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Abstract. This study aims to determine the application of digital comic media in 

increasing students' understanding of Pancasila and Citizenship Education subjects. 

This study uses a quantitative approach to quasi-experimental design, in the form of a 

nonequivalent control group design. The sampling technique was purposive sampling 

in class XI MIPA at SMAN 16 Garut Regency. Data collection techniques through 

tests in the form of multiple choices. Data analysis techniques through the N-Gain test. 

The research results show that; The main function of learning media is digital comic 

media as a teaching aid that is arranged and created by the teacher to influence the 

climate, conditions and learning environment, making comic media with attention, the 

storyline presented is interesting, using an attractive appearance and the language used 

is good, Presentation of simple material, Results of the N-Gain Test treatment 

(treatment) using digital comic learning media in learning Pancasila and Citizenship 

Education, student learning outcomes have higher effectiveness than conventional 

learning. The teacher's obstacles in implementing digital comic media, namely, first; a 

good editing process, second; comic media that is made must be in accordance with 

the theme or material that will be conveyed to students, third; It takes quite a long 

preparation and application time.  
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1. Introduction  

The quality of human resources is one of the factors of a country's progress, in improving 

the quality of human resources one of the important pillars is education. Good education will 

give birth to abundant and quality human resources. The future sustainability of the Indonesian 

nation is determined by the sense of patriotism of its citizens formed by education. In the 

implementation of education, especially Pancasila and civic education, it is necessary to 

emphasize how students can understand and practice every material provided in order to 

improve the quality of human resources. Understanding can be interpreted as mastering 

something with the mind, so that students can understand a situation, understand the meaning 

and capture the meaning is the ultimate goal of learning (Sardiman, 2020). To form quality 

human resources, education must be easily understood by students. In the education process, it 

cannot be separated from learning activities. to improve students' understanding and learning 

outcomes, it is necessary to develop learning methods and media that pay attention to the times 

by paying attention to the essence or learning objectives to support learning activities. The 

success of learning that improves students' understanding and learning outcomes is influenced 
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by various factors, namely teachers, social environment, student interaction, curriculum and 

learning media. Learning success is the main goal of all learning activities carried out by 

teachers and students, so teachers must be able to minimize and optimize various factors that 

hinder the learning process (Junaidi, 2019). Ideal learning process activities are created if the 

teacher is able to achieve learning objectives by utilizing every available resource both inside 

and outside the classroom that supports the achievement of learning objectives. 

Based on observations made by previous researchers, researchers found that students' 

understanding of Civics learning was still low. This is evidenced by the fact that there are still 

many students who do not meet the KKM in the Civics daily test. Where the predetermined 

KKM is at least 75. With the number of students in one class of 36 students. After the 

calculation, it was concluded that the average student score was 73 which was the score obtained 

by one class. This proves that the level of student understanding is still low because the average 

value of one class is not able to exceed the predetermined KKM.  A total of 36 students did not 

pass. With a score below the predetermined KKM. 

One of the factors determining the success of Civics learning is the application of 

appropriate learning media. The use of appropriate learning media can help students understand 

the concepts learned in learning activities (Aghni, 2018). Therefore, researchers propose 

solutions from the use of appropriate learning media which are expected to be a solution for 

teachers to increase learning enthusiasm, learning motivation, learning outcomes and student 

understanding of a concept being studied. Which includes psychological elements, namely: 

motivation, concentration and reaction. Learners as learning subjects can freely develop facts, 

ideas, and skills (Yonanda, 2017). 

Learning media is used to convey information in the learning process in the classroom, 

and can arouse students' attention and interest in learning (Arsyad, 2011). Therefore, it requires 

careful and systematic planning, in-depth and thorough evaluation and structured supervision. 

In the learning process, media is defined as a tool or support in the form of media in visual or 

verbal form that facilitates the achievement of learning objectives. 

Comics can be used to convey information in a common and easy-to-understand way. 

Comic media combines the power of pictures and words to structure stories and make 

information easier to understand. Include actions to facilitate the assimilation of information. 

