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Introduction: Learning media is a key factor that influences student 

motivation and learning outcomes. The learning media used should be 

relevant to students' daily lives, including cultural aspects. One example is 

the use of digital comics (e-comics) in mathematics, particularly in a 

cultural context, for teaching material on Systems of Linear Equations in 

Two Variables (SLETV). 

Aim: This study aimed to determine the characteristics of mathematical e-

comics in a cultural context that are valid, practical, and effective in 

increasing motivation and learning outcomes among junior high school 

students. 

Method: The research used a development method based on the Plomp 

model, which consists of an initial investigation, design, and assessment 

stage. The subjects were class VIII students at an Islamic junior high 

school in West Aceh, Indonesia. 

Result: The validity scores for the content and media were 4.70 and 4.64, 

respectively, showing a very high level of validity. Practicality was 

measured by teacher responses (4.43) and implementation levels (4.21), 

both indicating very feasible use. The effectiveness was assessed through 

a Learning Outcomes Test (LOT), student responses, and motivation 

questionnaires. LOT results showed 82.05% of students achieved the 

Minimum Mastery Criteria (KKM), 80.19% of students gave positive 

responses, and motivation scores reached 83.86%, indicating very good 

levels. 

Conclusion: This research developed a culturally relevant mathematical 

e-comic for SLETV material, which was found to be valid, practical, and 

effective in enhancing student motivation and learning outcomes in junior 

high school. The results suggest that incorporating cultural contexts in 

digital learning media can positively impact student engagement and 

achievement. 
 

 

INTRODUCTION 

Learning media is crucial in influencing learning outcomes and student motivation 

(Talysheva et al., 2021; Yu et al., 2020). It serves as a tool that facilitates the transmission 

of information from teachers to students, offering engaging stimuli and making it easier 

for students to process information (Kusumaningtyas et al., 2018), ultimately increasing 

their interest and motivation to learn (Gaol & Sitepu, 2020). Moreover, innovations in 

current teaching methods are necessary to improve student engagement, understanding, 

collaboration, and motivation (Gil-Doménech & Berbegal-Mirabent, 2019); innovations 
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include the use of technology or updated learning media. Kristanto et al. (2017) 

highlighted that companies increasingly develop digital learning media, such as e-

learning, in response to global trends. As educational technology evolves, students are 

becoming more adept at engaging with these new tools (Stošić & Stošić, 2015). 

Incorporating technology into education will likely capture students’ attention and boost 

their engagement (Haleem et al., 2022). 

Providing learning media that meets the demands of 21st-century education 

involves not only ensuring ease of access and affordability but also enhancing students' 

motivation and engagement. Modern education emphasizes integrating digital 

technology into learning, moving away from traditional methods, and encouraging 

interactive and engaging tools (Haleem et al., 2022), one of which is e-comics. E-comics, 

which use visual imagery such as cartoons to present fictional and non-fictional content 

(Oliwe & Chao, 2022; Toh et al., 2017), are an example of digital media that conveys 

important information in an accessible format. These electronic versions of comics offer 

advantages such as accessibility, durability, and interactivity (Berger et al., 2023). 

Combining text and images, e-comics help enhance understanding (Missiou & Tapsis, 

2023). They are entertaining, educational, and effective in stimulating students' reading 

motivation, as Ramliyana (2016) demonstrated. Additionally, Comic books can influence 

cognition by encouraging debate and social interaction with peers, simplifying complex 

reading problems, posing questions, and conveying any major concept (Tassell et al., 

2019). 

Comics and e-comics are practical learning tools being developed for various 

subjects, educational levels, and learning objectives. This is largely a response to the 

growing disinterest among students in conventional textbooks, which are often viewed 

as unengaging, while visually enriched books like comics are much preferred. Offering 

textbooks with appealing visual presentations, such as comics, addresses this issue. E-

comics can be effective learning media if the content includes educational elements that 

boost motivation, stimulate learning, and psychologically impact students (Buchori & 

Setyawati, 2015; Haleem et al., 2022). Research by Toh et al. (2017) showed that using 

e-comics in mathematics education enhances student skills and interest in learning. E-

comics also make learning more enjoyable and reduce mathematics anxiety. Even 

abstract school mathematical concepts can be presented in an engaging, light-hearted 

way that captures students' interest without compromising the mathematical content (Toh 

et al., 2019). 

