CHAPTER FOUR

RESULT AND ANALYSIS

4.1 Introduction ¢: }
This chapter presents the data analysis of the,findings ué&ﬂﬁve and

fb i
qualitative data. While this chapter focuses on“the data‘,a lysis anqz-}he resulting

. . . T oy
findings, brief explanations of the results, werejinclu e res reports on the

\ @
A
0
VT

results in two phases. The results o%‘ﬂ’lltativ udy are_iftended to answer the

second research question that disgovers the gqu %Lo integrate Islamic and
N,

scientific knowledge from the e@eaﬁmil ere of the quantitative analysis

are intended to address the_thir uesll ;' which isé@neasure the usability of digital

comic among students [ 0’
’ F &
\r N O
4.2 Thematic ar&% ip@ysis\ ult

N e
¢
This stud to establish the usabi ity of digital comic. In order to answer all the
S
research{ucs/ ns, thi ‘arch w&? using mix method design both quantitative and
by

qual method, sampling data analysis. Based on quantitative research, a set of
sur estionnaire were distributed to selected class which is the Form 5 Ibnu Rusyd
@ nts of SMA Al-lhsan. The respondents who took part in this survey consisted of 33

students.

134



For qualitative research, a semi structured interview questions ha&&?asked
randomly among five respondents based on purposively sampling i@e. All five
respondents were from Form 5 students from different classes of SMA Al-lhsan. Table
4.2 illustrates the profile of respondent’s base on interview thaghas been done. It shows
respondent as a number start from number 1 until five. erents were assigning

based on number. The demographical background k or hei@da and classes.

L ]

- | &
Table 4. 2: Profile of Res nts Intervie 5\
b 4 \,Y'

.
RESPONDENT GENDER 2 u§5ES ;.
A\ é

#1 Female 5 Ibnu Rusyd

#3 Female 5 Ibnu Khaldun

5 Ibnu Taimiyyah

#5 Female 5 Ibnu Al-Khawarizmi
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4.2.1 Thematic analysis result (Qualitative) \q

Data collection methods employed in this research was an in intekview. The result
of quantitative analysis will be supported and interpreted by the Tﬁtive data using

thematic analysis. The thematic analysis gathered from the v ms by respondents
that has been interviewed. Case studies using in-depth i ma've been done to get
the data. Based on the interview data that has be@%j dW{]scribed into
verbatim. Later, the important points of interv@e sele¢ted q rg{e}r‘zc*her was
identified and the excerpt was put into coding e\'l‘ﬁi do anually using

%

the Categomy and oncept of all the

table of coding and it was continued to i

r-dsed the k edg@ analyze the concepts

based on the similarities of the i the i n .@erature review. All of this
) 5
n |

process of data analyzing wa as gﬁjaﬁ'a ﬁg
In this study, the datY'Gm ar, intetvi Wsh.é}been transferred into transcript

|
verbatim. The transcrm beenhﬁbzn ded on the research objectives. The

\H @)
researchers read ’Q scri l and Jcateg r%d the topic and subtopic based on the

N
similarities of@\swm esre n'dlzntc.g'r(using thematic analysis, the table coding for
e t

all respo &Rwe b
‘v’
finding*has been arranged into S@Bpic as below.
= S

ed on the interviews conducted towards the five respondents, the main themes

passages. Under this process, the resea

identified in order to justify the usability of digital comic. The category of these

themes is attributed to the conceptual and contextual dimension due to the nature of the
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respondent’s insights which consists of the sharing of their experience{& concept

discussed the usability of the digital comic. The themes have been arrag&a following:

A) New experience when using digital comic of PQS subject

4211 Interesting hb‘ [
Most of the respondents said they like and intetested to read :x)\lgdﬂr@'leaming
| &
process. The new concept by applied digital com%g le‘g ng PQS s@bct can offer
#

: : e
them a new experience. This was agreed by responde

3)!§Q’said that comic
§ Ye SO t,lhi newoﬁ;apply in this subject,

can be something interesting because ﬁj
t

while respondent five (R#5) assested that ic Bas Jan.¢clement which can help
PN PAS
i on

memorize the difficult subject. Thi ased Xce elow:

RN

£p
G

R & eally like it bec ‘Q’s differed from others.
N

Ny

Sangat suka sebab lain dari yang lain.
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R #3 | like when there is something new in this PQS subject beca&R
think it's interesting. :c')
Saya suka bila ada benda baru dalam subjek PQS ni Tsaya

rasa ia menarik. \)
R#4 Interest, when it comes to comics. N
| S
Minat lagi-lagi kalau komik. b 4 \)Y"

c\’: : "\\ ¥

\, )

R#5 Yes, | really like it because there e ents In the subject
N /S

that are difficult to me e.0 &

“« &
R

Ya, saya sang \eb e merg,ru dalam subjek yang
S
susah nak

4 F &
QG
O
42.1.2 A@xen’ss‘? e
L N
w WJ id tﬁé:omic can be attract because it’s simple. This was

Re t ﬁve’(
ang ther four respondents where they said that comic is attractiveness because

.

%ﬁng the picture that can be read in relax ways, support by the picture drawings

that seems cute and the story contains in comic was easy to understand and clear. This

is based on the excerpt below:



R #1

R #2

R #3

R #4

Because it's easy to understand the story inside. &)

Sebab senang faham cerita dalam tu. V

Because when there are pictures of paint it ‘\d
@

feels interesting

Sebab bila ada gambar lukisan rzw

Attract. Best and'simple.

Menarik. Best dan simple.
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4213 Accessible

Yv

N

The comic digital was accessible where it can be read h, anytime.
Respondent two (R#2) said the comic can help he feel less burden arning difficult
subject. This was supported by respondent four (R#4) he saidwe attractiveness of
comic can help them out of feeling bored when learnin xn.g. lThis was agreed by
respondent five (R#5) where she said that comic can nb a&s%ontaining the
picture that has a cartoon image and stated that ic canbe n'a&éej\s.through
computer lab at the school. This is based on ﬂ?@ t below; -.\,Y~

N4
A,

(,3 BN
to [Q%difficultto ics

at san tgﬂg‘delajar topik susah
RS
AN &

& You can study anywhere, just like studying near home, you can
0 lie down while reading comics.
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Boleh belajar dekat mana-mana je macam study dekat ruma\i

boleh baring sambal baca komik. :

R #4  You don't get sleepy when studying the topic 'Mics, it's

Tak mengantuk bila belajar topik tu g komik, ud.a\goqg.
guna bila-bila masa. é p A

\ \T
Y X
R#5 |thinkit's fun to study V\m re @r ns.

definitely use the coghabﬂﬂé’ sc@t

d
Saya rasa sebab se\go N adaibembar kartun. Pastu boleh guna
makmal c%ﬁalau t se Idh‘sgﬁ]ok.

’

easy to use at any time.

=
)

1nc% dents in understarbing the subject matter. Understanding is key to learning

ss. It was agreed by respondent one (R#1) who said that with the use of comic

@ be diversified in learning instead of using textbook only. This was supported by the

rest of the respondents which they declared that when they read the comic it’s can help
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them increase in understanding of the important point which is comic l&%anguage

that is easy to remember and the text is simple rather than read the te tw textbook.
Learning with comics in the subject matter also can help them?ill remember the

things that they have read. This is based on the excerpt below:

Nyt

R#1 Yes, it can be increased because you don't need to S|Mqok§.

only. é
Y.
Y&
Ye, boleh meningkatseb@ak &k ab u'teks je.

