul
Murad, 2013). Besides that, they have b@ as a medium to t@ﬁ about knowledge of

cyber privacy and security notices (Kﬁpsnburg ;Q\Zhang-Kenned, 2017).
o 2)
-

Third, there are also comics for special education tojtea

]
So
2.2.4 Comics in Malaysian ior‘ %\
Farah Nadia et a% said‘; eu ‘plf Bgics in Malaysian education seems
\c Y
something very new &’hﬁred tQ 0 ount'@g,’ however, an element of education has
&

long existed in th &q&lop erlt iCS '@s country, despite the comic is not centered
L! 4
on learning. B@, iti tha h tai.\éﬂlS) claims that the advantages of digital comics
4 m/r
as one of wiums in uogtiorﬂmve the potential to be studied and developed even
. g N

ite new in Malays’las

though.jQ
‘%Veral studies have been made regarding comics in Malaysian education. For

@e, Masariah (2010) research shared her perspectives, where she developed the use

of comics in teaching and learning History subjects. She saw the potential of this tool in
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History subjects; students would be able to change their perception in teachinq{qlearning
history in order to increase their interest, understanding, and reading. g@n that, the
History subject is no longer boring or stiff; thus, the subject wiL%_rich with ideas,
creativity, humor, color, and thinking skills. \,

Moreover, Abd Murad (2013) developed resear Wital graphic comical

storytelling in the Malay Language for special needs s. The e'sear er states that

e
these special students with learning disabilities have'@gifficulties/in la L,age ficiency
S
akhess

classrooms during learning sessions. They face we in reading/and Wtq'rting and find
\ N
difficulty remembering what they have Iearr% IS rggfa carLiédEgut to help these
&

students to provide appropriate teachin@ning st O

This digital comic storytellin eptis \?Pq:%d ;e\%bon the A.D.D.I.E design

N
supported by the Constructivist T%once ts o t%%cl?earning and the Thematical
Approach. This comic was @ed Js i @grams consisting of an online
program called Pixton.co%; e Pho ‘sjhj ?{d Tv&rosoft Publisher and was presented

o &
for the teaching proc'eilﬁ,gg Mir{ros ower%gﬁt. As awhole, digital comic storytelling
f

(%]

& _

ommu on a&@oup work involvement.
’ 4

by Farah Nadia'et'al. (2014) aims to explore the growing potential

h
4 nével é\

of digital go nd graphic stas an edutainment tool. They discussed few essential
w
|a§

can improve the |

Besid sedfrc
issues& to comics for leariing. As a whole, they delineated the challenges of

e\!%g an accessible comic viewing system for diverse levels of readers on desktop
n

d mobile platforms.
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The authors also highlighted the mixed academia's response towan&%ﬁshing
graphic novels in elementary, secondary schools, and higher institution c unities. Their
subsequent research in 2016, which aims to identify how the e tional element is
integrated into comics, has concluded that the educational comic& the potential to

become the primary choice among children and adolescents. W because the content

meets the intellectual and emotional needs of th ups itln'n e classroom
@
environment. \‘r
O

Apart from that, Nor Sakinah (2015) studiedsthe effectivengss ofq:omics in the
Y/
Arabic Language for secondary school. Thw m 5’?\ thes earchers is that
0

students who learn Arabic still need ap@ meth
learning the Arabic Language. They%identrﬁ,“ﬂﬁa?th @ gets more complicated

when Arabic students have mem%lemgf blocking tthﬁ?ibility to speak fluently. To

&
overcome this problem, they rri t this reﬁh to fulfill students' benefits in
g Avabi S
learning Arabic.
’ &

The theory u Mhis rpse is th abic comic module by Constructivism
’\ Ny

theory, Visual L Q&&e eo‘r\y? ail @p and Dual Coding Theory by Allan Paivio.
% ’
nit

hr ethods: questionnaires on students, teacher

The data co d s based
- 2 S | |
intervie sts on stldents. Tth were analyzed using SPSS version 18.0 software.

Wi
AN 2
As a rogk ey gain the teache?st?)erspective towards this, which concludes that the use

6%&: a good and fresh initiative to overwhelm Arabic learning.

te age their interest in

A recent study by Ekram & Zaffwan (2016) aims to identify the theoretical and

methodological development of the motion comic for Form Four History subject. The



problem statement stated by the researcher is to provide a different experien@dents
to understand the history content as a teaching aid. Therefore, they devel theoretical
framework and methodology for the development of motion comics

This is based on the adaptation and combination of cogniWYoTy of multimedia

learning (Mayer, 2001), A.D.D.I.LE model, McCloud's ( 99Wnciple of comic and

infinite canvas by McCloud (2000). The construction of o%ms is divided
e

into 3 phases: the preproduction process, production postpraduct As sult, the
-\

researchers will produce a theoretical framework threugh thgc mig’ prin oxple, cognitive
Y/

a ion |@aevelopment of

multimedia learning, and A.D.D.l.E model t% e

Jg

motion comics. \G) 4&
Most studies about comics in alays ati g@etem have been covered
in subjects like History, Arabic e, aﬁ'd Malay Lizﬁage However, the study of

comics in Al-Quran and Al-S \lej as ote ed yet. Moreover, Hadi Akhbar

(2014) claims that comlc% ine J‘; t SA Korea, and Japan showed that

the collaboration be omlc Pl’tl and ac ics had been successfully achieved.
& |
However, also C&)@Ihty of this sort but has yet to be applied.
’
This is due t of ies ‘bet een&he comic artist community and academicians in
Malays ore the ﬁblenp can be carried out as long as there is mutual
N
under between comic artists and academics. This cooperation can be formed

n%oryboards that are appropriate according to the scientific subjects to be served.
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2.2.5 Teachers and Students Perceptions of Using Digital Comic in Cla{Rr.;
Many researchers and educators in the West have developed ¢ Instructional
media. In addition, a few experimental researches are based on the of comics in their
education designs in several academic genres. For example, Negrete (2013) has studied the
use of comics in science education and communication. H shWis perspective, which

stated that using comics can enhance good performanc ake Ie@yulte effective.

Moreover, Furuno & Sasajima (2015) evaluated r@comlc as a to sgay if the
-\

use of comics helps a patient obtain information in ca ftimg-e iciency ang-appllcablllty
Y/

be agtxzommunlcatlon

to face other medical cases. As a result, medical zmi

tool for information and more helpful f %s.

N,
effectiveness of the comic book nown as N @ics in guided reading with

&
struggling readers and writers; in r rten hro@fth grade. Based on their result,

pre-service teachers have%s ed po‘§ ngws\busmg these comic books in guided

reading instruction wi \t@gglmp S an ers

Apart fro @152‘)(Bncluded that using graphic novels in the

classroom WI y the&aﬁqwsmon of vocabulary and grammatical and
0

communl mpeten n begmcreased Moreover, Duffy (2015) stated that using
comic s o-cultural effects |\ct:l?e classroom could emphasize how students’ connection
cs empowers them as learners.

Meanwhile, Supriyanta (2015) agreed that learning through comics will allow the

students to provide attentive learning, facilitate learning, and stimulate students to
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remember materials more easily. The use of cartoons for both teachers ad\gdents [
positive to use as teaching tools. The appropriate technique can help stS&a'notivation

increase and be understandable even at a difficult level (Cho, 2012).

Sl

classr o'n an@ not just a fun

2.2.6  Advantages and Disadvantages of Teaching Usi

Comics are beneficial for teaching and learninga
enrichment activity. Comics can probably combine s and infgrmation 'sin"&ggﬁeously,
more effectively and seamlessly, than almost_any™“ether mediu (Bl.a\/k%-,\2013). For
example, Haines (2012) stated that as schools struggle ;% \ain en ent and ensure

that students are not left behind in {@wing pr teﬁvs must adapt their

classrooms to their students' developﬁgﬂeeds, \H\Wea S@Hizing different teaching
N
methods and tools. Moreover, P%)B aid as a re&}%? study confirmed from the
University of Oklahoma shm%gral novels @mprove memory and be more
effective in teaching stud%a atra‘d ion j.e‘xtbgk
N &
There are ma&’%ntagfs 0 g co in education. They have been used as

&
an instructional Mte hing; h a&)@sanis (2015) study. The latter shared his
s
experiences teacher gu bia University, has used comics as an activity in his
e

public taf%[wanteﬁ X| 4\

plorq-making comics among his academic audiences,
educatﬁ

N
lege, and high scﬁggl. He endeavors to develop their audience's skills in
i mics by themselves since they typically self-describe themselves as non-artists

nd @pen their new thoughts. As well, this activity has engaged and provided a meaningful

outlet for individual expression.



