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Abstract 

Learning Indonesian fantasy story texts often faces obstacles in improving students' understanding due 

to the limitations of conventional learning media. Integration of digital comics based on local culture 

is an innovative alternative to increase students' engagement and understanding of fantasy story texts. 

This study aims to explain the effectiveness of using digital comics based on local culture in learning 

to understand fantasy story texts. The method used is Research & Development (R&D) with the 

ADDIE development model, and product trials were conducted on class VII.E students of SMP Negeri 

2 Padang with a one-group pretest-posttest design. The sample was selected based on the class with 

the lowest standard deviation. The results showed that there was a significant increase in students' 

understanding after using digital comics, as evidenced by the statistically significant difference in 

pretest and posttest scores. Digital comics have been shown to increase student engagement and 

overcome the limitations of conventional media. In conclusion, the use of digital comics based on 

local culture is effective in improving students' understanding of fantasy story texts. The results of this 

study indicate that innovation in technology-based learning media can be a solution to increase the 

effectiveness of Indonesian language learning in the digital era. 
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Introduction 

The Kurikulum Merdeka emphasizes Indonesian language learning that integrates 

mastery of language skills with understanding and appreciation of culture and literature 

(Ramandhani & Widyartono, 2024). Literary works are used as a learning medium that not 

only improves language skills but also introduces local and national cultural values (Monica 

et al., 2024). This approach is designed to link learning materials to real-life contexts, so that 

students can understand the relevance of language and literature in everyday life and prepare 

themselves to face global challenges (Zhou & Li, 2022). Thus, Indonesian language learning 

is not only oriented towards academic achievement but also contributes to strengthening 

students' character.  

Literature plays an important role in language learning because it represents social and 

cultural values that develop in society (Junyanti, 2024). Through literary works, students can 

understand various traditions, customs, and moral principles that shape the nation's identity. 

In addition, literature also functions as an effective educational tool, because it conveys moral 

messages that are relevant to everyday life (Pratiwi & Megiati, 2024). The themes raised in 
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literary works often provide deep insights and influence students' mindsets and attitudes in 

dealing with various situations (Lou & Noels, 2023). A relevant, creative, and fun approach 

will increase students' motivation to learn actively and deeply (Fadilah, 2020). Therefore, 

understanding and appreciation of literature not only enriches students' language skills but 

also helps them understand the values of life in a broader context. One important aspect in 

learning literature is understanding oral and written literature.  

Oral literature is a cultural expression that is passed down from generation to generation 

through various forms, such as fairy tales, legends, folklore, songs, and oral poetry 

(Danandjaja, 1994). The uniqueness of oral literature lies in its dynamic nature, where the 

narrator can improvise in telling the story, so that each performance has its own 

characteristics. Although there are variations in the narratives that develop in various regions, 

the moral messages and cultural values contained in the story are maintained, playing a role in 

shaping the collective consciousness of society (Melucci, 2013). 

One of the oral literary texts that can integrate cultural values is fantasy story texts. 

Fantasy stories have an important role in learning Indonesian because they not only attract 

students' interest but also stimulate their imagination and creativity (Hikma et al., 2024). This 

genre often contains conflicts and moral values that are relevant to everyday life, so it can be 

used as a means to train students' critical thinking skills (Harahap et al., 2025). In addition, in 

character education, fantasy stories can be an effective medium for instilling values such as 

courage, cooperation, and responsibility (Sayer, Kristiawan, & Agustina, 2018). Thus, fantasy 

stories not only function as entertainment but also as educational tools that support students' 

cognitive and moral development.  

The use of fantasy stories in learning Indonesian is increasingly relevant in efforts to 

shape students' character (Andriani, 2022). The Merdeka Curriculum provides flexibility for 

educators to integrate fantasy stories as an explicit means of teaching character values (Parhan 

et al., 2024). Through the stories of characters who face challenges with courage and 

perseverance, students can learn to understand and internalize these values (Ridwan & 

Ahmad, 2025). This approach also helps students realize the importance of applying moral 

values in everyday life, so that learning is not only academic, but also contributes to the 

formation of a stronger and more meaningful personality (Belda-Medina, 2024).  