..\,
/N
R #2 Yes, because you do@a toyr the'te tm@qe

“ &
textbook. &
Haah bole%gak payah nak dacb'anjang-

panjan g dal teks t
\‘sf
|
? ; S
R # con?d ntﬂ prove because | can understand the

I portant points s@g t away.
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R #4 1 think it has increased because | really understand it. \i
Saya rasa meningkat sebab memang saya faham sangaAj

R #5 Will increase because | feel the enthusiasm he?ﬁ!!i gsoit's

easy to get into my head. .\d

Akan meningkat sebab saya rasa sema bila membata 'a&@mng nak
masuk dalam kepala.
p &y

C) The suggestions of 1ntegrat1 dlgltal gg iei PQ% subject
6

4.2.15 Features \ J Aj \A%

All of the responders ed that'som fda T can be adding to make this comic

more interesting. Rwdent ‘ é@kgested it will be more fun if features

such as animati as a d by respondent three (R#3) who said that
with the sou din vﬁ'll @(Rore interesting. This was supported by the rest
of the r ts whi ¢y su \ted that the longer storyline in comic with simple
and ct stories also the s1ze is bigger, it’s can make them reading comic in a

Way Finally respondent one (#R 1) suggested the other topic of this subject can

Qdded which will make this comic more interesting. This is based on the excerpt

below:
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R#1 My suggestion might be to add another topic because | thinlt\hli

comic is interesting. :c’)
Cadangan saya mungkin boleh tambah tajuk Iain\;

juga sebab saya rasa komik ni menarik. Y .
N

| &
R #2 Add other features such as cartoon an mov —\
b 4
t \T

around and it's will be more fun WWOU &
read comics. (V: o\ 4‘4\

Tambah ciri-ciri lain centohnya %rt @
: N
yang boleh bergeraks dafi lagi nok-bila

nak baca komi \ '

\A‘o
S

O

R#3 |If ad@nd,ﬂ@ic W@more interesting.
N N O
3%amb h ;{m@(}%am menarik komik itu ada suara.
&/ VAES

\
M I suggest a slightly longer storyline because it's really fun to read
oe the subject of PQS in form of comics.



Saya cadangkan jalan cerita yang panjang sedikit sebab terla{i

seronok nak baca subjek PQS lagi-lagi dalam komik. :c')

R #5 |think the comic is simple, compact and the writi t may be
a little bigger so that it's easy to read. Butl&%ﬂnc
Saya rasa komik yang ringkas, padat¢dan font tulisangya g’be@? sedikit
supaya lagi senang nak membaca. aya s alda omll§zm
\Y &
O W&
4.2.2 Descriptive analysis result (ega)}latl

__j

S
\
Data analysis technlques is esear Was rlptlve analysis method. The
quantitative descriptive an hid processes ‘@a in the form of numbers or mean
|

scores regarding the ob% rst ‘-

This study u@ﬁnn@cnptl nalysis method to describes the mean
score of studerﬁ&oy y rhngt%J&Cal Package for The Social Science Software
a

(SPSS) re emﬂ/e pﬂ%ctﬁrough the provision of digital comic media
questio wheets resﬁlt {'Fﬁuantltatlve descriptive analysis as below:
(.)

N S
N
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Table 4.2.2(i): Student's Responses

No Name Mean Score
1 | Student1 4.86
2 | Student 2 4.75
3 | Student 3
4 | Student 4
5 | Student5
6 | Student 6
7 | Student7
8 | Student 8
9 | Student9

10 | Studen

19 | Student 19 3.93
20 | Student 20 4.32
21 | Student 21 3.86
22 | Student 22 3.89
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23 | Student 23 4.36

¥
24 | Student 24 4.61 *
Yv

25 | Student 25 4.54
26 | Student 26 4.64
27 | Student 27 4.21
28 | Student 28 4. l

29 | Student 29 , ‘\d‘

30 | Student 30 élB ’ I _\c\)?'