Besides, educational comic plays an essential role as a tool which hat\Wction
of conveying the message of learning or knowledge (tool for comr@n process)
between teachers and learners (Sigit Dwi, 2015), also as a pedagogical tool to motivate
students to read and help them remember the content (Muzumgl;). In addition,
educational comics can motivate students highly by kirw lesson more joyful
(Topkaya & Simsek, 2016) and be very motivatin tu ent{a story-line is
reinforced by the visual element, which can make thenpeasier to unders (B n, 2011)

ﬁ*

also to facilitate the reading comprehension of stud at the;ﬂn er dlateQeveI (Gorjian

& Branch, 2016). \, 0\
Moreover, Haines (2012) clalms@ benefit ingéﬁaics in the classroom

are great, increasing literacy and a |ng di q ;@-ners' educational needs.
Therefore, Marianthi et al. (2016%e theﬁ' co ookQ(E?in be valuable teaching aid.
Moreover, comics can be \'ect Az:eg settings, especially in library
instruction, due to their \Yj]d BIthl a}p‘r ‘Qure and ability to model behaviors

and imbed Iessons gre.’iter ative son & Hall, 2013). Thus, comics can

&
provide reluctan@s |th n qate&@practlce material and experienced readers
’
with msplratl nfi Ioré.al., 2013).

T , in ter m\ﬂ'of);jva@s of digital comics in education, digital comics

WhICh te ing multimedia e]b?ents such as text, images, animations, and sounds to
tt dren can be diversified in teaching aids, and this technology integration can also
e educational excellence (Siti Zaharah et al., 2015). According to Mayer and

Moreno (1998), by using digital comics in teaching, the educator introduces concepts



indirectly, using cartoons and narrations simultaneously because the visual Q‘QR offered

in comics can assist low- and middle-achieving learners and enhance Ig%'n) appealing

multiple intelligences. (Melor et al., 2012). ‘

NV

2.2.7 Advantages and Disadvantages of Teaching sRComic from Islamic
Perspective '

From the Islamic perspective, Subramamar@stated at p‘te L&)&Kj comics

as instructional tools of the academic genre, it also henefitspthe te hmgﬁpf Islam as it

u\the @ spiritual truths

consists of many stories about Islamic teachlw, ani

in the teachings of Islam. For instance, \&/Bﬂics e in 6,‘2 one of the Islamic
comics with short stories of Islamic ings.%& Si @fy spiritual wisdom from
N

Islamic history and tradition to i values in eatea@ﬁ‘c‘@s of Islam, hence, to make

the learning of spiritual wmd@% fun, ct|c§
Thus, several st en I e ctlveness of comics towards the

preaching of Islam. }@mp@ 0 (20$/p0|nts out in his study that the use of
&

comics to preac Nrop gati

messages, whi€hica eorju?we ffer.éte tools. Moreover, Atiyah et al. (2016) analyzed

the comi : I|vered almordl message of Islam as a mass media of dakwah, concluding

'Isl?‘rg}nd Prophet Muhammad contains spiritual

N
ic contained spuﬁnoral messages of Islam to the readers. Furthermore,

that thi
HL@OB) produced an attractive Agidah moral comic. The author concluded that this
@could be used as a feasible and effective tool to teach about Agidah morals, which

deliver the messages to the student to have a noble character.



Behind the values mentioned above, the comic also had an adverse irn{%vwatch
out for and need to be wary of. Indeed, not all the contents of the comic &@ie positive
teaching. The weakness of comics is that not everyone can learn th %e(ective visual
styles because everyone has their individual learning styles. Mexeover, comics can also

make people lazy because people tend to want to see a pic reWnerests them without

understanding the material as a whole. !\d
a3

2.3 Visual Art of Comic from The Perspectives o

I Sya@'
Visual art is related to the per\&@of visu Ios@‘mal, comprehension,

media innovation, material, and 0@5 Vis@#% ,éso be based on strong
% % N

fundamentals in Islamic teaching uslim artist, any I art cannot turn away from
| N XY |
the teaching and learning of? In aysia, ws%art does not follow the Islamic
guideline and Shariah Ci%’\ e ms f‘.ilde and innovation, even though local
Y
Islamic organizatio@&g a|repd\ated le for references. In relation to the
&
guidelines, it mu@n li ew 8 raa()ﬂ)nvironmental changes in Malaysia (Ishak
’
Ramli et al., @ §J
4 Dj
B %he Islam vieﬁv, visual art is linked to the Islamic Shariah division, under

e
the fi Ah muamalat that relates to human social relationships. According to Hanifah

In

% (2012), the intent of Magasid Shariah is something that leads to maslahah (good)
nd preservation from mafsadah (bad) through Islamic guidelines. Magasid shariah or

masalih have several levels of significance that are classified by Muslim scholars, which
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are 1) the essential (Ad Dharuriyat), 2) the complementary (al Hajiyyat), aﬁaesirable

or the embellishment (at- Tahsiniyyat or al Kamaliyyat). The essential (s&ﬂ}ruriyat) IS

masalih, based on the basic requirements for human life in this worl this masalih is not

maintained in the hereafter, human life will be crippled, causing@estruction.

IigW'ﬁfe, intellect, lineage

ay. The complementary (al-

The masalih essentials are enumerated as five:

(honor), and property, which should be handed in the ri
Hajiyyat) is a thing desired in terms of pleasure lifting [diffi It,es‘.‘d)fzzﬁ is not
S
maintained, it will cause trouble and hardship, but Ttss not up 'to the severe damage to
Y/

public masalih. The desirable or the embellis en@t Tﬂh inlyyat) a@ﬁgs commanded

by Allah to enhance human lives tha@better nd @‘tection (Abdul Azib

Hussain, 2012, p. 208 - 213). \? A
N

In Magasid Shariah, visn%s detectedyas be{'(/cqunder improvement or the

inclusive to perfection [at-Tahsini or al*Kam Iiw@at is a chance to improve human
lives (Syamsul Anuar, 19% erthe ;j lth is a denial (mafsadah) in the use of

\t sn%

visuals that are inap;;i&gtheiqpr ction, tj@(sual art will take a middle position into
&

"premier uses” Ma itigns

pdl&()ry that are stated previously have made a
difference to roduction of s

uriyyat}:
Yy

’
ari\q.n)the scope of Magasid Syariah (from the Islamic

o

law view whe stage wﬂprovgment and inclusive to perfection [at- Tahsiniyyat or
N

alKamali " to the essential [Blca?Dharuriyyat] to be reviewed. Visual art from Magasid

y%/iew focuses on fixing and boosting the betterment of human life.

Current instructions and guidelines were composed in 1987, based on the resolution

made by Majlis Kebangsaan Hal Ehwal Ugama Islam Malaysia (MKI) (now known as
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JAKIM — Malaysian Islamic Development Department) through one confer@ed to
visual art. Decisions made by Fatwa members showed an accomplish %t formed a
"Guidelines and Explanation on Visual Art from the Islamic's %ive" (Jabatan
Kemajuan Islam Malaysia, n.d.). Nevertheless, after 30 years passed, the guidelines have
to be re-investigated from the overview of visual art pr fesWs and a specialist in
Islamic Shariah based on current issues (Ishak Ramli hamad I\,oor n Masrek &

Muhamad Abdul Aziz Ab Gani, in press; Ishak Ra$ 2014;Isha ziml.lc%{ﬁ 2012).
I

Based on the latest situation in Malaysian visua the researcher beﬁeves that the

Y/
guideline can be further improved. \3 \ é\Y‘

2
£

2.3.1 Guidelines and Explanatioq Visl \rgo @mic from the Islamic
6
o

N,
Perspectives % <§?
N\

There is an existi e:T pro 'ded$y JAKIM (Malaysian Islamic

Development Departmer% ing on' tw rpzijogeas: 1) Hukum/Regulation that is
ol Y
listed must be Har M Harfm; i

dimensions) and wl t re‘ca

follow Shari ompliance arg a oid@mhing against it. However, the guideline from

JAKIM %ﬁaluate’d totEonstgé\changes.
o\ 5

has stated that the ruling is Harus/encouraged when visual art draws

0 related to acknowledged icons for history. On the other hand, it's also Harus if
@ture does not contain living things like views and trees. Besides, drawing a picture
of living objects to be worshipped and idolized containing objects that are not prohibited
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are considered Harus. Meanwhile, any pornographic picture or material/humans that shows
the aurah is considered as Haram. A drawing that shows non-Islamic re@lief is also
viewed as Haram. Moreover, any drawing of angels, prophets, and the.Sahabah also intends
to venerate them to cleanse sins from the soul and draw pictakes whose subject goes
opposed to the Shariah and demeanor cannot be done. Y'

As for carve of humans and animals, it is Harus figit's’pro ect@aaurah and for

the purpose of children's toys, education, teaching, learning. T ,'ar?t)ﬁﬁ-living
S
e

carve such as trees and buildings are also consider rus. On the gther hqnd, any carve
v

\ered Q{X"n if the purpose

of humans and animals, even if it protects thgir aurah, |g\c

is not related to teaching, learning, edu '5@ toys.

