CHAPTER ONE

¥

INTRODUCTION A
N3

11 Introduction Y. '

The 21st-century learning community has taken lea MSS to another
level beyond the physical classroom environment ( 16). The @ learning

concept has been widespread in the country 0 ter of 'the world of

Y‘
information technology (ICT) as it offers tWarnlﬂ'? rlen nd helps students'

nn| & routl®2016). Besides, the
—\

incorporation of digital comics an n t has led to new learning
methods and provided opportu r m%\ﬁearn ﬁq, nd assessment to be applied

in the classroom (Farah et I g
' 0
With the pandemlc a un e W(éfp Health Organization on March 11,

2020, the new proce f life a tatl start er radical changes in the world and new

N,
normal was rev@ﬁz it? T P:!n ¢ affected the whole world and all areas.

However, it ge pliy b} @ in the movement and adaptation of the education

motivation during learning sessmns

= 5

that WI|| lead the next generation. c) h the pandemic, distance education, which is a new
educ inspiration for the 213t century, has become a part of the lives of students who
é n receiving education all over the world (llhan, G. O., Kaba, G., & Sin, M. (2021).

b The current digital era and the Covid-19 pandemic are the reasons for the need to

develop teaching materials packaged in the form of interactive digital comics, especially



for elementary school students, because these conditions force all teacher&Wy out
learning activities online. Covid-19 first occurred in Wuhan, China, at tﬁ@ December
2019 (Shereen, Khan, Kazmi, Bashir, & Siddique, 2020). In a shott time, Covid-19 has
spread and become an epidemic globally (Secon, Woodward; sher, 2020). The

Covid-19 pandemic has had a tremendous impact on the rdmfe of the people and

nation of Malaysian, including in the field of education. arning r'oce that is usually
carried out face-to-face in schools is forced to be d@ne. ’ 'C}T
The use of digital comic teaching materials lopeg duri this\/@demic year
has the potential to make online independe Iem q\o A ints%&?]g and provoke
intense student involvement in learning %in line wi e r@‘h of the study, which
stated that competence obtained by s@gsts isin \w\e? b ;@1 activities in surfing the
N,

internet continuously (Almarabel%ajdaﬁwi, . Kh. Qoﬁ\/lohammad, H., 2016 cited

in Husnul Khotimah1, Yetti 5@21 Su ena@l).
Educational comi e of Bb ur_nj:jzﬁls\b&igned in a digital environment and

&

e same time, they can be applied for

>
—

suitable for use in th Ming qnvhne .

;tio&)@d and can attract students' interest, increase

ng to the results of the researches prepared and

motivation a ake’learning fun.
- w; <> o |
applied i igital e woﬁmenq:,— educational comic materials have educational
§ )
compe% . It increases the pe?t(;ﬂjanence of learning, enables learning with fun, increases

%success, appeals to more than one sense organ because it is given with harmony

al and text (Topkaya, 2014; Ilhan, 2016; Mutlu, 2019; Kurt, 2019; Sentiirk, O. C.,

2020; Sentiirk, M., 2020 cited in llhan, G. O., Kaba, G., & Sin, M. (2021).



Comics are deeply layered with regards to their benefits in both th%%ing and

learning process. As one of the popular cultures, Comics is now beco:iﬁ@ emerging

research area within education (Han & Ling, 2017). Jennifer & Tiffap%gl ) said that the
hing

amount of scholastic consideration with integrated comics asagw tools had been
proven to possess a relationship between image and text he?iﬂﬁr and characters, the

presentation of the content, and the arrangement of vi fo malic,QHich can make
e

readers understand and have feelings towards what theyive read. . 4

Comics play a significant role in educational development, Iikqmse towards

\U v
Q;\ i dlo.\égz; media is very

)37

Islamic teachings. Thus, learning the Qur' % di

effective (Mukhrisah, 2011). Furtherm (@ stories

ne he Qur'an are great
when explored in comics; hence, alon h ther ienc j@vould be nice if we utilize
the facilities comics prowde | |zm8 Al JQuran @na 2011). Moreover, the
complex interplay of Words age comics @he potential to go beyond the

traditional textbook by %\ text ﬁgesgo a story that can help generate
coherence and conte Me |nf|>rm\n (Ho 2011)