When designing e-comics, anchoring the content in relevant themes or contexts is 

essential. This ensures that the story resonates with students, aligning with cognitive 

flexibility theory and emphasizing context's importance in effective learning (Siqi-Liu & 

Egner, 2020). Context-based learning in mathematics can increase student motivation 

and interest, enabling students to engage directly with mathematical problems (Papadakis 

et al., 2021). One real-world context is the local community's customs, wisdom, or 

culture. We can create a meaningful environment that offers relevant learning 

experiences by integrating real-life contexts into mathematics learning. This approach 
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helps students recognize the connection between mathematics and cultural values, 

applying these concepts to everyday life (Nur, 2018). 

Previous studies have demonstrated the significant impact of using e-comics in 

improving the quality of mathematics learning, especially student motivation and 

learning outcomes. Cho's (2012) and Siregar et al.'s (2019) research results showed that 

e-comics can increase students' motivation and interest in learning, especially 

mathematics. E-comics can increase student motivation and learning achievement in 

limit (Budi et al., 2016), social arithmetic (Rahmata & Ekawati, 2021), quadratic 

functions (Adeliyanti et al., 2018), relations and functions (Faoziah & Azka, 2023), and 

System of Linear Equations in Two Variables (SLETV) (Sakinah & Hendriana, 2022).  

The Aceh region, rich in culture and historical values, offers examples such as 

language, traditional clothing, dances, houses, weapons, and food (Kasmini & Mulyani, 

2023). Acehnese cultural practices are deeply rooted in religion and customs, passed 

down through generations (Ghozali et al., 2024). For instance, traditional cakes are an 

important cultural symbol, and understanding their names and meanings is key to 

preserving Acehnese heritage (Wahdah et al., 2022).  

Mathematics e-comics can combine cultural values, offering entertainment, 

education, and cultural messages. Cultural-context e-comics, which feature elements like 

traditional Acehnese cakes, can depict daily life scenarios such as buying and selling, 

which relate to mathematical concepts. Research supports that integrating cultural values 

into mathematics education helps students connect abstract concepts to real-world 

experiences, enhancing learning (D’Ambrosio, 2016). Culturally relevant e-comics can 

give students a more engaging and contextually meaningful way to grasp mathematical 

concepts (Nti-Asante, 2022). 

Cultural integration in e-comics provides a platform for exploring the relationship 

between mathematics and culture. Preliminary studies reveal that Acehnese teachers 

believe in the potential of integrating cultural values into mathematics education. 

However, the application of this approach, particularly in SLETV material, remains 

limited. Culture-based mathematics learning supports understanding and fosters students' 

sense of identity and belonging (Meng & Liu, 2022). Mastering SLETV is crucial for 

students, as it forms the foundation for understanding more complex mathematical 

concepts, such as matrices, determinants, and three-variable systems of linear equations 

(Latifah & Luritawaty, 2020; Mubarokah et al., 2021). Thus, the availability of culturally 

relevant learning media for this topic is critical to supporting an effective learning 

process.  

Observations and interviews reveal that most students enjoy using comics, though 

the learning resources available for SLETV are limited to textbooks, hardcopy modules, 

and teacher-provided materials. While some students are familiar with digital comics or 

e-comics in PDF format, using comic-based learning resources—particularly 

technology-based mathematics e-comics for SLETV—remains limited. 

Previous research into comics and e-comics in mathematics education has been 

conducted in countries like Singapore and Germany. In Singapore, studies show that 

comics and cartoons significantly increase student motivation and interest in 
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mathematics (Toh et al., 2017). Similarly, research in Germany reveals that comics 

enhance the learning experience in science classes, making learning more enjoyable 

(Affeldt et al., 2018). Mamolo (2019) also found that mathematics e-comics received 

positive student feedback for their engaging and unique approach. Azizi and Fauzan 

(2020) report that comics improve students' conceptual understanding and problem-

solving abilities in mathematics. 