& g

2.4  Drawings, pictures, and i fronq Isla erige ive

The fundamental natu%ut inlsla ari&ﬁzchnicany, not to be perfectly in
contention to the deliber% quali‘lbdjgglzztzg of humans, but given that humans
are also Allah's bea@eaﬁop fi ith s that clearly express to Him, just like

&
everything else: " ee th\ag ons E)@‘lose of assured Faith; as also in your own

‘Y2

[ , see?" (51:20-2
4 . : : :
A to a'setdof fatwasr(formal legal opinions), there is nothing wrong in

N
drawing, human beings in a reasonable and qualified way, as long as such images do not

(o

'M%nudity and other immoral portrayals repulsive to the Islamic Tawhidic
erspective. This includes the conception of falsity, individuality, self-awareness and man's

animal devotion and is not used for adoration or deification of the images' material by either

33



the artist or the perceiver. It should also not fall short of promoting constrajKaE dignity
rather than absurdity, egotism, aloofness and the misuse of one's tiﬁ,cfe}urces and
energy. What is unqualifiedly wrong and thus resolutely prohibite%}rﬂa ing, creating,

building custody status, such as complete, solid figures that h een deformed or

demolished (Spahic Omer, 2012). ? ’
However, ruling on drawing in Islam is divided i oc tegt&a(stly, drawing

pictures of living things or animate beings. It says@ is not/per t?d F@Sunnah
S

and is not allowed to draw anything that represents agimate joeing ecause the Prophet
Y/

Ma.sé&aid: I heard the

ere@unished before Allah

said so, according to the saheeh hadith. Besi es,' d-

Messenger of Allah say: The people W?‘@ the m
e-m ak

on the Day of Resurrection will be the ,{}w most severely punished

N
of people on the Day of Resurre be e image- 4}3@ those who tried to imitate

the creation of Allah.' (Narrat?l BL I, 606, lim, 2109).
Secondly, drawin ate opjects ‘He het cursed those who eat up Riba
(interest, uncertain) Q@se w|10 it fro : and he cursed the imagemakers. This

&
explains that ma fﬁg\ qde&)@d the scholars already interpreted that as
indicating m@ mm;j t:h@gme from animals, people and birds. There is no
sin in thi wy, such dnﬁwmgrﬂon -living things such as mountains, trees, planes,
§ )

rs. The scholar ag?ggd that there is nothing wrong with that because these

cars,
thlngs do not have any soul.
0 Al-Nawawi also said: Our companions and other scholars said: making images of

animate beings is extremely haram and is a major sin because severe warnings have been
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issued against it in the Al-Hadith. Whether the image is made to be used in @ectful
fashion or for other purposes, it is Haram to make in all cases, becaus@es that one
IS trying to match the creation of Allah, whether the image is to ear on a garment,
carpet, coin, vessel, wall or whatever. With regard to pictures of &a?nel saddles, and
other pictures in which no animate beings appear, these ar, ncWam. This is the ruling
on making images (Sharh Muslim, 14/81). '

Making images and pictures of animate oé&thmgs for dilena;:{I times,
SO,

except when there is a necessary reason for doing uch aga'ph forg-passport and

of ssﬁgcts of criminals
to be identified for testing purposes an % of pho

ways in which deception may be pr d ors j‘\?he mentioned is allowed,
N
e

just as much as is essential (Fatw ha Da itnah

With concern to prohi ures,éa%exclusmn is made in cases of
necessity, such as drawm%l es of Dj SO they can easily be recognized and

get caught or drawm re fo| i card ich are essential and cannot be acquired

recognition documents. Besides, it is necess to ho

&
‘r 1 If(t'@nonarch determines that producing images
4

of criminals i es ry erloﬁsness of their violation and to secure the Muslims

otherwise, and ot @N&ses fu

from their, es when th aré knoqm or for other reasons, there is nothing wrong with
that.

reover, it seems that images that do not have entire features, which do not have

NOSE or eyes, are not included under the description of Haram images because they cannot

be said as images. These images do not include copying the creation of Allah. Shaykh Faraz
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Rabbani stated that drawing an outline of the human body, without complet@, and
designating the numerous parts, or drawing the details of a particular pa&gﬁ} the heart)
allows for an appropriate purpose such as education for teaching an rning.

Faraz Rabbani (2011) stated it is declared in Imam "Ala alDin al-Haskafi's al-Durr
al-Mukhtar said that among the types of pictures that are pot Wted to have are those
which are: "(Small) such that the details of their limb ot see%omeone who

looks down at them standing while they are on the ground, as Halabi tid @ﬁth their
t -

head or face separate) or with an organ scratch out he hedy cafinot live-without, (or
Y
of an inanimate object)." \3 . 0\ \ E X~

Islam acknowledges that the basi ental to @vings and pictures of
animate beings is Haram as thlngs ith th x al ith, which said they are
forbidden and warn against the ver cl‘t IS @ngnl cqn the principles of Figh in

which there is consent that in % €ssity, forbi thlngs are allowed. Hence, this
ruling may switch from acce L nc tlratbéld to accomplishing one of the five
obligations that Isla K}qgto c@ S ,wh|c e: religion, life, physical health, honor
and wealth. [ (§Q

2.9
In con "the ;E)a t.hé\ ture depending on the drawing and its purpose.
Ao in hi

Dr. Yusuf adhawi peint hg,-wew presented below in his book al-Halal was al-
N
Hara il-Tslam. These details are %as follows;

‘% If the paintings are pictures of God or worshipped other than God, such as

@nd so forth, the painter is an infidel. Such paintings are threatened with torture by

Allah as the Prophet S.A.W:
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b) It is forbidden to paint in order to compete with God's creatiKRich Is to
feel that it creates and creates the creation of God. This is back to the artiis@ntion. This

painter was also threatened with severe torment by the Prophet S.A.\% with His sayings;
It was narrated that 'Aishah, the wife of the Prophet SAM
"The people who will be most severely punished th of Resurrection will

be those who try to match the creation of Allah."

C) It is forbidden to paint pictures of Prophets, an c')m@)q%ns who
are glorified in religion because they fear that thelr ure dpa ngowas well as a
forgery as no one lives today who has ever sgen th

d) It is forbidden to paint &@)f those areéSbellevmg, unjust, or
wicked people, such as leaders who e Isla%Wt b{‘Sharl ah, singers or actors

N
ra\@on their pictures is a cult to
A\
\

e) Forbidden% s dra ‘;JL;{UQ that reveal aurat, pornographic,

excitement and so f;Q@ch ar'e p lted ari‘ah.

2.4.1 Huku mgl pictures, a&d’lmage as learning tools in Islam.

m@r nal Iaw of the m@. s based on the hadith of the Holy

het:
: % '‘Whoever makes a picture will be punished by Allah till he puts life in it, and he
e

ver be able to put life in it."

In another narration mentioned:
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“Every picture maker will dwell in the fire of Jahannum. Allah Ta'a%i

create one creature for every picture he made, and it will then pﬂﬁ@im

in Jahannum. ”
Shortly after this hadith was mentioned, Ibn Abbas states\/:
"If you wish to draw a picture, then draw the picture of Rre'e or a lifeless

creation (for this is permissible for you." '

@
Based on Mufti Federal Territory of Malaysia 8) in Irsyad -Ijatwew;.g?ieszzw
A
other

stated this can understand if the painting is anything thanraranimate Creature such as
Y/

\ibitio'r\}&ntioned by the

WS@S& resembling animate

paintings drawn by the

a tree painting, a sea, a mountain, it is per, issii.

Prophet saw aims to manufacture statu@ses an

beings in which they are made as g(ﬂ% is also %
o 2)

living creatures as it is also worsh% 4 {S\_

Nevertheless, the issu%him t rawing *aAnd cartoons is one of the most
. . . |

famous educational |ssue%w ve been dis

}sed“gén of its use for film because of the
enormous outcome t Me fiI[n

&
this is because th e oLn
In a Fatwa a by the
$ghs e

¥ o

e

&

@Ucational tool in many countries nowadays.