This stud eyel&()@nt of digital comic-based learning as an
instructional IKGSX/d of SMA Al-lhsan based on Al-Quran and
Sunnah E wsubject at&/ere\p{egrated multimedia elements into this digital comic
to prowK ifferent experlence\fc\;? students. It was supported by a theoretical framework

s%ine to produce the digital comic based on the Al-Quran and Sunnah Education

PQS) textbook. It also focused on the topic of Pengajian Hadith. Besides that, this study



evaluated its usability to meet user needs by 24 Form 5 Ibnu Rusyd studen&QE teacher

and one expert. :c)
1.2 Research Background \/:

Education in Malaysia is an ongoing learning proce tha balanced education

in terms of physical, emotional, intellectual, spiritual, ial. M s’ims ust reflect on
e

Allah SW.T’s guidance through His Book and H essenger in ?ingds)lq current

-
challenges. Through Integrated Curriculum Secondary Schodl (KBSM);-one of the
Y

uden the Form Five

f. @‘failure to master this

@d Al-Hadith in Muslims'

subjects that apply these lessons and should, be zste{ﬁ

students whose taken Al- Quran and Su@caﬁon

subject could lead to the weakness in rstan |\&~L$

N
daily lives (Rabiatul Adawiyah, 2% 6 AP
So

In creating a generatio? ndl nds‘and kgws the contents of Al-Quran and
es an‘d e

in r‘eégghble as the caliph of Allah, the Form

Sunnah, forming noble pw

Five Al-Quran and S'qw’Educiti ject s@ﬂd not be neglected as an indispensable
subject in the ed Ma C rric Ral&)@ Adawiyah, 2008).
’
Unfortdnately, the Pendidikan &Quran and Sunnah (PQS) subject has not used

I <
and benef w instruct naI"medi“r his happens because teachers are less exposed to
N
the ne‘{ ods that can attraasaudents to keep their interest in this subject (Rabiatul
A , 2008). Therefore, the use of instructional media will greatly assist the

ffectiveness of the learning process and the delivery of messages on learning materials

(Huriyah, 2015).



Recognizing this fact, more teachers should be taking bigger steps i@h the
boom of information technology by building software and instructiona@ transform
teaching and learning, likewise comic-based teaching. Nowadays, comics are considered a
very popular culture in society. Therefore, educators are highly imgi)x.in using popular
culture as pedagogy to enhance learning and teaching. Ed athﬁough popular culture
is the most powerful educational force in contemporar e (Jub sl

e
Digital comics are referred to as comics cre entirely on c?mQB)&(Azlin,
re

2016). Thus, the potential of digital comics is offe e a vital toolin prep@fing students
Y/

et al42015).

, vigésg?eaturing audio

soundtracks, animation, hyperlinks, an@tivity ides, c@ks can help students

analyze, synthesize and absorb conter@st migh %d' ficukt when presented in only

N,
one way due to human's natur ion ﬂ) pi r«es,{;\!/g;}e comics can capture and
maintain the learner's interest thi ., 2007). \A
Furuhata (2013) s t by incorp a‘Un&, ular culture as material in teaching

and learning, as welllg\gbime (10m' r digitat'comic which integrated the element of

- _ N _
communication o ﬁq;a d my ia feé)ur s in which students are already interested,
4
/tu t§ will enhance and improve their subject matter (Han &

teachers coul(@ that ,\h
: 4
Ling, 201%): ' <
NV
% on the observatior?lc;.?fore, the interview was also conducted among Form 5

bu@d students at SMA Al-lhsan. Based on the result, the students have difficulties
0

understanding the materials (writing composition) from the textbook explained by the

teacher. This affects the ability of students to memorize and understand the topic on

(6}



Pengajian Hadith. Moreover, most of these students have smartphones that@o the
internet, and during break time, they often use their phones. Based on the &Er)tion, most
students like to read online comics on Instagram such as Tahilalats ( ﬁlaats), Komikin
Ajah (@komikin_ajah), Si Juki (@jukihoki), Webtoon e-comic a‘&r, etc.