Fantasy stories have several types, one of which can be folklore. As part of cultural 

heritage, folklore has a very important function in shaping the identity of a community group. 

Every story that is passed down from generation to generation is not only entertainment, but 

also functions as a reflection of the culture, norms, and values adopted by its community. In 

folklore, various moral and ethical values are stored that have become guidelines for life for 

previous generations, and should be maintained for future generations (Mphasha, 2015; Tuna, 

2016; Mishra & Satpathy, 2020). The educational role of folklore is also very significant, 

especially in the context of character education for the younger generation. Many folktales 

teach moral, ethical, and cultural values, such as the importance of honesty, courage, hard 

work, and respect for others. Thus, folktales serve as educational tools that help the younger 

generation understand the concept of what is good, right, and just in social life (Tuna, 2016; 

Harrison, 2016). In this way, folktales not only provide entertainment, but also serve as a 

means of introspection for the people who listen to them (Mphasha, 2015; Järv, 2015). 

In the modern era, the existence of folklore faces various challenges that threaten its 

existence and relevance. One of the biggest challenges is the loss of relevance due to 

technological advances and changes in the interests of the younger generation. The rapid 

development of information technology has shifted the pattern of story consumption from oral 

to more interactive and dynamic digital forms. As a result, the oral tradition that is the main 

medium for spreading folklore is fading, creating a void in the values and cultural heritage 

that should continue to be passed on to the next generation (Premawardhena et al., 2024; 
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Caesar & Sanasam, 2018). In addition, globalization plays a role in blurring the cultural 

specifications of a nation. The massive entry of foreign cultures through social media, films, 

and various other forms of entertainment has shifted the attention of society, especially the 

younger generation, from local folklore to a more dominant global narrative. This has eroded 

the traditional moral compass that was previously a guideline in community life, and reduced 

the relevance of folklore in the context of modern life (Zantaria, 2024).  

Based on this, the solution that can be done is to integrate folklore learning into language 

learning through teaching materials. Teaching materials are one of the fundamental 

components in the teaching and learning process that play an important role in improving 

students' understanding of a particular concept or skill (Simanjuntak et al., 2022; Wlekly & 

Piwowarski, 2022). Good teaching materials not only convey information, but must also be 

designed by considering the structure, organization, and effectiveness in supporting 

continuous learning. Therefore, the development of teaching materials must go through 

several systematic stages, starting from careful planning, preparing a structure that suits 

students' needs, to evaluating its effectiveness in improving learning outcomes (Rezende et 

al., 2013; De la Flor López et al., 2016).  

In the context of modern education, the approach to compiling teaching materials has 

experienced rapid development with the integration of technology and innovative learning 

methods (Kusasi & Najmiati, 2021; Rahmayani & Indriyani, 2024). In addition, the use of 

digital media such as video tutorials is increasingly being applied to support independent 

learning, providing flexibility for students to understand the material according to their 

learning pace (Indriyani, Kurniawati, & Ramadhan, 2023; Ramadhan et al., 2023; 

Simanjuntak et al., 2022). Not only that, the development of teaching materials must also 

consider cultural factors and local education policies, so that they can be more relevant to the 

needs of students in various regions. Based on this explanation, learning fantasy texts in the 

form of folklore can be integrated into Indonesian language teaching materials. 

The teaching materials currently used still have various weaknesses that can hinder the 

achievement of learning objectives optimally. Along with the increasing use of digital 

materials, new challenges arise in the form of high cognitive load due to excessive text, 

making it difficult for students to process information effectively (Wlekly & Piwowarski, 

2022). One solution to overcome this problem is to present fantasy texts from folklore in the 

form of digital comics to make them more interesting. Digital comics, which are a 

transformation from print to digital media, offer a more dynamic and interactive narrative 

without the physical limitations of printed pages. In addition, digital comics integrate various 

modes of communication, such as visual, verbal, and even aural elements, thus enriching 

students' reading experience (Yefymenko, 2021).  