The text makes it more understandable and easy to grasp, the storyline makes it easy to 

remember and understand (Nasution, 2019). As well as easier to understand over a long period 

of time (Wulan et al., 2020). This is in line with what was conveyed by Nurhayati et al. (2019) 

who explained that digital comic media effectively increases student motivation and creativity 

in learning Civics in class XI IPA SMA Negeri 8 Kota Serang. Motivating students to learn and 

think creatively to be creative and achieve learning goals Civics learning goals are achieved 

well cognitively, emotionally, psychomotorly. Allows the learning process to run well the 

Student Centre-based learning process runs optimally. Development of digital comic learning 

media in learning activities to master knowledge and understanding. Digital comic learning 

media is a medium that attracts student interest, presents more interesting material and helps 

improve student understanding of an abstract learning concept. As well as digital comic media 

in its use is an attractive, efficient and effective media (Kanti et al., 2018). 

The advantages of digital comic media include: (1) In terms of attractiveness, comics can 

attract students' interest in learning and instruct stuntmen to prepare stories into pictures so that 

they can remember things longer. (2) Comics that contain stories can clarify the story as a whole, 

because illustrative images can make students less demanding for students to get certain frames 

or cases from students in understanding certain forms or illustrations of story reasons. (3) Can 

develop students' interest in reading carefully to understand the concept of learning material. 



 

 

 

 

 

Disadvantages of Advanced Comic Media include: (1) Not everyone learns well with a visual 

style. (2) In some cases, the dialect or vocabulary in comics is poor. (3) Many comics contain 

stories that emphasise savagery or inappropriate behaviour (Riwanto & Wulandari, 2019). 

The use of digital media can help students be creative, varied and innovative. And can 

make students happy to learn Civics, because digital comics are environmentally friendly, cost-

effective and flexible. Digital comics are environmentally friendly, economical and flexible. It 

is said to be environmentally friendly because digital comics do not use paper as a medium of 

delivery, thus saving the use of paper. With this combination, it is hoped that it can create a 

serious learning atmosphere but still has interesting visual elements, attracts students' interest, 

does not make students feel bored and sleepy when studying in class, so that students do not 

feel bored and sleepy during the learning process. 

2. Methods 

This research was conducted at SMAN 16 Garut. This research used Quasi Experiment 

which is a design that has an experimental group and a control group. The quasi experimental 

design used was Nonequivalent Control Group Design where this design applied pretest and 

posttest for experimental class and control class. The population of this study were 70 students 

and teachers of SMAN 16 Garut. The research instrument used in the form of multiple choice 

questions totalling 14 questions to measure the level of student understanding. Before being 

used, the research instrument was first tested for validity, reliability, distinguishing power and 

difficulty level. Data analysis techniques used normality test, homogeneity test and N gain test. 

3. Results and Discussion 

3.1. Application of Digital Comic Media in Improving Student Understanding 

 Before applying comic media, researchers prepare the media to be applied with the 

following steps: 

1. Determining Story Goals and Story Ideas 

The purpose of learning comic media to be aware of threats to the Unitary State of the 

Republic of Indonesia is to help improve students' understanding of the material presented. This 

comic has the essence to accompany the learning that will be applied. 

2. Creating a Storyline Scheme 

This learning comic media to be aware of threats to the Unitary State of the Republic of 

Indonesia has a flow by opening comic media with titles and outlines of material that will help 

students to understand the material to be explained at the meeting or in the material. The next 

step is the story in the comic will bring up characters that are quite famous and popular among 

students. Like the characters found in the SPY x Family comics/manga, Naruto and others. With 

the aim of increasing enthusiasm, curiosity and curiosity. 

3. Target Audience 

The main target of this learning comic to be aware of threats to the Unitary State of the 

Republic of Indonesia is students, especially class XI. Not only for students, the general public 

and academics who want to increase knowledge and insight and become a reference for 

academics in the field of Civics. 

4. Synopsis 



 

 

 

 

 

In maintaining the unity and integrity of the Unitary State of the Republic of Indonesia, 

qualified abilities are needed from the nation's next generation. Because the younger generation 

will continue the relay of leadership and the spirit of state defence, it is necessary to understand 

what are the threats to the Republic of Indonesia. Through learning comics to be aware of the 

threats to NKRI.  

5. Making Clean Illustrations 

Clean illustration is a more detailed depiction of comic pages according to the character 

you want to draw. 