Based on the fact found in schools, the facilities ova the school such as
computers and projectors are only used for ICT ation a‘\ mmunication
Technology) subject. Even though the facilities are complete, it isinot u ed @Bﬁ]ally by
teachers. Even though the school has provided a ccﬁz thyt dency oﬁgeachers using

textbooks to deliver materials cannot be avo%

Based on conditions of the For Wusyd S S o@ﬂA Al-lhsan, there is

a need for an appropriate solution to ma stu en% tﬁ)jects easily. Students are
expected to learn by themselves i Is or t homeu e plng media that is instantly
and easily used is a good sol d new'inte stln@tent must be made available to

address this problem. Di% ics have be Jple medium that the researchers intend

to develop because it Moprlafe \the sc s situation and condition. Based on the

need analysis of &%ﬂen t e | to access online graphic media.
Based ©nthe“description a o researcher intends to develop a digital comic
with the on tha it

al comtcs are an alternative to support the learning process,
NV

espem% ing this pandemlc?;’r

Ny

(o]



1.3 Research Problem \q

As one of the elective subjects, the PQS subject is very importan :tgf@duce basic

knowledge from understanding the teaching of Al-Quran and Al- ah. However, the
percentage of these subjects still does not reach the level of excellew Imost all schools,
including government schools, government religious scho, Is,wztate religious schools
(Rabiatul Adawiyah, 2008). '

According to Robiah (2001), school actmtéuemfor me cirrl%g;&]t by the
school are more focused on science and Mathem cjun C cenugrtlon towards
subjects such as English and Malay Languages. Si |Iar¢<, ctsre rﬁto religion and

Arabic are also not regulated, which Ie\ﬁ@swdent ' el in these subjects.

Besides, Rabiatul Adawiyah (2008) that A % l;a\ ch as Syariah Islamiyah

N
Education (PSI) as well as Al- d Sﬂnna cadé? (PQS) have less attention
among students. \

l >

; | :

There are severa% S fzig di Beagt/% and learning (PDP) of the PQS
subject. Firstly, themllty Qf I

atlveé'/nlng media in schools is still limited,
especially in the

: Feaﬂ)@ and learning aid materials of this subject
normally co thefor l)fp n nd@lack of computer-aided materials in this subject
encourag e com Mive Qtudy to be carried out (Rabiatul Adawiyah, 2008).
Furth ;he Ministry of Eab('%tlon has provided basic materials, such as textbooks

ooks, including teaching book guides and the syllabus in order to help the
eachers plan and carry out teaching activities more interestingly and effectively. Hence,

the handbook is available in print and not available in the form of digital software that has

\'



an element of multimedia. Besides, teachers have a tendency to teach using @s and
not maximally utilizing the existing technology. (')

Secondly, the students have difficulties to understanding memorizing the
materials of PQS in the form of a textbook. A teacher has underli d?;.one of the major
issues in learning PQS subject is the difficulties for students,to Wrize the interpretation
of hadith., history, facts, events, years and peoples. Ho »the in r!nat' contained in

L
digital comic is easier to understand because it’s attragtiye and combin \iari(&)&ements
h

of images, narration, and animation (Hidayah, 2017; yudin et al 42020)z~
Y

Thirdly, many students own smartp%ct teﬂ \se thggxr entertainment
only such as social media and watch@ instea tiliéﬁ them for learning.

Furthermore, students are interested ﬁsrn by ust isua n@ia, and based on the first
N
field interview, most of them lovi comics eizéufﬁrtphones, such as Webtoon

and Mangatoon. The eﬁectiv%r dti co icsig%o supported by some previous
n

researchers, which isthe(%) e tc:j

&
it has visual element,QQ@ct thq at\|on of nts (Mulenga, 2020).

&

Lastly, d ’\khe (& vi‘ - mde@the teaching and learning have shifted and
t) 4

adapted to o

3

igital ‘gén’ﬁa’s suitable to use in learning because

e digitah c migﬁdeveloped are expected to attract students to

4
participatzwr online arnﬂlg aﬁ@-focus on the subject taught. Students will not bore

N
in read'% learning materials\(;a/)hich available in the form of a digital comic because
igi ic can motivate them to participate in learning and attract them to learn in a
ore fun and relaxing environment, read excitingly, enjoyable and expect them to become

active learners. Moreover, the use of digital comic in online learning can increase the



success of learning process and helps to develop positive behavior of studen&man et al.,

2021). :c')
Therefore, this study has developed digital comics as an instructior% la to facilitate

the teaching and learning of the Form 5 Ibnu Rusyd students of I-Ihsan based on

the PQS curriculum textbook. ? "
_ .\d‘ v
14 Research Questions ' L\)*
o _ _ A
The objectives of this study are to answer the fellowing réseafch questions:
T Y
e What is a suitable framework for developing di i'mm rm 5 Al-Quran

ics
and Sunnah Education subject?\c') &
e How to develop the digital @30 of Fo\%l- @ and Sunnah Education
)Sy N
? o ¥,

subject?