One of the main advantages of digital comics is the higher level of interactivity and 

immersion compared to printed comics, where users can interact directly through touchscreen 

devices that allow unlimited rotation and movement control (Ryu, 2016). This provides a 

more immersive reading experience by presenting more dynamic visual elements and 

allowing readers to be truly involved in each scene. In addition, ease of access and 

distribution are the main factors that make digital comics increasingly popular, because they 

can be accessed through various digital platforms such as personal websites, social media, and 

special digital comic applications, which allow readers to enjoy their works anytime and 

anywhere without physical limitations. Many creators now choose to publish their works 

online, either for free or before or after the printed version is published, thus providing more 

flexibility in the distribution and marketing of their works (Manuzzato, 2023). 

Digital technology also further enriches the reading experience by allowing the 

integration of additional elements such as sound, movement, and visual effects that cannot be 

presented in conventional printed comics (Fernández, 2023; Ramadhan, Indriyani, & Sukma, 



19  Hasri Fendi, Vivi Indriyani, Mohamed Razeef Abdul Razak  
 

IJoLP Open Access Journal: http://ijolp.ppj.unp.ac.id/index.php/ijolp 

2022). For example, interactive comic applications can combine these various multimedia 

elements to create a more immersive and engaging reading experience, making readers more 

connected to the story presented (Lombard-Cook, 2015). In addition, flexibility in creation 

and presentation is also a significant advantage, because digital comics are not tied to a fixed 

format, allowing creators to explore various writing and design methodologies that utilize 

multimodality and interactivity in richer and more meaningful storytelling (Lombard-Cook, 

2015). 

Another equally important advantage is the educational potential of digital comics, 

because they can be used as an effective learning tool to help students understand complex 

concepts in a more interesting and interactive way. Digital comics can also function as a 

means of critical reflection on texts and become a safe medium for students to write stories 

about uncomfortable concepts, thereby improving their critical thinking skills. In addition, 

digital comics also contribute to the professional growth of teachers in a unique way, 

providing innovative alternatives in delivering teaching materials and encouraging learning 

methods that are more adaptive to technological developments (Sockman et al., 2016). With 

all these advantages, digital comics not only present a more interesting and in-depth reading 

experience, but also become a very relevant medium in the world of education, the creative 

industry, and the digital era as a whole. Based on this explanation, the purpose of this study is 

to explain the effectiveness of using local culture-based digital comics in learning to 

understand fantasy story texts in Indonesian language learning. 

 

Methods 

This type of research is Research & Development (R&D) which aims to develop teaching 

materials in the form of digital comics based on local culture in learning fantasy story texts in 

Indonesian language learning. The development model is based on the ADDIE model 

(Analysis, Design, Development, Implementation & Evaluation). This study produces 

teaching materials in the form of digital comics according to student needs and learning 

situations. Teaching materials are based on the Independent Curriculum. The product trial was 

conducted at SMP Negeri 2 Padang. This school was selected using a purposive sampling 

technique with the criteria of students registered at SMP Negeri in Padang City; open to 

innovation; able to establish good cooperation; and have adequate facilities and infrastructure 

to conduct research. The trial schedule is adjusted to the school curriculum so that the product 

developed is suitable for use at that time. The research instrument is a test that has been 

validated in advance. Data is analyzed descriptively with statistical testing. Students selected 

as trial subjects are limited based on the lowest standard deviation, namely 40 students in 

class VII.E. In this study, the design used was one pretest-posttest design because one group 

of students was used as the sample for this study. The testing process involves the following 

two main stages. First, a pre-test is conducted before the digital comic-based teaching 

materials are applied in the learning process. The purpose of the pre-test is to obtain an initial 

picture of students' knowledge and understanding of the topic to be taught. The pre-test also 

serves as an initial diagnosis to identify areas where students may experience difficulties 

before the material intervention is carried out. Second, a post-test is conducted after the digital 

comic-based teaching materials are applied. The purpose of the post-test is to assess the extent 

to which the teaching materials used have improved students' understanding of fantasy stories 

and the character values contained therein. The post-test allows researchers to evaluate the 

effectiveness of the teaching materials and see changes in students' knowledge and skills after 

using the materials. The design of this study can be seen in the following table. 
 