)

ar&&ﬂthe Standing Committee, there is proof which

<

S permi lefto make pictures in cases of necessity, such as pictures to
S

points ou
prove ﬁ{ tity of a person. Hence, it is also permissible to use drawing and pictures in

dd% such as studying medicine. Based on all this and similar evidence, modern
@

\e on children's developing characters. Moreover,

holars have permitted images, pictures, photography, and cartoons if used for a good

purpose.
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Besides, it is justified if the painting is not conflicting with syar@s.ed for
learning, education, or da'wah purposes. Syeikh Dr. Yusuf aI-Qaradk&fe@said: "The
law of drawing something that is as human beings and animals becomes a khilaf among
the scholars. Jumhur says that it is illegal, and some scholars sawit is,permissible. In any
case, the use of paintings in the mass media to preach and le nRoTconsidered forbidden,

l

even if it is claimed by syara. This becomes a very imp ediurp in delivering da'wah

]
and knowledge that is beneficial to man. This is nottaq illustration t i'n aa)ijﬁstrated.
-
ral, tyran

Instead, it is a picture that raised something immo nical and i deceqt-pictures.
Y/

\ty as Igms:

i gs,één those pictures with
i)e\lpicture.

N

He then gave some justification to his,opinien

1. Indeed, cartoon paintings@yerfect

their characteristics and do not have t((ﬁsential \u{eg of]

2. Its use is to preac uca&: (tarbawi aé;)small children to accept it,
follow it, and be impressed with,i erI , At is rig I us not to ignore this issue, and
we need to use it to teach%e wha} hou ‘hé I&ed through faith.

&

3. The oto&ﬁq&n haslbe\sing t ethod for so long, and if looking at the

&
existing trend, it No h ve‘b ';ta[al)@od' for children who are growing up all day
’

with animate S oyis n. , if there is no initiative to replace it with more
WoF in

. 4 : '2 .
Islamic a sand fu form{aﬂon, it would be harmful.
A -4
he

K rongest position wm(;cjh we advocate and see as closest to the intentions of
Al%ﬁ—ﬁs Prophet is that the making of three-dimensional representation is not allowed
X

cept where it is used as an educational tool or children's toys. So, for other forms of



drawn pictures, we do not see any harm in them, particularly where they r%lvuseful
purpose (Abu Amina, 2013). c)
Therefore, if we do not see any harm in images, pictures, and photography, it serves
a useful purpose such as education, identification, and entegtainment for children.
However, if there is no need for the use of images, then it ather for Muslims to be

l

In conclusion, Sheikh Abd al-Wahab al-Tura aid that/ima 7seq,_gy?:hlldren

cautious and avoid them, as done by some of the comp

for playing and learning are lawful. So, the palntln drawp for such puqaoses are not

|s\eof th@s of education
cor@n cause. Indeed, the

a,@ens according to Islamic
N,

teachings are ways a Muslim can%!lah's‘}ewa {30-)
%
2.5 Al-Quran and A%; Educatio bj (PQS)

The Al- Qur llmna Educ subject (PQS) is one of the elective

subjects of Islam %‘aﬂ Sﬁbg’ﬁlgh school students for Form Four and Five
ene gah/A

;—o-

forbidden because they are made not for wo hlp, u

and da'wah; for children in particular @gar

production, distribution, and showing of_Islamic %

students at m MA) Sekolah Menengah Kebangsaaan Agama

t
(SMKA) aE as Allran Agama ) This subject is offered as much as four times a
wee the provision's minutes for 40 minutes at a time (Rabiatul Adawiyah, 2008).
his subject is one of the core subjects, especially on the topic Pengajian Al-Quran

Hadlth Ulum Al-Quran, and Ulum Al-Hadith. Furthermore, these particular topics

has discussed on the factual issues related to the Quran and Al-Hadith. However, as one of
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the elective subjects offered at Islamic secondary schools in Malaysia,{ering to
Rabiatul Adawiyah (2008) in her research, the level of PQS mastery as(sﬁ}we students
still does not reach a satisfactory level. Besides, there are lack of instructional media used
during teaching and learning sessions of this subject. \,

According to Ustazah Fairuz Adibah, a PQS teache stm who take this subject

usually prefer to use memorization techniques rather. re ding&dastanding, and

e
appreciating. Based on the early experimental visit made by a researc r,’the&"%‘her said
S

('

that most of these students actively participatedsand listened/in thgif class and
Y/

i

communicated with their teacher as well. However eq,{ \H‘manggﬁem maintained
high grades in this subject, part of them sii fluent indc'S}ifficult to understand
\ Y
A
N
Al-aura nd Sui@h Education KBSM, these

&)
e f,r atio and@lopment of self and civilization

£

what they have learned.

According to the syllabu

Yy

subjects’ endeavors to contri

in becoming knowledgeable?

%

ieving, ‘rig ls,‘&h, responsible as a servant, and a
2L )

caliph of Allah. Furth N in tlfet ings of‘Istam, high-minded people are recognized
| & & .
for their advanta Mr hose 0|noL)®1k (Rabiatul Adawiyah, 2008).
‘¢

They alled peagple Of i telliéctce or wise people; hence, they are

<

as Allah |dq'n hiQQuran verses Al-Imran: -
N

. remember Allah Wh(i?e standing or sitting or [lying] on their sides and give

r

A
%0

the creation of the heavens and the earth, [saying], "Our Lord, You did not

reate this aimlessly; exalted are You [above such a thing]; then protect us from the

9,

punishment of the Fire" (Al Quran. Al-Imran 3:191)
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This subject consists of seven parts namely Pengajian Al-Quran, @n Al-
Hadis, Ulum Al-Quran, Ulum Al-Hadis, Akhlak, Tamadun and Tokoh@ranic field
emphasizes the aspect of reading, memorizing, and understanding certain verses.
Meanwhile, Ulum al Quran talks about the Qur'an, a revelation, and*the history of the
writing of the Qur'an. Furthermore, the Studies of al-Hadith Wbes certain traditions

associated with the cultural aspects of science, culture, , and iJiIiz n.

Besides, Ulum al-Hadith discusses the positi f hadith'as t sicaeggaurce of
A
le t

Islamic law. In addition, the field of moralit 0 t]?e or ationvgf noble and

\ w

i Iam%&.lization focuses
on the development and impact of Mu@onaliti tlyéé Islamic civilization
that characterizes human civiIization%cial,e;‘%%i*

g@iical, and economic life.
N,
This field also talked about the ¢

&
The PQS curriculum ud to: §
% T 'S

e Realizing and recogni

ofguidanceédq’lyli . X
e O,

o Understa@nd ppreciating te:é?alue of learning Ulum al-Hadith as a source

of g@or daily li §

o ing in the reality o@authentic Islamic faith as the foundation of all of a
\rs’s actions.

Q nderstanding and practicing Islamic morals to fulfil the demands of amar makruf

nahi munkar continuously in life.



The main objective of the PQS subject is to learning the Qur'an bnnah, also
the sciences related to them in order to help Muslims become kno d eable, obedient,

righteous, noble, and responsible as pious servants and caliphs s.w.t as well as to

contribute to the formation and development of self and ci I|z

g )

2.6 Principle and Theory in Developing Digital ics N
| O

There are several principles has been i de\% |g|tal\g)'m|cs related
T
teaching and learning for the subject maEWre ar‘él MultimediasPrinciple, Signaling

&
Principle and Voice Principle. \ O

\ :
(;) A,
2.6.1 Principle of Multlmedl i

&
x(- ] S
Multimedia Iearn% nitive th ); arning popularized by the work of

=

>
Richard E. Mayer and rs. M her C Lglilve researchers argue that multimedia
supports the Wayt uman ps T@Q assert that people learn more deeply from
words and p s than {m r aloﬁ_; referred to as the multimedia principle (Mayer
2016). r& Nuja;_ea (Cambrldge Press, 2001), Mayer has discussed
twelv les that shape th‘e%emgn and organization of multimedia presentations.