Despite these positive findings, a significant gap exists in exploring e-comics 

incorporating local cultural contexts into mathematics education. While research 

demonstrates the effectiveness of e-comics in enhancing engagement and 

comprehension, little attention has been paid to how culturally relevant content can 

further improve learning outcomes. For instance, developing ethnomathematics-based 

comics in Indonesia, as applied to cubes and blocks (Nida et al., 2017), underscores the 

potential of integrating local culture. However, this approach has not yet been widely 

applied to other mathematical topics. Further research is needed to explore how 

incorporating local cultural elements into e-comics, especially in topics like SLETV, can 

enhance student comprehension and motivation. Addressing this gap could provide 

valuable insights into the effectiveness of culturally relevant e-comics in diverse 

educational contexts.  

Mathematics e-comics with a cultural context for SLETV are essential, yet their 

availability is limited. Therefore, this research aims to identify the characteristics of 

culturally relevant mathematics e-comics that can improve student motivation and 

learning outcomes in junior high schools. The e-comics developed will be evaluated for 

validity, practicality, and effectiveness. Validity was measured through expert 

evaluations of content, cultural relevance, and instructional design. Practicality was 

assessed through teacher and student feedback on the usability of the e-comics in 

classroom settings. Effectiveness was evaluated by comparing students' motivation and 

learning outcomes before and after using the e-comics, pre- and post-tests, and 

motivation surveys. 
 

METHODS 

Design: 

This study employed a research and development (R&D) approach using the Plomp 

(2013) development model, which consists of three stages: 1) preliminary research, 2) 

prototyping phase, and 3) assessment phase. The Plomp model was selected due to its 

clear, systematic procedure and adaptability to diverse educational contexts. Compared 

to other development models, such as ADDIE or Dick and Carey, the Plomp model offers 

greater flexibility, allowing researchers to iterate and adjust each phase to meet specific 

needs, including the integration of cultural elements into learning materials (Nieveen, 

2013). This flexibility makes it particularly suited for this study, enabling the seamless 

incorporation of local cultural contexts into the design of e-comics and ensuring that the 

final product is culturally relevant and contextually appropriate for students in Aceh. The 

model's adaptability allows researchers to align development with both educational 
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objectives and cultural relevance, making it an ideal choice for this project. The flowchart 

of the development is presented in Figure 1. 

Participants: 

The participants in this study were Year 8 students from an Islamic public junior high 

school in West Aceh, Indonesia. In the small group trial, 15 students were selected 

through purposive sampling to represent a range of abilities—high, medium, and low—

ensuring that the developed media could address diverse learning needs. For the field 

trial stage, 39 students were randomly selected to participate, offering a broader 

evaluation of the effectiveness and practicality of the comic across a more representative 

sample of the student population. 

Instruments: 

Various instruments were used to collect data on the learning media's validity, 

practicality, and effectiveness. These instruments included: 1) a material expert 

validation sheet, 2) a media expert validation sheet, 3) a practicality test sheet, 4) a 

learning implementation sheet, 5) a learning outcomes test, 6) a student learning 

motivation questionnaire, and 7) a student response questionnaire. 

 

Figure 1. Development flowchart 
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Data Analysis: 

Validity was analyzed using the indicators proposed by Nieveen (1999): 1) the tool 

developed is based on a strong theoretical rationale, and 2) there is internal consistency. 

The e-comic is considered practical if it meets several criteria Nieveen (1999) described, 

including 1) observers or practitioners indicating that the developed tool can be applied 

and 2) evidence showing that it can be implemented in practice. In this study, practicality 

was defined by the following criteria: 1) the teacher states that e-comics can be 

implemented in the classroom, and 2) the level of implementation is rated in the high 

category. The validity and practicality of the e-comics were analyzed and concluded 

based on the ideal assessment criteria per aspect, as outlined by Widoyoko (2016), which 

is presented in Table 1. 
 