31 | Student 31 4432 "
= )

32 | Student 32 \/

33 | Student BB\C')

Total \\ 3P AL
SEPAN /S

&/
S S
digil#l comic ob d a total mean score of 4.39 from

The student responses : 6
the ideal score of 5.00. % re, it} d'ﬁ ility. Furthermore, suppose the final

research results are \k to e hat c the digital comic is deemed fit for use as
a learning medl ?‘0’19 Hadith for Form 5 Ibnu Rusyd students of
SMA Al- Ih e |gbé§results of the student's questionnaire obtained a

mean scor f 9 of the maxmuﬁ an value of 5 with good category, which means that

the di Nomlc provided is good
éata analysis in this study includes the validity of the media obtained from the
Dionnaire results of student responses which analyzed by using SPSS quantitatively by

following the following formula:
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Mean score = Assessment scores / Number of student responses ! c' ,

Furthermore, the data analysis uses the Likert scale 1-5 to th;ents' responses to
the digital comic that have been developed. The questionnai fiwg data refer to the Likert

scale filling method with five choices for each comp resentéd. This'data is in the

@
form of numbers which are 5, 4, 3, 2, 1. QuestionnairgXanswers using irer@jsre which
A
L 4
Y

includes five choices, are presented in Table 4.2,2
\ T

Table 4.2.2 (ii):Questionnai@eer i ith Likert Scale
Category Score S ),(k
>7 o
Strongly Agree 5 @
Agree

N
Y
Natural ? , 3 i? ' 0@

Q O
. X
4.3 mﬂ n Analysis Res&t%v

;g?dation and testing aim to control the content of teaching materials to keep them

e needs and characteristics of students.
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4.3.1 Media Validation

“

The media validation was carried out by a Multimedia lecturer fram the Faculty of

)

Science and Technology (FST), USIM and a school Panitia of bject from the

e

Sekolah Menengah Agama Al-lIhsan, Kuantan. A validation media expert was

opinions to make some

improvements on the initial development of the digital"'eomic. hé‘q@nnaires of the
@

Y'
media validation in this study were adapted and @d based on s’ug@' Pramono
(2020). 4 &y

\ T
The assessment of media validatior‘: i stud?\was ased @the 5 Likert scale

s

carried out by a lecturer and a teacher to gather feedba

modified by the Sukarjo (2012) as folays: ®
Figure 4.3.1: S ‘gﬂver ' Vglu oihaS Scale
LIS -
Score/Category Score
Pattern Calculation

Very good X > X; +1,80 Sdi X> 4,21
Good X;+ 0,60 Sdi <X < X; + 1,80 Sdi 3,40<X<421
Pretty good X;-0,60Sdi <X < X; + 0,60 Sdi 2,60 <X < 3,40
Not good X;-1,80 Sdi <X < X; - 0,60 Sdi 1,79 <X <2,60
Very Poor X < X;-1,80 Sdi X<1,79
Where:

Average ideal score (X;) =1/2 x (maximum score + minimum score)

Sdi =1/6 x (maximum score - minimum score)

Maximum score =5

Minimum score =1

Average ideal score (X;) =¥%x(5+1)=3

Standard deviation ideal score (Sdi) =1/6x(5-1)=0.67

X = Actual score

N ¢ P./' T Y
T btained om{he\ljw'terial experts were analyzed to identify mean score

by NQ& ing the total of queﬁ'ionnaires score with the number of total questions. The
mean score was interpreted for each aspect using the five-scale conversion
criteria adapted by guidelines of Sukardjo (2012) as Strongly Feasible, Feasible Enough,

Inadequate, and Unworthy.
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The results of the media expert validation obtained a mean score #\Q? of the

maximum average values of 5, including enough feasible categorieal gfeawwhile, the

results from the teacher validation obtained 4.93 of a mean scrﬁt@t is considered

strongly feasible. \,
4.3.1.1 Media Expert .\d
(3 \Y'

A media expert did validation to gather ad@wpinio st |'n Ia’experts to
P 4
&y

make revisions. Y' $ Q\T
ali

7
[/
/

X @) Score
2

. The suitability of the ma eﬁal) \T A 2

. Suitability of media withymateri cteri

! N
: Completenesse tmerial ,n th rr\edi\ag}T

. Ease of unders dindthe dia il ations.