 

Table 1. One Group Pretest-Posttest Design 

Pretest Treatment Posttest 
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T1 X T2 

 

Description: 

o T1: Test to measure students' understanding of fantasy story texts before using digital 

comics based on local culture. 

o X: Treatment given to research samples using digital comics based on local culture. 

o T2: Test to measure students' understanding of fantasy story texts after using digital 

comics based on local culture. 

 

Result and Discussion 

Testing the effectiveness of the product developed by digital comics based on local 

culture in learning to understand fantasy story texts in Indonesian language learning is done 

through hypothesis testing. The analysis is continued by assessing students' understanding of 

fantasy texts through tests. The results of the analysis of student class learning outcomes are 

presented in Table 2 below. 
 

Table 2. Student Learning Outcomes 

 N Minimum Maximum Mean Std. Deviation 

pretest 40 65.00 88.00 76.1500 8.94585 

postest 40 65.00 96.00 87.8250 7.72902 

 

Based on the results of descriptive analysis of student learning outcomes data, it was 

found that there was a significant increase between the pretest and posttest scores. The 

average student learning outcomes in the posttest showed a higher number than the pretest, 

which indicates a development in students' understanding of the fantasy story text learning 

material after receiving treatment in learning, namely the use of digital comics based on local 

culture. In addition, the maximum score achieved by students in the posttest was also higher 

than the pretest, which shows that some students were able to achieve a more optimal level of 

understanding after following the learning process. This finding shows the effectiveness of the 

learning intervention given in improving students' academic achievement. Thus, the results of 

this study confirm that the learning approach applied contributes positively to improving 

student learning outcomes. To find out whether the treatment has a significant effect or not, a 

hypothesis test is carried out. Before conducting a hypothesis test, it is necessary to conduct a 

prerequisite analysis test in the form of a normality test. Based on the normality test that has 

been carried out, the following data were found which can be seen in the following table. 
 

Table 3. Data Normality Test 

Tests of Normality 

 Kolmogorov-Smirnova Shapiro-Wilk 

 Statistic df Sig. Statistic df Sig. 

Pre_test .182 40 .002 .853 40 .000 

Post_Test .257 40 .000 .748 40 .000 

a. Lilliefors Significance Correction 

 

 

Based on the results of the normality test, it was found that the data was not normally 

distributed because sig. < 0.005. Therefore, the hypothesis test was carried out through non-

parametric statistics or the Wilcoxon test. Based on the statistical tests carried out, the results 

of the Wilcoxon test can be seen in the following table. 
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Table 4.  Hypothesis Testing 

Ranks 

  N Mean Rank Sum of Ranks 

PostTest - PreTest Negative Ranks 6a 11.00 66.00 

Positive Ranks 33b 21.64 714.00 

Ties 1c   

Total 40   

a. PostTest < PreTest    

b. PostTest > PreTest    

c. PostTest = PreTest    

 

Test Statisticsb 

 
PostTest - PreTest 

Z -4.526a 

Asymp. Sig. (2-tailed) .000 

a. Based on negative ranks. 

b. Wilcoxon Signed Ranks Test 

 

Based on the ranks table, it shows that there are 6 students who showed a decrease in 

scores from the pre-test to the post-test. Furthermore, there are 33 students who experienced 

an increase in assessment and there is 1 student who did not experience a change in score. 

Furthermore, based on the results of the statistical analysis shown in the table, the Asymp Sig. 

(2-tailed) value shows a number smaller than 0.05. This indicates that there is a significant 

difference between the pre-test and post-test results, so that the alternative hypothesis (Ha) is 

accepted and the null hypothesis (H0) is rejected. In other words, the development of digital 

comics based on local culture has proven effective in improving students' understanding of 

fantasy story texts in learning Indonesian at the secondary school level. Thus, the integration 

of digital technology in local culture-based learning materials can be an innovative alternative 

in increasing the effectiveness of learning in the digital era. 