Table 1. Validity Criteria for E-Comics 

Average Score Range Criteria 

>4.20 s/d 5.00 Very high 

>3.40 s/d 4.20 High 

>2.60 s/d 3.40 Moderate 

>1.80 s/d 2.60 Poor 

1.00 s/d 1.80 Very Poor 

E-comics are said to be effective if they meet the indicators developed by Nieveen 

(1999), namely (1) practitioners, based on their experience, state that the product is 

effective, and (2) operationally, the product provides results as expected. In this research, 

the criterion for effectiveness is if students give more than 50% positive responses and 

achieve the desired learning outcomes. The learning outcomes achieved must meet the 

Minimum Criteria of Mastery Learning (known as KKM) applied by the school, namely 

75. Questionnaire analysis is based on each indicator statement's average score and score 

interval. Calculating student responses and motivation uses the following formula. 

Average s𝑐𝑜𝑟𝑒 =
𝑇𝑜𝑡𝑎𝑙 𝑠𝑐𝑜𝑟𝑒 𝑜𝑏𝑡𝑎𝑖𝑛𝑒𝑑

𝑀𝑎𝑥𝑖𝑚𝑢𝑚 𝑡𝑜𝑡𝑎𝑙 𝑠𝑐𝑜𝑟𝑒
 

The average score obtained is then categorized based on the criteria. According to 

Arikunto (2006), as shown in Table 2, 

Table 2. Criteria for Assessment of Response and Learning Motivation 

Score Intervals Criteria 

81-100 Very good 

61-80 Good  

41-60 Moderate 

21-40 Poor 

0-20 Very poor 

In this research, student responses and motivation are said to be positive if the criteria 

given by students are in the "very good" and "good" categories.  
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RESULTS AND DISCUSSION 

Result 

This research aimed to evaluate the development of a valid, practical, and effective 

cultural-context mathematics e-comic focused on SLETV (System of Linear Equations 

in Two Variables) material. The development process followed the three stages of the 

Plomp model: preliminary research, prototyping stage, and assessment phase, described 

below. 

Preliminary Research 

During this stage, the curriculum, literature, learning resources, and student needs were 

analyzed. 

School Curriculum Analysis 

The curriculum analysis was performed for junior high school mathematics subjects, 

referencing the Kurikulum 2013 for Years 8 and 9 and the Kurikulum Merdeka for Year 

7. The basic competency for the knowledge dimension of SLETV includes explaining 

the system of linear equations in two variables and its solution to contextual problems. 

The skill dimension involves solving problems related to the system of linear equations 

in two variables. The indicators set for the development of comic media were: (a) stating 

SLETV in the context of real-world problems, (b) explaining the concept of SLETV, and 

(c) solving real-world problems involving SLETV. These competencies and indicators 

were based on the Kurikulum 2013 syllabus for SLETV material. Additionally, the comic 

media incorporated these indicators into the learning process. 

Literature and Learning Resources Analysis 

The analysis revealed that learning resources for SLETV are primarily textbooks and 

online materials, with printed modules used in regular instruction. Students typically rely 

on textbooks, worksheets, and materials provided by teachers. Some students, however, 

are familiar with comics and e-comics accessed in PDF format via the internet. Although 

teachers acknowledge the potential for independent student learning with technological 

support, they rarely incorporate technology or software. Nevertheless, teachers 

responded positively to the development of mathematics e-comics, believing they would 

enhance student motivation and learning. Similarly, students expressed a positive attitude 

toward the planned development of the mathematics e-comic. 

 

Student Needs Analysis 

The needs analysis revealed that comics are rarely used as learning resources, particularly 

in SLETV mathematics. To address this gap, researchers considered developing 

mathematics e-comics to facilitate learning. The e-comic was designed to be self-

instructional, user-friendly, flexible, and equipped with preliminary assessments. It was 

intended for independent use by students, with easy access at any time and place. The 

design also took into account the technology-savvy nature of today's students. 
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Prototyping Stage 

The cultural-context mathematics e-comic was designed using computers and specialized 

software, with input from graphic design and multimedia experts. The detailed 

development steps are outlined below. 

Identifying and Formulating Learning Objectives 

The comic media included material and practice questions aligned with the learning 

objectives. These objectives made it easier for researchers to assess the students' 

cognitive abilities after engaging with the cultural-context e-comic in SLETV material. 