d
&
e How to validate the 'digi corrc 0 rm‘gﬁ\l-Quran and Sunnah Education
subject? % 2

15 Researc ctives,
Based@ roblI s?te e s research will be conducted with the following
objective % %

@)

%i entify a suitable f%ework for developing digital comics for Form 5 Al-

uran and Sunnah Education subject.
0 To develop the digital comic of Form 5 Al-Quran and Sunnah Education subject.



e To validate of the digital comic of Form 5 Al-Quran and Sum&%ucaﬁon

subject. :c)
1.6 Significance of the Study \/:

The use of digital comic-based teaching and lear. 'ng?aterials as instructional
media in the teaching and learning of PQS subjects was edto CWW experience

e
and atmosphere for the students. It is also expected to engage students i tr,e ch)&Sd topic,
S

motivate them to read and help them remember “eontent,s This digitalycomic offers
Y/

he s@s are given the

independent learning and a more enjoyable Jearni

freedom to learn by the time required, the process+i pe@\indefinitely anytime
and anywhere. The students also Wenﬁse to in \c{\&e I,)@vith the computer during
N
their studies. % . u <£?
So
The use of digital comi eacli Iear'@ aids can help teachers diversify
in teaching and learning in th‘e las golmg the existing methods. In addition,
N &
systematic planning ’annd |jur| achi cléssons to ensure good and proper can
&

make the teachin Nex iting Cme)r g when students are directly involved.
4

Itise hat this s w Q;éneficial to the MOE, especially for the Islamic
AVARES
and Mora ion Dep meﬁt (JAPIM), Ministry of Education Malaysia, Pahang State

&’

Educa\i{ partment, State stamic Education Department, and Kuantan District

an and Al-Sunnah Education subject, to hold courses by developing software or

Office to intensify an effort to increase the software on teaching and learning of
I-Qur.

comic education to the teachers. The courses will be focused on learning theories,

10



instructional design models, and others related to the digital comic software@igher
quality and suitable for use. (')

The results of this study were expected to help the schoql_administration and
teachers grading. Teachers can identify media learning tools te,be Used to Form Five
students who will be sitting for Sijil Pelajaran Malaysia ( ngides, it was expected
to enlighten researchers and parents about the need to osed t a'n tive learning
tool to encourage students to improve their academictaghievement. La: I)‘ thg)&ﬂdy was

expected to be the driver of other studies, where thiSweseargh can be useq-as a cultural

u\’n in tgéﬁmtry.

&

1.7 Scope of Study (’)
The major purpose of thlsévas tg‘ dev pred igital comic based on Form 5

Al-Quran and Sunnah Educatl ct asa Iea g medlafocused on the subtopic

resource in helping to increase and the effectiveness of

of Pengajian Hadith as % ctlon me lI'h tudy was conducted during online

learning on PQS for Nlbnu| tude SMA Al-lhsan, Kuantan Pahang. This
study was condu M is it‘)&sed primary data such as questionnaires.
The question ere distribut 33 Form 5 Ibnu Rusyd students during their

Ezr a ne expert. The content of the digital comic of the

: 4
online le ass, one
o\ &

PQS SQQ& nd has used the M?I'ay Language as a selected language.

11



1.8 Definition of Key Terms

N3
O

A comic is an art form; art sequencing, picture or juxtap@sed images that create a

1.8.1 Comic

storyline in a specific order which aims to provide inf atw and achieve aesthetic

responses from readers (McCloud, 1994; Eisner, 2 ruserr%& Ekram &
@
Zaffwan, 2016; Muzumdar, 2016; Silva et al., 2017; nin, 2017). ' (‘}
A
P 4
&y

1.8.2 Digital Comic ‘1 \ E\T
Digital comics are comics that a gzﬂ'a entirely co (fer and not by manual

drawing and coloring process (Deligiﬁa')& Pour\ldi,%o )jh which applications that

N
. - [\
contain colorful moving images %xts or eveft can ownload onto smartphones,

computers, or tablets (Amend%flet,ina, 016), nge accompanied by audio tracks
|

or animation or even are r%/ in trL';e mu rpegigqch as utilize an interdependency of

media to tell a story}{%gmlzb_ !