Based on the results of the study, it shows that the development of digital comics based 

on local culture is effective in learning fantasy story texts for middle-class students. The 

results of this study are supported by previous studies. The results of the study show that 

digital comics based on local culture are effective in learning Indonesian, especially in fantasy 

story texts. Digital comics not only increase student engagement but can also be a solution to 

overcome the limitations of conventional learning media. Zakiyah et al. (2022) developed an 

Indonesian language textbook based on digital comics that are oriented towards critical 

thinking skills. The results show that this digital comic media is valid in terms of content and 

is suitable for use as a learning resource, so that it can minimize obstacles in the learning 

process due to media limitations. Other studies also support these findings. Susilawati (2017) 

found that the use of digital comics in teaching writing narrative texts increased student 

engagement and understanding. Kirchoff (2017) stated that digital comics can introduce 

digital literacy and shape students as competent digital citizens. In addition, Vie and Dieterle 

(2016) examined the role of comics as scaffolding in improving critical literacy, finding that 

students became more reflective of the ideology presented in the comics. This is in line with 

the integration of multimodality and critical literacy that is more than just the use of 

technological tools. 
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In the context of developing learning media, Devista and Kadafi's (2021) research 

shows that the Make Beliefs Comix page is an interesting platform for developing digital 

comics as learning media. The advantages of this platform are easy access without having to 

download the application, its use does not require drawing skills, and ease of operation and 

cost efficiency. However, there are several limitations, such as the need for a stable internet 

connection and supporting devices, such as a computer or laptop, to make it easier to use. 

In addition to fantasy story texts, digital comics are also relevant in learning anecdotal 

texts. Karina and Payanti (2022) state that digital comics can be accessed anytime and 

anywhere using a cellphone, especially through social media such as Instagram. The use of 

digital comics in this context stimulates the development of students' thinking skills in 

discussing controversial issues, as well as being a solution to students' low interest in learning 

Indonesian. Furthermore, Georgaka and Pouroutidi (2016) found that creating digital comics 

can encourage group collaboration and collaborative writing, creating a more positive 

learning experience for students. Meanwhile, Wahab, Wasis, and Indana (2016) showed that 

comic-based teaching materials are valid, practical, and effective in improving student 

learning outcomes and making them more active in the learning process. Overall, the 

integration of local culture-based digital comics in Indonesian language learning has proven 

effective in improving student learning outcomes. With its various advantages, digital comics 

are an innovative alternative in presenting learning materials that are more interesting and 

relevant to current technological developments and student needs. 
 

Conclusion 

Based on the results of the study, it can be concluded that the development of digital 

comics based on local culture is effective in improving students' understanding of fantasy 

story texts. The results of the statistical analysis showed a significant difference between the 

pretest and posttest scores, indicating an increase in students' understanding after using this 

learning media. This finding is in line with various previous studies that highlight the 

effectiveness of digital comics in increasing student engagement and literacy. In addition, 

digital comics are able to overcome the limitations of conventional media in learning 

Indonesian, so that they are more adaptive to the needs of students in the digital era. The use 

of digital platforms also facilitates access and creation of digital comics as innovative 

teaching materials. However, the implementation of this media requires adequate 

technological infrastructure support, including digital devices and a stable internet connection. 

Therefore, the integration of digital comics based on local culture can be an alternative 

solution in improving the effectiveness of learning at the secondary school level. 

As a suggestion, educators are advised to optimize the use of digital comics in learning 

Indonesian, especially in fantasy story texts. The government and educational institutions 

need to provide access to digital devices and training for teachers so that they can develop and 

utilize digital comics effectively. In addition, further research can further explore how digital 

comics can be applied in various types of texts and wider levels of education. The 

implications of this study indicate that innovation in technology-based learning media can 

improve student engagement and learning outcomes. The use of digital comics also 

encourages the development of students' digital literacy, which is an essential skill in the 

modern era. Thus, the integration of technology in learning not only improves the 

effectiveness of teaching but also shapes students as more reflective and adaptive learners. In 

the future, collaboration between academics, teachers, and technology developers is expected 

to produce more varied learning media that are in accordance with the needs of students. 

  

Acknowledgments 



23  Hasri Fendi, Vivi Indriyani, Mohamed Razeef Abdul Razak  
 

IJoLP Open Access Journal: http://ijolp.ppj.unp.ac.id/index.php/ijolp 

We extend our sincere gratitude to the teachers and students of SMP Negeri 2 Padang 

for their valuable cooperation and support throughout the data collection process. Their 

openness and active participation greatly contributed to the success and accuracy of this 

research. Without their willingness to be involved, this study would not have achieved its 

intended outcomes. 