Th% only three principals were chosen in this chapter related to developing digital

0 some of which are multimedia principle, signaling principle, and voice principle.
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2.6.1.1 Multimedia Principle \i

People learn more deeply from words and graphics than words m yer 2016).
Multimedia principles help to integrate words and graphics effecti?sBy multimedia,
that means multiple media or a combination of media. At least soMuals and some text.
For example, the combination of words (printed or spoken mpictures (illustrations
or photos). Besides that, Alse & Deep (2016) stresses ill b W‘follow these

principles for designing any multimedia content technalogy- nr'an learning

mp.% ins.t[&'tional media

X~
ivé’?-bo S, ga@ and authorizing
&
i, vidgo, animation, audio

environments. They also listed several multimedi

—+

(instructional software- tutorial, simulation W

2.6.1.2 Signaling Principle

Mayer (2009) efibhe tg@ prT- e as an approach of people learning
better when cues thaéWigh @izaﬂ f the essential material are added (Mayer,
2009). Signaling@le nhe 'Ie %ﬁé(-r)to pay attention and organize the knowledge
in the Iearn@s& :that,t@\haling may help reduce extraneous processing by
attractimA

dents' attention anq\h%t'p them build connections between the main elements

4/
4
4//[,{

durin XEsson. The principle has been used in the development of this courseware as a
presentation element. It also has been used as the main independent variable in this research

to increase students' achievement on Islamic funeral rites.
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2.6.1.3 Voice Principle 3(')

People learn more deeply when the words in a multimedia m?gvare spoken ina
human voice rather than a machine voice. The human voice is |nte to prime a sense of
social presence in learners. For example, Mayer, Sobko, xton (2003) found that

students performed better on a transfer test after receivi narrate tlon I|ghtn|ng

‘
that used a human voice rather than a machine syn@ voice (M r'ZO_@
\ \"T
¥
&
mi oping digital comics

which are Mayer’s Cognitive Theery, Al]ﬁ al a&odmg Theory, Sweller's
“« Q-
jaget's |ﬁ°T

Cognitive Load Theory, Jea Co tiv heory, Gardner's Multiple
N

Intelligences Theory and nfini Canva heory, 0
4

il d 4@
\ |
2.6.2.1 Mayer's C T 0 uIt| ia Learning

: ‘-‘)

t&_,cognltlve Theory of Multimedia Learning

(hencefort ) in !'9 le pri pIe is known as the "multimedia principle", which

2.6.2 Theory of Multimedia Learning :\,:

There are also several theorles has en enti i

o

"i"—-

states ple learn more deepc),l?/ from words and pictures than from words alone.” The

go%instructional media in the light of how the human mind works. CTML is based

@mies of cognitive load (Sweller, 1999), dual coding theory (Paivio, 1986), and

constructivism (Piaget, 1971). CTML merges these three complementary theories and
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contextualizes them into multimedia learning. Thus, CTML is grounded in %Rive load

theory, dual coding theory, and constructivism but takes them o ig@further by

contextualizing them in multimedia. CTML is derived from itive load theory

(Sweller, 2009). \/

i - i . @ Prior
) Knowledge

¥ SCLINE, Jrganisi Pictorial
- es Images Nages Model

Working M
Presentation SO RO Memory

Figure 2.6.2.1: Cognitive Theory Multimedia Learning (Mayer, 1947)
4 0 (.J\
The findings pertinent to t\bntl cs c@cﬁélve to successful CTML are

scattered among the res ducalnal asych@glsts curriculum/learning material
designers, and TES(Kstmn'a am E}n 2016, Ekram & Zaffwan used CTML
uc

as a guideline to pr

subject. It is i e as £|dQ) o, provide a different experience for students in
order to u tand th co based on the theoretical framework and method

develo outlined. In his e’@rlment he develops this motion comic through the

c as “te‘éfchlng aid from one of the topics in History

comi inciple, cognitive multimedia learning, and the A.D.D.l.E model.

Q Nur Najmeen (2014) applied CTML to design and develop an animated comic in

education by visualizing the multimedia environment, which focused on interactivity and
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made the application more efficient. She is convinced that one of the most cﬂtiigavenues
of cognitive psychology is understanding how technology as multimediashter student
learning. In conclusion, the animated comic is an effective type of assisting pedagogical

tool that is able to deliver the concept of a complex process. \,

2.6.2.2 Allan Paivio's Dual Coding theory of learnin

Dual Coding Theory (henceforth DCT) w&&med b AII F”al Svin 1971.

-

In developing this theory, according to Paivio, there are two Wa S ersonqcould expand

on learned material: verbal associations, vis I im eryw‘a rnmgﬁammlzed when

both visual and verbal systems are actlv@lpulates twﬁsgmtlve subsystems”

help learners process information pr e d by t r?ct ,@educational materials. In
the DCT, both verbal and non- oce |ng esse for learning. A very wide
variety of experiments have b?d ed to test ang%pport DCT.

Zhang-Kenned e% 17) C'op 51lt ffectiveness of using interactive
educational comics (m)vmgﬂ 13- ear-(v hlldren s privacy knowledge retention.

The results show. &Qgt comics art E.)I en's memory and support the DCT as the
’

combination la es increase long-term memory. It also showed that
learning nd rete |on" thrc%gﬁ comics, students have excellent achievement
\/

consi ng ese privacy conce\& are complex and challenging to learn, even for adults.
r Saklnah (2016), a graduate researcher for the University of Malaya, also
@cted DCT research by using comics in learning the Arabic language in the classroom.

In her experiment, students who gained information through comics did better on oral
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comprehension assessments, and comics greatly helped them learn Arabic. @t can
attract them more effectively to learn the Arabic language and be an m&&@aid tool in
teaching and learning it.

In David Recine (2015) learning experiment, he used mw:?l:brldge the gap
between conventional wisdom on the use of comics in ES EWtruction and research
related to visual aids in learning and language acquisiti also ter&nous research
showing that dual coding teaching methods work bett useful guide |ns HLYOI’S who

v

use comics to teach ESL/EFL. Moreover, he further n hat DCT nswtspf images that

can enhance learning, memory, and retentlon%xo

Mei-Ju et al. (2015) have adopt Eﬂ)as ath

the effects of Aesthetic English com| ks oﬁ\%umor

a test of the use of English comi a rm Gf st r@ﬁn These were tested on 28
eighth-graders from one C|&S)®A bli¢ junio hlgh ol in Pingtung, Taiwan. These
students took two tests a t-study‘que |9 n after ten weeks. As a result, using
English comic books Mpm\[e S ts' c ehensmn, vocabulary acquisition, and

&
learning motlvat ‘_‘)O
(J

26.2.3 s: ognltl oﬁd T‘Qeory (1999)

weller developed}egnltlve Load Theory (henceforth CLT) in 1999. This
|des the framework to investigate the relationship between how information is

red and presented and the cognitive processes which enable people to receive and
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store that information. (Paas et al. 2003; Bingham et al., 2016). In CTN\%yer and

Moreno (2003) refer to the element of CLT as the limited capacity assu!E(@

Aleixo & Sumner (2017) have investigated the influence of entation format on
memory for undergraduate-level biopsychology material. They have given their participant
presented in the form of comic, text-only format, and inc nchomic format, which
explains the same context, the rudiments of sleep. T ults s \&/ed at the comic

condition scored higher than both text-only and inco ous comic co iiior?igﬂ'{ey have
: -
foriusin

concluded that CLT evidence as a theoretical basis g comiCs i duca@enal contexts
Y/

% to gﬂe\struciiésl. materials.
3 5}
2.6.2.4 Jean Piaget's Constructivisn@%ory ( ? &'\
N

Jean Piaget developed C%livisr% Theery (C(‘é:‘]n 1971. This theory is an

educational theory stating \opll s$earn by themselves, actively
constructing their own e thr‘g gh s‘silmﬂgon of new information with prior

has supported the general idea of using comi

&
knowledge and acco tion. ]’hl\he acté/eframing one's mental representation of
the world. It me tt stg er @_g%’overed and create their concepts based on
what they alr w and what he‘:/ il know. The inclusion of constructivist ideas in
CTisthe wocess{nﬁgn%@é:ﬁ in education is a theory based on doing, which

is studoqt{ rn by doing and invelving in active learning.
‘%rniawati etal. (2017) employed CT to utilize comic and Jember's local wisdom
s integrated science learning materials with the characteristics and learning environment

on junior high school level. The result shows that the implementation of comic and



Jember's local wisdom can be an effective tool in teaching integrated sciKWhave
improved student's performance and motivated them to learn. (')

Gonzalez & Lituma (2016) used CT to support in comparing, five digital comic
applications, namely Storybird, Toondoo, Bitstrips for Schools4Rigital Storytelling, and
Boomwriter, to be an innovative teaching tool for the dev op@'of writing skills. As a

result, these five digital apps have proved to be a good eptien for de e’opi writing skills

in a foreign language. He concluded that digital co apps could b ied’I%EGifferent
_ -
c

purposes other than enhancing writing skills. The ncrease Moti ati%szcreate a more
‘r&:eu‘ \ Q\T
QS V&
2.6.2.5 Gardner's Multiple Intellige@jTheor 5 ,(\
The Multiple Intelligenc%ry QIIT) as dfg%ped by Harvard professor