The desired learning outcomes were for students to (a) correctly state SLETV in everyday 

contexts, (b) accurately explain the concept of SLETV, and (c) solve real-world SLETV-

related problems using the substitution method. 

Designing Comic Media 

The comic development process involved the following stages: 

a) Scenario Design: Themes, storylines, and scenarios were developed to align with 

the material and cultural context, ensuring suitability for junior high school 

students. 

b) Storyboard Preparation: Graphic designers created storyboards using pen tablets, 

which improved efficiency over traditional mouse-based drawing methods. 

c) Comic Creation: The initial sketches were refined using Paint Tool SAI software, 

which added dialogue balloons, backgrounds, and colors to enhance the comic's 

authenticity. 

d) Digital Formatting: Multimedia experts converted the comics into a digital format 

(JPG) using specialized software after completing the illustration and coloring. 

The result of this stage was a mathematics e-comic with a cultural context for SLETV 

material, referred to as Prototype I. A validation instrument was required to assess the 

learning media's content, format, language, and appearance, ensuring the comic media 

met the established learning objectives and was effective. 

 

Designing Learning Outcome Test (LOT) Questions 

LOT items are formulated based on indicators of the learning objectives. The test items' 

formulation results in five test questions that cover the entire SLETV material studied. 

 

The Validity of E-Comic 

Following the development of Prototype I, the next steps involved validation and small 

group testing. The validation process included five validators—four mathematics 

education lecturers and one mathematics teacher—who reviewed the e-comic for 

content, construct, language, and appearance. They also validated the learning outcome 

test questions, assessing the construction, language, and material. The validation results 

provided a basis for revisions before conducting limited trials. The validation analysis 

results are presented in Table 3. 

 



Dani Farhan, M Ikhsan, & Elizar 

453 

 

Table 3. E-comic Validation Results 

Type of 

Validation 

Validation 

Aspect 

Validator   Average 

Aspect 

Average 

Validity V1 V2 V3 V4 V5 

Material 

Contents 4.83 4.50 4.50   4.61 

4.36 
Construct 4.14 4.00 4.14   4.09 

Language 4.67 4.00 3.67   4.11 

Appearance 4.73 4.54 4.64   4.64 

Media 

Technical    4.50 4.50 4.50 

4.64 
Appearance    4.82 4.64 4.73 

Contents    4.83 4.83 4.83 

Language    4.33 4.67 4.50 

 The results of the e-comic validation analysis indicate that the average material 

validity score of 4.36 falls within the "very valid" criteria, and the average media validity 

score of 4.64 also meets the "very valid" criteria. In terms of content, the e-comic 

achieved a content validity score of 4.61, classified as "very valid," a construct validity 

score of 4.09, classified as "valid," a language validity score of 4.11, classified as "very 

valid," and an appearance validity score of 4.64, which is considered "very valid." 

Additionally, the e-comic media attained a technical validity score of 4.50, classified as 

"very valid," an appearance validity score of 4.73, classified as "very valid," a content 

validity score of 4.83, also classified as "very valid," and a language validity score of 

4.50, classified as "very valid." 

 The revision process for the e-comic was thorough and comprehensive, 

consisting of three stages. Each stage was conducted in response to feedback and input 

from the validators, ensuring their suggestions were taken seriously and the e-comic was 

improved accordingly. The specific parts of the e-comic that were revised during the first 

stage are presented in Table 4. 

Table 4. Stage-1 Revision Based on Validation Results 

Validator Suggestions Before Revision After Revision 

Regarding material, the instrument still does not use Kurikulum 

2013 or Kurikulum Merdeka. If the RPP for the Kurikulum 

2013 has been prepared, the instrument should no longer be 

linked to Capaian Pembelajaran (CP) in Kurikulum Merdeka. 

Instruments related 

to learning outcomes 

in Kurikulum 

Merdeka. 

Instruments are not 

linked to learning 

outcomes in 

Kurikulum Merdeka. 