 

References 

Andriani, R. (2022). Peningkatan membaca pemahaman cerita fantasi siswa SMP melalui 

penggunaan media film anime subtitle Bahasa Indonesia. SAWERIGADING, 28(1), 

25-34. 

Danandjaja, J. (1994). Metode mempergunakan folklor sebagai bahan penelitian antropologi 

psikologi dalam anropologi psikologi: teori, metode, dan perkembangannya. Jakarta: 

Rajawali Press. 

De la Flor López, S., Ferrando, F., & Fabregat-Sanjuan, A. (2016). Learning/training video 

clips: an efficient tool for improving learning outcomes in Mechanical Engineering. 

International Journal of Educational Technology in Higher Education, 13(1). 

https://doi.org/10.1186/s41239-016-0011-4 

Devista, J. R., & Kadafi, T. T. (2021). Pemanfaatan Laman Web Make Beliefs Comix dalam 

Pembuatan Media Pembelajaran Bahasa Indonesia Berbasis Komik Digital. Jurnal 

Pendidikan, 30(2), 153-164. 

Fadilah, N. (2024). The religion-based kahoot game learning approach with pakem strategy to 

improve students learning motivation and learning outcomes in excretion system 

topic. Journal Intellectual Sufism Research (JISR), 6(2), 83-99. 

Fernández, M. M. (2023). Understanding digital comics for creation: From conception to 

reception. Studies in Comics, 14(1), 63–77.  

Harrison, A. (2016). Fable, myth and folk tale: The writing of oral and traditional story forms. 

In The Cambridge History of the English Short Story (pp. 84–99). 

https://doi.org/10.1017/9781316711712.006 

Harahap, S. H., Sirait, E. E., Simangunsong, E. S. T., Ramadani, F. A., Pasaribu, K. D. A., 

Sinaga, D. C., & Sitorus, J. B. (2025). Analisis Sintaks Desain Evaluasi 

Pembelajaran Sastra Melalui Model Project Based Learning (PjBL) di UPT SMP 

Negeri 17 Medan. Pragmatik: Jurnal Rumpun Ilmu Bahasa dan Pendidikan, 3(1), 

52-72. 

Hikma, N., Santoso, A., & Zahro, A. (2024). Pemanfaatan Media Wordwall Berbantuan 

Anagram dalam Meningkatkan Imajinasi Keterampilan Menulis Teks Fantasi. Jurnal 

Onoma: Pendidikan, Bahasa, dan Sastra, 10(4), 4060-4069. 

Indriyani, V., Kurniawati, E., & Ramadhan, A. (2023). What is The Teacher's View of The 

Development of Digital Teaching Materials in Indonesian Language Learning in 

Middle Schools?. Cetta: Jurnal Ilmu Pendidikan, 6(4), 757-769. 

Järv, R. (2015). The endless and unending folk tale: A guide to the special issue on folk tales. 

Keel Ja Kirjandus, 8–9, 529–540.  



IJoLP  E-ISSN 2777-1229, P-ISSN 2797-1783  24 
__________________________________________________________________________________ 

  (The Effectiveness of Digital Comic-Based Fantasy Story Teaching Materials…) 

Junyanti, E. (2024). Analisis Komparatif Representasi Aspek Psikologis Dan Sosial Dalam 

Novel Ronggeng Dukuh Paruk Dan Bumi Manusia: Implikasi Pada Pembelajaran 

Sastra Di Sekolah Menengah Atas. Pragmatik: Jurnal Rumpun Ilmu Bahasa dan 

Pendidikan, 2(2), 134-148. 

Kirchoff, J. (2017). Using Digital Comics to Develop Digital Literacy: Fostering 

Functionally, Critically, and Rhetorically Literate Students. Texas Journal of 

Literacy Education, 5(2), 117-129. 

Kusasi, M., & Najmiati, I. (2021). Validity of teaching materials for environmentally friendly 

technology products using STEM-based guided inquiry to improve students’ 

scientific literacy competence. Journal of Physics: Conference Series, 2104(1).  