Howard Gardner in 1983. The%vall]n s the idea.of.a single 1Q, where human beings
have one central "comr% here ‘1 g:mi‘nlc&? housed. Instead, Gardner (1983)
identifies that student best |hr0 angu,@Jand interactions. He says that education
AL &
S

should lead learn Neali e‘th H.O0wn @hs in order to develop them.

dynamic classroom, and engage students' indepe

2@.6) investigated the use of comics in learning

More liariatini
Science s The author dEveIoped her research with the exercises by giving these
N

studew omic to read, undgaand the comic content, observe the demonstration by

er, and then explain what they've understood. This method has been used to
evelop their multiple intelligence in the aspects of interpersonal, verbal-linguistic

intelligence, logical mathematics, visual-spatial, and naturalist. Based on the observation
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during these activities, the comic is proven as teaching media to improve m{qmentary

school students' motivation to learn science and has revealed the skills rwes of MIT
|zeaI

students that appear during this lesson. Drawing on MIT was hypolﬁ~
C

with the aid of comic, could be one of the supporting factors of

the students’ multiple intelligences. ? ’

In addition, Baladehi & Shirazi (2016) referre r'wm investigate

all types of multiple intelligences as they are effectivejin visual arts ed ablon A‘ra result,
cti

the MIT for visual arts education can make effe

that the MIT,

ess in improving

Iearnyn in easeveatlwty, and
~

\*M IT@otivate them to

improve teaching. Besides, a teacher who ha%xw

use different ways in order to help all st g@) their c

2.6.2.6 Infinite Canvas Theory <§?
The concept of the winfi clnﬁejor@ﬂ was first introduced and
in Reinv;

tin Im 2000), in which digital could break
Cjo g

popularized by Scott Mc
free of the conflnes mlteqdl\ﬂons age in a follow-up book to his popular
Understanding 9 3) peryjd;imat once comics artists start to exploit the

virtual advan the ;y th&wlll be free from the layout constraints of the
eaf

printed p , it |s thaWcCIoud envisioned the ICT as a liberating and
empowg& echanism of dlglﬁb echnology that has the potential to reveal a myriad of
r comics creators.

In this research, a researcher develops a digital comic based on Cognitive Theory

Multimedia Learning Mayer (2001) and Principle of comic McCloud (1993).
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Table 2.6: Multimedia Design Principle and Theory in Developing Rigital Comic

- There are two ways a person
could expand on learned
material: verbal associatio
and visual imagery - In thi

theory, the linguistic codi
system can be called'the verbal
system -the nonver ng

No.| Name of Theories Years | Founders| Related Stﬁ&)

1. | Cognitive Theory Multimedia | 1947 | Richard | -Theoretical Framework
Learning (CTML) E. and Development Motion

Mayer | Comic Instrument as

Dual-channel — humans possess " r:rﬁjMethod for
separate information processing H%Subject
channels for verbal and visual
material. Ekra Zaffwan, 2016)
Limited capacity — the verbal m\m/
and visual channels can only s -Anicomi i.im KYComic
process a limited amount of as ti g.%ﬁagogical
information. Active processing — Too X
learning requires substantial Y' N
cognitive processing via the n N%&Tn Binti Nor
verbal and visual channels. am, 2014)

2. | Dual Coding Theory (DCT) Co Aren't Just for

Fu ymore:
"e{PracticaI Use of

esol Professionals
(David Recine, 2013)

-Will Aesthetics English
Comic

system can be called th
imagery systeK |




The theory postulates that both
systems are used to represent
information.

Books Make

JQLEHigh
School Studgnt lin
Love with €ngli
Reading!&
(Chou
H

i-Jul, Hsu Yung-
& Chen Ching-Chi,

erk’sanan komik
dala

pembela Bahasa
Arab di Sekelah*\,
Mehe ?I-{‘)

P 4

Y A

\gw aki inti Ismail
awi,[2015)
- Er@ing Children about
0] Privacy Through
S%’ytelling in an Interactive
§omic
(Leah-Zhang Kennedy,

Khadija Baig & Sonia
Chiasson, 2017)

to receive and store\
rmation.

Sweller

- Memory for biopsychology
material presented in comic
book format

(Paul A. Alexio &
Krystina Summer, 2017)
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4. | Constructivism Theory (CT) 1971 | Jean - Utilizing of mz and
oél ?F

Piaget | Jember's L isdom as
People continuously and actively IntegratediScienge Learning
construct their own knowledge Material&
through assimilation of new
information with prior knowledge (Ayu A¥Kurniawati,
and by ahyuni, and Pramudya

accommodation, which is the act tra, 2017)
of reframing one's mental

representation of the world.

alyz!:r;g Students”

Writi evelopment
Through se

Digital TC Based
on ev d Studies

_\\LC nca—E@ddor 2016)
5. | Multiple Intelligent Theory 1 ovvegd §tudy e Appropriate
(MIT) Gardner 91 ropriate Methods
\C) | Arts Education in
- Students learn best \\ |mary Schools
through language and T rdlng to the Types of

interactions seven criteria P - <.§‘Iult|ple Intelligences
1. Verbal- I|n j‘ “ 48
intelligence .\ 7| (Atena Salehi Baladehi &

2. Logical- %\ Aliasghar Shirazi, 2016)
mathematicalinte za ence | 0’
‘. s % - Media Komik Pada
./

(Margaretha Sri

&' ici eII Yuliariatiningsi, 2016)

|gen

.\. T Intraperson \;
intelligence N

|ﬁtell| Vst Pelajaran Ipa Untuk
4. y eN.st % Meningkatkan Multiple
@ Intelligences Siswa Sd
mtel nce (_)
d|| C.)
.}

d
S
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2.7  Related Models and Frameworks on Development of Digital Corgic\s%

Teaching and Learning : (f)

There are various models and theoretical frameworks of di mics that have
been used by previous researchers in the education field. The re her will justify the
common framework that previous studies have done to Rp.digital comics. This
includes Jerome Bruner's (1967) Discovery Learni Sugi owfory (2006),

gjd@;doud's

ematical Approach,

X~

Thiagarajan's 4D Model (1974), John Dew omstructivist heory@cepts of Mastery
. 3

Learning (1933). \

Cognitive Theory of Multimedia Learning Mayer (2 AD.D.I

(1993) Principle of Comic, Infinite Canvas by ud,@

SO

R/ QC_}
2.7.1 Jerome Bruner's (1960 ver;%r}g AQ/
Discovery learning, ed J e B@er's (1960), is an example of
|
constructivism that takes place’in pK = ‘dn(?/éituations, where the learner draws on
their personal exper@d existing knowl to discover facts, relationships, and new

g
truths to be Iearn@ﬁa rrah .,iomgffavid L, 2017; Matsumoto, 2017).
QA= &
’ <

2.7.2 Sugiyama’s Theory (200 x

AN
M‘ Dr Sugiyono developed this theory in 2006, adapted in his book entitled

.

t Penelitian Kuantitatif, Kualitatif, dan R&D, which describes the methods of
itative and qualitative research and how to develop the research and development (R

& D) (Haryati, 2013).



2.7.3 Cognitive Theory of Multimedia Learning Mayer (2001) 3(')
sed

The cognitive theory of multimedia learning (CTML) was pr. y Richard E.

Mayer (2001). This principle is also known as the "multimedia pri " which states that
"people learn more deeply from words and pictures than fr \Wlone." Generally, the

theory tries to address the issue of how to structure multimedia nstr@a practices and

L ]

employ more effective cognitive strategies to help pe learn effficie y'(S , 2005).
A
P 4
"
2.7.4 A.D.D.l. E model \, W é\
The A.D.D.I.E model was devel &)v\/alter ick/and é&Carey (1996). Itis a

generic process traditionally used by instruction \teaﬁne @d training developers to

e
design the learning system. egeyinclu

which Analysis, Design,

Development, Implementatio valuation r presﬁdynamic, flexible guideline for

building effective trainin% form %ej‘pgrt‘gls (Huriyah, 2015: Mulyatiningsih,
&

2016). &\ |\ %%

N

\ /}‘?:l C-)(J

2.7.5 McCloffd’s (1993) Prificiple of Comic
; WAE

.

b 4
SCS%M{:Ioud developed t-b§~theory in the year 1993. In his book, Understanding

O
Com;’ E e visible art, McCloud outlined several principles to produce a comic,

S

ing idea & form, idiom & structure, and craft & surface (Ekram & Zaffwan, 2016).