. Help ws m,acp. : ﬁe&@ing outcomes.
. Enceura studlnts 0 be mofe active.
¥y s

L N
usedfas ningsupport of the subject.
YIgringee j

1
2
3
4
5. Ease of understandi glt‘\ materi iﬁ@,media.
6
7
8
9
1

The clarity of th ial in the media.
clarity o emeé%ﬂa in the media

. Suitability of illustration with related materials.

N[ W] N W N Wl & N DN o &

2. The suitability of the material with the development of
0 technology and information.

13. Completeness and clarity in conveying identity. 2
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14. Deliver material clearly.

15. Clear delivery of learning objectives.

16. Help students learning PQS subject.

17. The suitability of languages rules.

18. Ease of understanding the language that is used. .\)

19. The accuracy of spelling and terminology. ?

20. The accuracy of the writing of punctuation |\'

21. The consistency of the use of terms.

g
\ 4
22. Linkage between the meaning of the dialegue conve sat',!f.

23. Suitability of language with conver

24. Use language that is easy for st

25. Communicative. \C)

26. The color display, font type and fon ﬁsse\a C k&read.
% '

27. Attractiveness of the ¢ iga. c}\
L.

4
3

28. The attractiveness MW ¢

29. The accuracy of and illustration
Ryt Togdion S
30. Continuity s% h page. ’ \J

31. Legibility 6f text. I‘\\

—

..~
32. The acv.{l&of cWina{i@?

A DN DN W O] o O W W b B~ W

r

larity of storyline. ¢
y y \C-?

The accuracy of the election characters.

7. Suitability of picture with a story.

38. Attractiveness of the storyline.

39. Clarity of illustration.

w| w| o o] W| o
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40.

Attractiveness of the presentation of character.

41.

The clarity of the picture.

42.

Accuracy of typeface.

43.

The accuracy of the size of the font.

44,

Laying balloon conversation. \)

45.

46.

Design view each screen. ?
]
|

Display opener design.

47

gl W| | | | O

y

4

48

. Conformity with the background text colgr. ¥
']
. The clarity of the instructions for use @ ’ 7’

49.

A]):;

50.

Ease of use menus. Y. ’ ‘o-/ |
'n-\ A v
ns

Ease of use navigation buttons.

51 Digital comic media is easy@ocess

. File size is not large. \?
r‘) J

. Operation is simple. R c}‘
3 L.

. Coherence. I A} AQ}T
e

Cohesiveness. g- 3‘
LA
. lllustrations % nted }I arl

.

&

LN

4

. Interestirwm(grour . ‘§}
. The combihation i ‘t-hg?ofc S.
ln\ (

W W wWw| O Wl Wl O W| | O O =

3.27. Moreover, based on the conversion guidelines in Sukardjo (2012: 98) in Pramono

(2020), the average value of 3.27 falls in the category of "Feasible Enough"”. Therefore,

.Ove ear’nde it) ations
) )

193

3.27
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judging from the data above, it can be concluded that using PQS-base({%ooks of
digital comics in the learning process gets positive responses from medi %rts. Hence,
digital comic is declared feasible and can be used in the PQS Iear%ssion.

N

Assessment by media expert can be presented by f O\WG following formula:

R

Mean score = Assessment scores / Number of ions '

P 4
Y~ )
Furthermore, data analysis was carr'w sing\qua 'tative&criptive analysis
Q’ dat@is study was divided

techniques and qualitative descriptive

into two types. First, qualitative ‘ﬂ)he fg@}\sv rd
advice from the experts. Seco@antit@ in thA rm of figures are obtained by
the mean score of the testths. "he a coll.@'on method in this study used a
questionnaire method, mhe research. sﬁéug;nt used was a rating scale in the form

of a digital comi@bval@heet. Tﬁ% media validity sheet instrument covers

AN

seven aspectschving w?tljﬂat 7 language/symbols, graphic, presentation,
e

visuals, a(@uﬂ a‘ep ;ﬁ §~
A 5
AN

@Yeacher Validation

4
Oalidation was done by a teacher, which was performed to gather advice or opinions

to make revisions.