P
b
1.8.3 Educ omi
VM

b 4
A &ional co rﬂ‘edi\u/ hrough contemporary and digital technologies like
A )
compwn the Internet with M media affordances like images, text, audio, animation,

linking as pedagogy tools make new experiences and enhance teaching and
\bﬁg (Duffy, 2016).



1.8.4 Al-Quran and Al-Sunnah Education Textbook \q
A curriculum or syllabus is used to study the PQS subject and g@we elective

subjects set in an open certification for Sijil Pelajaran Malaysia (S %_Thls subject was

taken by form 4 and form 5 students (Rabiatul Adawiyah, 2008)

1.8.,5 Form 5 Ibnu Rusyd students i\d
@

Form Five 5 Ibnu Rusyd students master a ye f the PQS su ("td ing Form 4
S
at Islamic secondary school (Rabiatul AdaW|yah 20 2 X
Y

\/ 3 S5 QT
1.8.6 SMA Al-lhsan Kuantan Pahai\c')
as

Sekolah Menengah Agama A n, also W AI Ihsan, is a religious

N,
secondary school located in Ku han Se Iah @ngah Agama Al-lhsan is a

high-performing secondary r schoo ant klpedla, 2018).
N
F &
@)

1.8.7 Covid-19 Pa %
&

Covid-19 fi ccu e I han tﬁaha, at the end of December 2019 (Shereen,
.’
Khan, Kazml : Sb:j?e, 0 Q&J
% o
R

1.8.8 n| e Learning
‘%Ime learning is a new way of learning that uses internet networks with

@Iblhty, connectivity, flexibility, and the ability to generate various learning

interactions (Rigianti, 2020; Sadikin & Hamidah, 2020).



NS
1.89 EFL @

EFL is regarded as English as a Foreign Language, and ESL ed English as a
Second Language. Before distinguishing EFL from ESL, it isWtant that there are

differences between "foreign language™ and "second language" %ng,lmlg).

1.8.10 The Development % '_\‘*\)‘
s Y

Development is a process that createw ‘pr.% SS, pqi\m\/e change in

economic, environmental, social and de@;ﬁic compenent \ngut damaging the

resources of the environment (Sakalasoori OZOK

“ &

1.9  Research Outline A%
N Aj S

This thesis was dic' ed gto five :ajsi i@ng the introduction. Each chapter

represents a subject to certainsc N@ fo?- tes the thesis contents. Below are the

chapter numbers, tit&d S

\ p

<t': S

Chapter 1:% odugtion f ~é\

Q&er 1 contains the r@fh background, research problem, research questions,

o

fea@ apter in this research.

O

resea \Djectives, the significance of the research, limitations of the research, the

@l n of terms, and research outline.

14



Chapter 2:  Literature Review \q

In Chapter 2, the researcher highlighted the key terms of researc g@ithms, and
techniques related to this research. It was divided into three pﬁtﬂa covered the

theoretical framework of digital comics, the development ofﬂait; comics, and the

usability of digital comics. Y'
NY.

Chapter 3:  Methodology ' c}
. . . A\
Chapter 3 provided a brief description and explanation of the researclrmethodology

N
a\i rstl@ methodology is
di@‘comics. The second

that was used in this research. It was divided% ee Qﬁ

Chapter 4:  Resul

Chapter ided S indi ﬁyand analysis contained in a digital comic.
’
Moreover, thi r also in¢luded a&dssessment sheet by expert validations and the
4 r

questionn wm stude e'sponges to evaluate the usability of a digital comic.
\A R

. Conclusion, Discussion, and Suggestion
Lastly, Chapter 5 summarized the work accomplished and discussed the
possibilities and recommendations in the future, analysis, and discussion of the result

15



obtained after the training and testing procedures executed from the systemt\& already

developed and evaluated the overall system's performance. :c’)
1.10 Chapter Summary \;

This chapter explains the background of the study, Ra’ch problem, research

objectives, research questions, the scope of the stu S gnin the study,

@
limitations of the study, operational definition, and :e@u outline. Th crapLe)&'enerally
A

provides an idea on the field of study, which focuse developin igita(:omics as an
Y/

instructional media for Form Five Al-Quran %;na \tion (P subject.