2.7.6 Infinite Canvas by McCloud (2000) \q

Infinite Canvas was developed by Scott McCloud in his book, m} ing Comic,
in the year 2000. McCloud has outlined a number of specific critefiarmraddition to the
traditional comic, namely: trails, distance pacing, narrative subdw, sustained rhythm,

and gradualism (Ekram & Zaffwan, 2016). 2 l

2.7.7 John Dewey's Thematical Approach é '_\‘v\)“
4 Y
of i

A thematic approach is developed by Jorw HS.K y 'r@ated teaching
and learning or integrated curriculum appr@'/her reas (ﬁe curriculum are

integrated within a thematic approach as an effort to int

of students and their developmentalabili (L”R%lava 1, 2@& Okoro, 2016).
>
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2.7.9 Jean Piaget Constructivist Theory (1933) \q
Constructivism theory, developed by Jean Piaget (1933), is defined ggenerative

learning, i.e., the act of creating something of the meaning of what ed. According

to this theory, constructivism is an approach to teaching base search about how

i 'dgls cimstruct knowledge
: Am'nw, 2015). This
Y

theory is a covered learning theory, teaching method, ducation f , _\C}

people learn. For example, many researchers say that in

rather than receive it from others (McBrien & Brandt

2.7.10 Flipbook Pro
Flipbook Maker Pro is a soft
printed magazines & catalogs intg@

2.8  Related Studies M; and sy‘-
7
in Teaching and Lejﬁa ® %(./

N
Kristiani dani (Z%ropo%)&ﬂtheoretical framework and methodology for

(5

'

the develop teraJive omic ia for Mathematics subject focus on fractional
b 4
6 alt

material fs 5 SD. a th%RTeferred to the adoption of Jerome Bruner's (1967)

<)
Disc N{Learning, Research am Development (R & D) and Sugiyono's Theory (2006)

Ing of 10 stages and then shortened by the researcher into eight stages, which is 1)

al and Problem, 2) Data Collection, 3) Product Design, 4) Design Validation, 5)
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Design Revision, 6) Product Trial, 7) Product Revision, 8) Trial of Use. @oosed

theoretical framework is broken down into two steps, namely: pre-test a st-test.
Furthermore, Ekram & Zaffwan (2016) developed a theoretical framework and

methodology for the development of motion comics on the Histomy subjéct, which is based

on the adaptation and combination of Cognitive Theory MWedia Learning Mayer

(2001), A.D.D.I.E model, McCloud's (1993) Principl mic a%te Canvas by
McCloud (2000). Therefore, the proposed theore'u%gcess isibro Fo to three
S
main steps: preproduction, production, and postprod : X
Y/

Also, Rohmah & Wan Shafi'i (2015) opos a

approach with the A.D.D.I.E model to @nd dev

science subjects in 8th Junior Hi ho l. \m;gm

s\"f and%&opment (R&D)

media learning for

,@s developed using two
N,

applications called Bitstrips and oto op TQQ mic is also developed using
the Thematical Approach ano@% 967) lde Discovery Learning method

consisting of simulation, % stat %1 (czmctlon, data processing, verification

3,

and generalization.

Triono (2 & ed L)r@evelopment (R&D) based on Thiagarajan's
4D Model (1 rodm)\e hlniaid based-digital comic on the Account subject.

This rese C ented 4 els) consisting of 4 levels: define, design, develop,

and d te However, du\c;g limited time and costs, this research has only been
@the development level.
0 Abdul Murad (2013) developed digital comic storytelling on the Malay Language

for Special Needs classes based on the A.D.D.I.E design supported by John Dewey's



Constructivist Theory concepts of Mastery Learning (1933) and Themati

This comic was developed using a variety of programs consisting of ﬂw

ﬁgresented for the

called Pixton.com, Adobe Photoshop, and Microsoft Publisher and

teaching process using Microsoft PowerPoint.

Table 2.8: Summary of Related Models an

Development of Digital Comics in Teaching and Learni

NV

\g

re |ca

@oach.

Il orks on the

‘ X

No. Related Studies rl OﬂM.S)‘%@

, amewerks

1. -Pengembangan komik interaktif run ‘311967)
berbasis discovery learning untuk ery&nng
pembelajaran materi pecahan si y W Sugiyonq's Fheory (2006)
kelas 5 sekolah dasar eaﬁnd Development

&
(Lia Puji Kristiani & Krls d d\
Wardani) e\

2. |-Theoretical Framewo 2 6 @dnltlve Theory of
Development Motion ‘fMuItlmedia Learning Mayer
Instrument as Teachi eth N (2001)

History SubJe [ §
¥ A.D.D.1.E model
(Mohd Ekra AI is C‘v
Muhamm %‘@van Ihris ,E:. McCloud's (1993) Principle of
K & Comic
\ 3 ! O
0) I P g (‘7 Infinite Canvas by McCloud
y) (2000)
3 opm t omleqa\medla 2015 | Research and Development
ing for science n 8tﬁ~'('grade (R&D)
jupior high school at bject
transportation system ADDIE model
(Muflikhatur Rohmah, Wan Syafi’i, Thematical Approach
Darmadi)
Guide Discovery Learning

4. - Pengembangan bahan ajar 2014 | Research and Development

akuntansi berbentuk komik digital (R&D)
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pada materi siklus akuntansi
perusahaan dagang

(Joko Triono)

Thiagarajan’'s 4D%EI
(1974) c

-Pembangunan dan penilaian komik

penceritaan digital

dalampersekitaran pembelajaran
berasaskan teori konstruktivisme
bagi pembelajaran bahasa melayu

pelajar pendidikan khas

(Abd Murad Abd Hamid)

2013

ADDIE V\Yb
John w Constructivist

eory concepts of Mastery
'zg (1633)




MOTION COMIC FRAMEWORK

Voice words
balloon

Yv
&
v
— 3
T

COGNITIVE MULTIMEDIA MAYER

Figure 2.8 (i): ﬂ\ﬁneWe M@ﬁ Comics (Ekram & Zaffwan, 2016)
;&
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N\ >
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Along with the above theoretical models and frameworks, this stu@d the
theoretical framework adapted by Ekram & Zaffwan (2016) to devel Igital comic.
Based on this theoretical framework, the combination of cognitive ,ﬁw of multimedia

learning Mayer (2001), A.D.D.LE Model, McCloud’s (1993)% le of comic and

.IWdel which consist of
ta |oan Evaluation

phase are breakdown into three main steps, namel@oductl n, p drc %?ld post-

Flipbook pro was used to develop digital comic. The A.D

Analysis phase, Design phase, Development phase, Im

S
4‘
&
This theoretical framework by Ekram & ffwg{l ) W@SEH to develop

production.

3‘

digital comic because its highlight an ap&a dlrectl tc apply as a guidance

C@v

in produce the digital comic. BeS|de ite as er g the theories which is
cognitive multimedia learning 001), and»the c pts of principle of comic
adapted by McCloud (1993) w@m rﬁg;th S study and more clearly defined.
In addition, it connects M tud 1{;}; Xi knowledge by some of researcher
where they applied tiona @Whlch .D.D.1.E Model based on their previous
research which hf:)\q%p oti mlc&)@utable to be adapted to develop this digital
comic. $

O
’ 4
B |s theor Iﬂ*ramgwork was supported and guided by a relevant theory

by

and cm& It showed a Ilmlt?:gpe of the relevant theories by focusing on a specific

d defines the view that this study should take in, by analyzing and interpreting
@mework that can be adapted. By validating this theoretical framework, it can guide
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this study on how to facilitates the understanding of theories and concepts aS.Kst new
knowledge to develop digital comic. (‘)

This framework provides a theory-driven approach and show roader guideline
with a general set of ideas whereas it used the combinatio &g.mtlve theory of
multimedia learning Mayer (2001), A.D.D.ILE Model, W 1993) principle of
comic and Infinite Canvas McCloud to develop motio his study, the

researcher does not used infinite canvas and prop%sed and applie arl:%Bﬁlication

of Flipbook pro and Photoshop CS6 to devel comic. Itfis be se the both

\e/elo@ igital comic.