6. Finishing 

The finishing process is the process of giving word balloons or tones to official 

illustrations. The finishing process of the comic learning comic Alert Threats Against NKRI is 

as follows: 

 

  Figure 1. Finishing the Digital Comic Media 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 According to Indriyani (2019) explains that "the main function of learning media is as a 

teaching aid that is arranged and created by the teacher to influence the climate, conditions, and 

learning environment". Therefore, researchers compiled comic media with the aim of 

maximising learning activities so that students could understand the learning material. Comic 

media is made by paying attention to the criteria for selecting ideal learning media according to 

Sudjana Nana & Rivai Ahmad (2016), namely: (1) Media accuracy with learning objectives. (2) 

Media support for the content of the subject matter.  (3) Ease of obtaining media. (4) Available 

time to apply it. (5) In accordance with the level of knowledge of students. Therefore, 

researchers make comic media by paying attention, the storyline presented is interesting, uses 

an attractive appearance and the language used is good, the presentation of simple material. . 

With learning material to be aware of threats to the Republic of Indonesia. Comic learning media 

is applied using the jigsaw type cooperative learning method. Students are given comic media 

with different problems or discussions with the aim of creating an active situation. The situation 

in the classroom is in accordance with expectations, namely active and enthusiastic learners who 

follow learning well. Learners alternately present the results of group work and question and 

answer between members of different groups. with the results of the research that occurred, 

students can be said to have increased understanding where the ability of students' understanding 

can be measured based on several operational verbs (Yonanda, 2017) as follows: (1) Comparing; 

(2) Identifying; (3) Detailing; (4) Counting; (5) Changing; (6) Describing; (7) Distinguishing; 

(8) Discussing; (9) Giving examples: (10) Expressing, etc. The researcher found that students 

have met the standards of measuring student understanding in the learning process. 

3.2 Students' understanding before and after the application of comic media in the 

experimental class with the control class at SMAN 16 Garut 

 At the time of implementing learning by applying comic learning media, researchers 

gave a pretest before carrying out treatment and posttest after treatment. Researchers compared 

student learning outcomes before and after the application of comic media learning media and 

comparison of learning outcomes between experimental and control classes. With the following 

results:  

Table 1 

Nilai pretest dan posttest  

No.  Respondents 
Experiment Control 

pretest posttest pretest posttest 

1 S 1 66 85 62 76 

2 S 2 67 84 58 75 

3 S 3 64 79 56 77 

4 S 4 59 77 66 73 

5 S 5 74 90 67 76 

6 S 6 78 86 71 78 

7 S 7 76 82 49 66 

8 S 8 70 91 69 76 

9 S 9 73 79 63 76 

10 S 10 49 78 68 75 

11 S 11 48 82 63 78 

12 S 12 64 88 57 60 

13 S 13 59 83 65 82 



 

 

 

 

 

14 S 14 57 77 68 79 

15 S 15 69 82 77 83 

16 S 16 77 91 61 74 

17 S 17 64 86 54 72 

18 S 18 60 81 67 73 

19 S 19 71 100 54 78 

20 S 20 56 81 58 68 

21 S 21 58 78 68 73 

22 S 22 63 76 63 70 

23 S 23 67 79 48 60 

24 S 24 66 94 73 75 

25 S 25 69 81 68 70 

26 S 26 78 94 75 83 

27 S 27 58 75 65 69 

28 S 28 49 75 67 73 

29 S 29 68 82 58 68 

30 S 30 64 100 69 78 

31 S 31 60 77 59 75 

32 S 32 59 83 57 68 

33 S 33 68 88 64 70 

34 S 34     68 78 

35 S 35     71 81 

36 S 36     68 79 

Total 2128 2764 2294 2665 

Average  64,48 83,7576 63,72 74,028 

  

 Based on the table above, it can be concluded that there is an insignificant difference in 

the pretest results both in the experimental class 64.48 and the control class 63.72. As for the 

post-test results, there is a significant difference between the control class with an average result 

of 74.028 and the experimental class of 83.7576. Therefore, the control class is still below the 

expected KKM of 75 while the experimental class has exceeded the KKM. 