Lombard-Cook, K. (2015). Jason Shiga’s Meanwhile and digital adaptability of non-

traditional narratives in comics. Journal of Graphic Novels and Comics, 6(1), 15–30. 

https://doi.org/10.1080/21504857.2014.943410 

Lou, N.M. & Li, L.M.W. (2023). The mindsets x societal norm effect across 78 cultures: 

Growth mindset are linked to performance weakly and well-being negatively in 

societies with fixed-mindset norms. British Journal of Educational Psychology, 

93(1), 134-152. 

Manuzzato, L. M. Q. (2023). Promoting comics in digital landscapes: Comics artists as 

content creators. Studies in Comics, 14(1), 109–120.  

Melucci, A. (2013). The process of collective identity. In Social movements and culture (pp. 

41-63). Routledge. 

Mishra, P., & Satpathy, S. (2020). Genre of folk narratives as rich linguistic resource in 

acquiring English language competence for young learners. Rupkatha Journal on 

Interdisciplinary Studies in Humanities, 12(1), 1-10. 

Monica, C., Annisa, A., & Barus, D. B. (2024). Peran guru bahasa indonesia dalam 

mendorong apresiasi terhadap karya sastra lokal di SD negeri 060911. Jurnal Review 

Pendidikan dan Pengajaran (JRPP), 7(4), 13146-13152. 

Mphasha, L. E. (2015). Folktales reveal the cultural values of the community: A SWOT 

(strengths, weaknesses, opportunities, and threats) analysis. Anthropologist, 19(1), 

295–302.  

Parhan, M., Fadia, R., Sofyan, R. A. V., & Amelia, R. (2024). Literature And Spirituality: 

The Implementation Of Islamic Values In Learning In The Era Of The Merdeka 

Curriculum. POTENSIA: Jurnal Kependidikan Islam, 10(2), 254-273. 

Payanti, D. A. K. D. (2022). Peran komik digital sebagai media pembelajaran bahasa yang 

inovatif. Sandibasa I: Seminar Nasional Pendidikan Bahasa dan Sastra Indonesia I, 

4 (April), 464–475. 

Pebriansyah, A. F., Asri, dan Darlius. (2015). Pengembangan Pembuatan Media Komik 

Berbasis Komputer sebagai Alat Bantu Pembelajaran Sistem Bahan Bakar. Jurnal 

Pendidikan Teknik Mesin, 2(2). 



25  Hasri Fendi, Vivi Indriyani, Mohamed Razeef Abdul Razak  
 

IJoLP Open Access Journal: http://ijolp.ppj.unp.ac.id/index.php/ijolp 

Pratiwi, N. K., & Megiati, Y. E. (2024). Pesan Moral sebagai Nilai Pedagogis dalam Sastra 

Setengah Lisan Sawer Penganten (Pendekatan Folklorologi). Diskursus: Jurnal 

Pendidikan Bahasa Indonesia, 7(3), 434-445. 

Premawardhena, N. C., Attaviriyanupap, K., Kurtishi, A., Boulleys, V. E., & Diez, A. B. 

(2024). Transferring analogue teaching to digital delivery: blended learning across an 

international network for socio-cultural sustainability. Lecture Notes in Networks and 

Systems, 899 LNNS, 65–76.  

Rahmayani, R. D., & Indriyani, V. (2024). Analysis of the Need for Interactive E-LKPD 

Assisted by the Live-Worksheets Platform to Enhance Student Engagement in 

Reading and Viewing Learning. International Journal of Language Pedagogy, 4(2), 

150-163. 

Ramadhan, S., Indriyani, V., Sukma, E., Jamaluddin, N. B., & Sihes, A. J. B. (2023). Digital 

Teaching Materials Development Containing Environmental Education Using Task 

Based Language Learning (TBLL). Theory and Practice in Language Studies, 

13(11), 2952-2962. 

Ramadhan, S., Indriyani, V., & Sukma, E. (2022, December). Increasing Students’ Reading 

Skill Through the Use of Task-Based Digital Teaching Materials in Online Learning. 

In 5th International Conference on Language, Literature, and Education (ICLLE-5 

2022) (pp. 331-342). Atlantis Press.  