. The typ

AN
jéderived from the input and
)

&
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Table 4.3.1.2: Teacher Validation (t}

Categories Score
1. Completeness and clarity in 5 T
conveying identity.
2. Clear delivery of learning objectives. gv

3. Clear delivery of material. .‘- 5 .

4. The suitability of language. 5\'
5. Use common phrases that are easy 5 >
students to under. ' G}Y
6. Coherence. L , 5 =

1

7. Cohesiveness. v \T
Y \3

8. Text is presented clearhg" o N 5 %
9. Sound is presented c%. K A

10. Hlustrations are p
11. Interesting ba@%und di N5
12. The combin in the USe of Iorsr:')\‘ 5
13. Selection of*ehara ’ S
tiveness of charact

. ppearan i egra&@f 5

TN N Vv 74

g & 4.93
(a S’

Based Qt e s/ne \gg;her, the digital comic obtained a mean score of

4.93 out% : BaSEOyZe c rsion guidelines Sukardjo (2012: 98) in Pramono

)
(2020Ythe,average value of 4:93'falls in the category of "Strongly Feasible". Therefore,

omic media on the topic of Pengajian Hadith was declared valid and suitable to

G"n learning. Assessment by the teacher can be presented in the diagram as follow:
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Mean score = Assessment scores / Number of questions \q
4.4 Revision of product Y‘

The revision was made after getting suggestions and nts from the media
validator. As a result, several things were revised on micJ learning media as
follows: ®

| | |
Suggestions from media experts to change backg‘r'o dand Iay%a{»that are not

too striking. Q \ Yﬁy

Suggestions from spelling in cc@d
to fa

consistency of font usage, especiall it Nt{ understanding of comics and

fied@ga n, adjusted to the

A,
increase student interest in readin igital comie. Im@ements can be seen below.

Suggestions from mediaN st Mfon&fz’e that is too small to read.
k.
(.;T Ljf S
NG
Q7§
SN
&
I
% 4

\C.)

'

S
&
S
N
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er Revision
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BETUL APA YAND AKAK PESAN _ SSLAMA INL

AKU BELATAR SEMATA- MATA KEZANA AU
AxL

TRGTH TAKT
FERLU UBAN MIATEY | AKU BELATAR KERANA

KAKA KERANA MENASIHATE

|
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VWALALININ TE AT B EROA AL S8 OAH
DERIAYA METAPRTRAN JMANG sEeuTL (17 o\
AN AKLE AN DA AT DTV LA

SCTTAS ARMALAN KCLTA I L KR MANA
ALLAN TANA,
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RESEARCH
OBJECTIVE

DATA COLLECTION

l

DATA ANALYSIS

|

RESULT ANALYSIS

* AP 1

= Student’s validation (4.39)

= Teacher’s validation (4.93)

= Media expert validation
(3.27)

\ Fllww?@d: 'Iq'rg(f{esearch Flowchart
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4.5 Chapter Summary q

Chapter Four examined the results of the mixed methods use@reseamher.
The results of the qualitative study were processed in Microsoft Wor e transcription
process and categorized into respective themes. In addition, the f|n of the quantitative
study were stored in Google Form before being trans Wl\/llcrosoft Excel and
analyzed using SPSS. é

All in all, from the entire discussion above, the lopment o |g'ta |c media

based on Form Five Al-Quran and Sunnah Edu ex oJk e toJ'of Pengajian

T
Hadith for Form 5 lbnu Rusyd students NW\ Al san ere &Eﬁble to use. This
&Q X .

expert's assessment of the digital co QS score of 3.27.

é )

Therefore, the result sho e at it isskgeasi e‘l‘i@ to be used in the Form Five
Al-Quran and Sunnah Educati Ject' Mo Ier, L@core also got an average of 4.93
from the validation of temto e.ﬂﬂlz;) mic, which is also considered Strongly
Feasible. In addltlo@on ,@nt re p&ises to the digital comic, the mean score

AN
of 4.39 out of 5. @mlu eduw us&é‘!‘fty of the digital comic was feasible to use.
Next, all the &mons 0
it

mendations for this research will be discussed further
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