msb“eool feature such as

combination of Photoshop and Flipbook are ore |ta

Flipbook pro which is an appl t thh 1

displays crystal-clear on all desktop I@;e
; as 'ﬁ

N,
screen view, quick to page flip a ian, 2!3%%3 backgrounds and scenes
that are attractive, allows mt&@ of t , audio, nd hyperlinks into a flipbook
which are user-friendly. t n, th ho s‘h | h has many cool features such as

editing, retouching, tr, le ‘a entl s, text, vector layers, smart objects and

;@sto zoom in/ out on full

&
effects. Moreover, Nla ic pr qalio‘gh} been added on this theoretical framework
’

as a guidelinego'develop digitalic IC\(;/
A -y

&P s
\A S
Q



DIGITAL COMIC FRAMEWORK

ADDIE COMIC PHOTOSHOP CS86

MODEL DEVELOPMENT & FLIPBOOK PRC Screen

as page

(Pre-production)
Analysis
& Digital
Design Environment

(Production) Dlgltal
Development Hypertext Comic

(Post-production)
Implementation
&

Evaluation

Islamic
principle

Selecting Organizing
Words/Pictures Words/Pictures
(Dual Channel) l | (Active Processing)
¥ g

I Words I

y \ V | T : j :
e erbal if
> Ears % Sounds I—> Model B Prior
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Lo ] [| Sevises [| WorkingMemory | ] eus
e L
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\f Figure 2.8 (ii): Theoretical Framework of Digital Comic

o
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This study used the combination of A.D.D.I.LE Model, Cognitive MUltimedia
Learning Mayer, Principle of Comic McCloud, Photoshop CS6 and Flipbook Pro as a
theoretical framework to develop digital comic. The process of developing the digital
comic that using a theoretical framework based on the adaption of cognitive multimedia
learning Mayer (2001) which integrate words and images that make up a meaning in a
multimedia presentation. Besides that, A.D.D.l.E model which consist to the Analysis
phase, Design phase, Development phase, Implementations phase and Evaluation phase
are break down into three parts namely; pre-production, production and post-production.

The principle of comic McCloud (1993) which outlined some of the characteristics
of comic such as ideas, forms, idioms, structure, surface and craft are in line to produce
this digital comic. Moreover, McCloud also has highlighted a number of specific criteria
in comic which are; trails, distance pacing, narrative subdivision, sustained rhythm and
gradualism which are has been applied in this development.

The features of Flipbook pro where it’s contains the elements that is very
interactive. This software has a tool that can make the digital comic can be read flipped
and turned easily. Besides that, it has embedded multi-media elements such as sound
effect, hypertext and digital environment which has options to zoom in and out on full
screen view. Moreover, it also has full-colour display hence, can be easily accessed and
viewed offline. In addition, the translation used in this digital comic is Malay Language
(rumi) as a selected language. Since the original translation that contains in the textbook is

S written in jawi, it has been translating into rumi in this digital comic.
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ey
This digital comic also applied an Islamic principle such as the use of green colour

as it identified the colour of symbol of Islam. The green colour also has become a tradition
where Muslim represent themselves and was used as the main colour of Islamic
calligraphy, which show the complexity of a Muslim’s idea. Many literatures said that
inside the Paradise, all the dwellers will be covered in green garments as their clothes. It
proved the importance of green in Islam, as its more than just a colour. Besides that, the
visual of the Islamic image such as the Muslim (men student) who wearing songkok and
the Muslimah (women student) who covering their aurah by wearing hijab have been
portrayed in this digital comic, which showed these characteristics portrayed as an Islamic
image.

2.9  Online Learning during@evid®19 Pandemic <’

&
With Covid-19 annour@the rid ealt@aﬂizaﬁon (WHO) on March 11,
2020, the new process 0 ion t(} {Je_;; el(a/ r radical changes in the world and

new normal revealed{i:{.t (II@OZl@vid-lg first occurred in Wuhan, China,
&
201 (§h ,ﬂ(h&)ﬁ:kazmi, Bashir, & Siddique, 2020). In a short
’

at the end of Dech
time, Covid-@ ‘pre a cor@/an epidemic globally (Secon, Woodward, &
Mosher, S‘}he Co(l’iﬂgp;:\ndewc has had a tremendous impact on the order of life
of thew and nation of Malasg\?;, including those in the education field. The learning
re%at is usually carried out face-to-face in schools is forced to be carried out online.

Online learning is a new method of learning that makes advantage of internet

networks which are open, connected, flexible, and allow for a variety of learning activities
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(Rigianti, 2020; Sadikin & Hamidah, 2020). However, despite this difficul@n, the
majority of academic institutions all over the world have worked to mai Sﬁ)he modern
learning process, which has replaced the traditional one and involve ]&s and teachers
interacting with one another by using a variety of technological tegls and techniques (Qazi
et al., 2021; Rafique et al., 2021). In this situation, a teach mw proficient in both of
the subject matter and the use of instructional media. '

However, instructional media is one of the tools that canimak Ie’anlg%\g(;ssmn is
T

easier for students to understand learning materia he use ‘of edla\zn learning is

intended as a learning resource and a tool m%g pr \ove .\éew for students to

motivate learning, clarify and simplify g@concep co <ﬁ=nore straightforward

and easier to understand (Baharun %ﬂ ,@dition technology-based
\
learning media is very necessary me ath digital form can be used as
an additional learning tool a attrr stu nts tlon to participate in learning
l
(Widjayanti et al., 2018). 2 ‘.

Moreover, wi \cuw l e the Covid-19 pandemic which these

conditions have I eac

|ca r t learning activities online, are being the

reasons for t ed“to develop teac m&.materlals such as in interactive digital comics,

7 <

especially. ondarys 0 studgﬁts (Husnul et al., 2021). Furthermore, to keep the
onllne ar system operatlon\lc:t%roughout this pandemic, technology utilization is very
ence the inability to use technology effectively is the issue with the online

g system. In addition to the drawbacks of online education during this pandemic,

students frequently use cellphonesbut not for the goal of learning. In addition, Sabig
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(2020), in his research, said most of the parents have find it difficult to con&l%d direct
their children to learn. The problem faced by these students are they canx(@ttracted by

the material provided through online learning applications where the_learning process is

carried out online. Therefore, it is necessary to design learni hods to motivate
students especially during this pandemic condition. ? ’
A previous study by Genc Osman et al. (2021) d the @igital comics
e

in distance education increases success and helps de positive be vjorsct‘g&?:\rds the
earning

by having fun is'emphasized in
oy
It

xaluab.lgg.make student's

Oléaﬁﬂ\/hen the participant

course. They also agreed that the importance of |

distance education, as well as informal educationyan

educational processes fun (Buyuk, Ug\&@ﬁ & Sahi
reached the end of the adventure in t%@snic bo \ﬁ%l q@different perspective and
i ? R A
t

knowledge and felt a sense of fu “« Q-
&

The development of learni eT n for@digital comics aims to facilitate
and encourage both teac)‘% stude‘p s d iggl their learning process to study at home
il &
during the Covid-lQ% mic. [Ve endr Donaya Pasha (2021), in their study,

developed comic Nn egi qoL)(bg
result showe L di;al): 'c&\{di’a developed during the Covid-19 pandemic is
it ean

suitable fiwng medi tp-used as online or offline learning media during the

Covidﬂ% emic.
‘%)reover, Husnul et al. (2021) developed interactive digital comic teaching

aterfals for elementary school grade V semester 1 for the theme "Animal and Human

scientific approach for class students. The

Movement Organs" sub-theme "Humans and the environment". This is in accordance with



the 2013 curriculum, students' characteristics and supports received online @n the
digital era and the Covid-19 pandemic. Their study concludes that usin@g materials
packaged in the form of interactive digital comics in independent online learning is proven
to be effective in increasing student involvement in learning and4earning outcomes.
Based on the discussion above, this research aims t deWa digital comic based

on Form Five Al-Quran and Sunnah Education subject Form Wusyd students

of SMA Al-lhsan. In addition, this research was carrigelout to determi Te‘ltﬁggﬂity ofa
A
s b 4

digital comic to meet user needs.
\ Y
N -
2.10 Chapter Summary \O) 6
This chapter reviews key lit ran ﬂ ingth deﬂ}-ition of comics, their form,

-
eéé?ﬁ and Malaysian education is

N
he q)f@l comics in teaching and learning.

'3 . .
eaehers' @Jstudents' perceptions of teaching and

and their elements. First, the g

examined, including the rgeent impact o

Besides, this chapter a@ ses

digital learning co@the
: . ]

|
comicsarealsoi ed, includi ﬂ"ora_%ﬁlslamic perspective. Then, literature explicitly
N

focused on @ theory-r }ed ce@‘cs is considered, ranging from the early work of
practitim&eorists to the groy@{ body of learning theory found within teaching and

Iearm?bm using digital comics. This is followed by a review of various theoretical
r

e,

£

ER"
X,
=

. Th ‘?e advantages and disadvantages of using

ks that have particular use in considering the development of digital comics.
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