Table 2 

Comparison of Students Understanding 

Class 
Average Std. 

Deviasi Pretest postest N-gain 

Control 63,7 74 0,28 5,552 

Experiment  64,5 83,8 0,54 6,732 

 From table 2, it can be seen that the comparison of the average pretest scores of students' 

understanding improvement between the control class and the experimental class is 63.7: 64,5. 

Based on the pretest results that have no significant difference, it can be said that the initial 

ability of students is the same.  The comparison of post-test scores between the control class and 

the experimental class is 74: 83.8 seen from the post-test value, it can be concluded that the 

post-test value of the experimental class using digital comic learning media is higher than the 

control class using conventional learning media. While the normalised Gain comparison 

between the control class and the experimental class is 0.28: 0.54 based on the post-test value 

of the experimental class using digital comic learning media is higher than the control class. 



 

 

 

 

 

 Based on the value of student learning outcomes where the experimental class using 

digital comic learning media has a higher value, it can be said that students can fulfil or perform 

understanding indicators as stated by Yonanda (2017) that this understanding ability can be 

measured based on several operational verbs, namely: (1) Comparing; (2) Identifying; (3) 

Detailing; (4) Calculating; (5) Changing; (6) Describing; (7) Distinguishing; (8) Discussing: (9) 

Giving examples: (10) Expressing, etc. 

3.3. Obstacles to the application of comic learning media in Civics subjects 

Based on the results of the research, the constraints of teachers in applying digital comic 

media are, first; a good editorial process so that the comic media made can be interesting and 

good for use as learning media, second; comic media made must be in accordance with the 

theme or material to be conveyed to students so that it is not easy to adjust between images, 

characters, character conversations, and learning material objectives, third; requires a long 

preparation and application time so that it is not as practical as other learning media or those 

that are quite often found and used by teachers. As stated by the interviewee, a teacher at SMAN 

16 Garut argued: 

"According to mum as a senior teacher, the inhibiting factor is that mum does not master 

the application or does not know how to make her own comic media. So the difficulty 

in making comic media is the inhibiting factor, unlike young people like you who are 

more creative and innovative in mastering technology to make learning media, one of 

which is comic media" (WT,56).  

Even with some shortcomings and obstacles in the application of digital comic media, 

this can be overcome with good planning and implementation. So that the application of digital 

comic media as learning media can improve students in Civics subjects. This is supported by 

Nurrita (2018) that visual media can make it easier for students to understand learning concepts 

and recall material delivered by the teacher. 

4. Conclusions  
Based on the findings obtained through research, research findings, data analysis 

results, and discussion. Specific conclusions that can be drawn by the researcher are as 

follows: 

1. The application of comic media increases students' understanding of Civics subjects at 

SMAN 16 Garut. 

2. The results of the N-Gain Test (treatment) by using digital comic learning media in learning 

Pancasila and Citizenship Education, student learning outcomes have higher effectiveness 

compared to conventional learning. 

3. The constraints of teachers in applying digital comic media are, first; a good editor 

process so that comic media made can be interesting and well used as learning media, 

second; comic media made must be in accordance with the theme or material to be 

conveyed to students so that it is not easy to adjust between images, characters, character 

conversations, and learning material objectives, third; requires a long enough preparation 

and application time so that it is not as practical as other learning media or those that are 

quite often encountered and used by teachers. 

 
Based on the results of the research, the results of data analysis and discussion, the 

authors have the following recommendations: 



 

 

 

 

 

1. For schools 

a. Schools need to provide facilities and infrastructure so that the learning process can take 

place optimally. 

b. Schools need to organise more training for school teachers so that they can master different 

learning materials and make learning materials more effective. 

2. For teachers 

a. Teachers need to be more creative and innovative in preparing learning materials, this 

needs to be considered carefully because learning materials play an important role in 

achieving learning objectives more optimally. 

b. Teachers must prioritise their role as facilitators and mediators. Although comic book 

teaching materials can be used as learning resources that students can learn by themselves, 

teacher assistance is still needed so that learning is more optimal. 

3. For students 

a. Students must have the willingness and motivation to learn, whether or not there is a 

teacher accompanying them. 

b. Students must take advantage of the opportunities available by learning seriously. 
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