Ramandhani, D. P. D., & Widyartono, D. (2024). Pendekatan kontekstual dalam 

pembelajaran bahasa Indonesia untuk membangun karakter melalui penerapan sistem 

Among. Journal of Language Literature and Arts, 4(12), 1179-1188. 

Rasiman, R., & Agnita, S. P. (2014). Development of mathematics learning media e-comic 

based on flip book maker to increase the critical thinking skill and character of junior 

high school students. International Journal of Education and Research, 2(11), 535-

544. 

Rezende, S. R. G., Campos, V. G., dos Reis Pereira Fantone, P., & Brasil, M. M. (2013). 

Interaction in distance education: student, teaching material, information technology 

and communication. Communications in Computer and Information Science, 

374(PART II), 76–79.  

Ridwan, A. M., & Ahmad, N. (2025). Penerapan Nilai Nilai Perwayangan Pandawa dalam 

Implementasi Bimbingan dan Konseling Berbasis Kearifan Lokal. Prosiding 

Konseling Kearifan Nusantara (KKN), 4, 675-685. 

Ryu, C.-S. (2016). Customized 3D webtoon viewer enabling smart device-based visual 

effects. Information (Japan), 19(3), 889–894.  

Sayer, I., Kristiawan, M., & Agustina, M. (2018). Fairy tale as a medium for children’s 

character cooperation building. Al-Ta Lim Journal, 25(2). doi: 

http://dx.doi.org/10.15548/jt.v25i2.458 

Simanjuntak, E., Hutabarat, H. D. M., & Purba, G. I. D. (2022). The effect size of 

mathematics practicum teaching materials assisted by video tutorials to improve 

mathematical creative thinking skills. AIP Conference Proceedings, 2659. 

https://doi.org/10.1063/5.0113784 



IJoLP  E-ISSN 2777-1229, P-ISSN 2797-1783  26 
__________________________________________________________________________________ 

  (The Effectiveness of Digital Comic-Based Fantasy Story Teaching Materials…) 

Sockman, B. R., Sutton, R., & Herrmann, M. (2016). Comic relief: graduate students address 

multiple meanings for technology integration with digital comic creation. 

TechTrends, 60(5), 475–485.  

Sukma, E., Ramadhan, S., Aldiyah, M. P., & Sihes, A. J. (2023). Challenges in Implementing 

indonesian language teaching materials in elementary schools. International 

Electronic Journal of Elementary Education, 16(2), 225–237.  

Susilawati, F. (2017). Teaching writing of narrative text through digital comic. Journal of 

English and Education, 5(2), 103-111. 

Tuna, S. T. (2016). The interpretation of the folktale “keloğlan ile köy ağasi” in light of the 

some basic concepts of existentialism. Milli Folklor, 2016(110), 56–67.  

Vie, S., & Dieterle, B. (2016). Minding the Gap: Comics as Scaffolding for Critical Literacy 

Skills in the Classroom. In Composition Forum (Vol. 33). Association of Teachers of 

Advanced Composition. 

Wahab, A., Wasis, W., & Indana, S. (2016). Pengembangan Bahan Ajar Komik pada Materi 

Sistem Transportasi Makhluk Hidup untuk Menumbuhkan Minat Baca dan 

Meningkatkan Hasil Belajar. JPPS (Jurnal Penelitian Pendidikan Sains), 6(1), 1090-

1099. 

Wlekly, P., & Piwowarski, M. (2022). The usability of eye tracking in the design of digital 

training materials. Procedia Computer Science, 207, 4180–4189.  

Yefymenko, V. (2021). Comics as a transmedial phenomenon: From a printed to a digital 

medium. Folia Linguistica et Litteraria, 12(35), 159–174.  

Zantaria, V. K. (2024). Abkhazian folklore as an expression of the national worldview. 

Voprosy Filosofii, 2024(6), 210–216.  

Zhou, W., & Li, G. (2022). Chinese dual-language bilingual education teachers’ pedagogical 

and languaging practices in American immersion schools. Journal of Multilingual 

and Multicultural Development, 43(6), 569-583. 

 

  