Add a foreword page before entering the first page of the comic. 
(no ‘preface of the 

comic’) 

 

Some students do not wear the hijab on the comic's first page. 

Please change to wearing a hijab and wearing a long skirt. 
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On page 5 of the comic, a student walking around is unclear 

whether he is a girl or a boy. 

  

Page 5 of the comic explains that timphan cake is typical of 

West Aceh, which is wrong. Please change the name to Aceh 

or the part of Aceh you reference. 

  

On page 13, there is an example of a wrong concept; before the 

picture of bhoi and karah cakes, add " jumlah". Like " jumlah 

(gambar kue) = x". 
  

The sentences explaining the example questions are too many 

and close together. Please change them so they don't look dense 

and boring. 

  

On the last page, please replace the word "love" with a more 

educational word. 

  

Based on Table 4, several parts of prototype 1 have been revised. The revision 

results from prototype 1 are referred to as prototype 2. Several revisions have been made 

based on the validation results of prototype 2. The parts of the e-comic that were revised 

in the second revision stage are presented in Table 5 below. 

Table 5. Stage-2 Revision Based on Validation Results 

Validator Suggestions Before Revision After Revision 

Please change the cover to include an element explaining that 

this is a mathematics comic based on SLETV material. 

  



Dani Farhan, M Ikhsan, & Elizar 

455 

 

Please add a ‘Petunjuk Penggunaan Komik’ page on the page 

after the cover to make it easier for students and teachers to use 

comics. 

(no ‘instruction on 

how to use the 

comic’) 

 

On the page after the instructions for use, please add the page 

'KD dan Indikator' 

(no ‘basic 

competence and 

indicators’) 

 

On the foreword page, please replace the words that suit the 

comic. 

  

On page 3, please change the words accordingly. 

  

On page 3, please change the culture to Aceh's regional culture. 

  

On page 5, please change the layout of the word balloons to 

make it easier to read. 

  

Please change all the student characters to face the seller on the 

interaction with the seller page to look beautiful, not different. 

  

On page 8, if the seller tells a story, please just put the text 

together and change the culture to the culture of the Aceh 

region. 
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On page 10, please correct the words so that they match and 

replace the batik clothes; don't just stick them on. 

  

On page 13, there is an example of an incorrect concept; please 

replace it with the correct concept. 
 

 

In explaining the example questions, the sentences are too 

dense. Please change it so it doesn't look solid, and maybe it 

can be changed into just 2 parts. 

  

On the last page, please replace it with correct and easier-to-

understand words. 

 
 

Based on Table 5, several parts have been revised in prototype 2. The revision 

results from prototype 2 are referred to as prototype 3. Based on the validation results, 

prototype 3 has no improvements. So, prototype 3 is a valid research product and can be 

carried out in individual and small group trials. The cultural context mathematics e-comic 

that has been developed can be accessed via the following link: 

https://online.fliphtml5.com/hhckb/hjce/. 

The Validity of LOT Questions 

The validation results for the five LOT questions range from 4.20 to 5.00, so they meet 

the valid criteria. The revised parts of the LOT based on validator suggestions are 

presented in Table 6 below. 

Table 6. Revision of LOT Questions Based on Validation Results 

Validator Suggestions Before Revision After Revision 

Use command sentences that require students 

to explain the answer; do not use the word 

'berapa' because it does not require a detailed 

answer. 

How old are each of them? Determine the ages of Dody 

and Ari using one of the 

SLETV solution methods. 

Use a more effective sentence in the question 

sentence for question number 3: Determine the 

price of 2 dozen candies A and 4 dozen candies 

How much is the price of 2 

dozen candies A and 4 dozen 

candies B? Solve using the 

Determine the price of 2 

dozen candies A and 4 dozen 

candies B using the 

https://online.fliphtml5.com/hhckb/hjce/
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B using the elimination and substitution 

methods. 

elimination and substitution 

methods. 

elimination and substitution 

methods. 

The results of the revision of prototype 1 LOT question are referred to as prototype 2. 

The researcher asked the validator to re-validate prototype 2 LOT questions, but there 

was no improvement, so prototype 2 LOT questions could be used at the next stage.  

Small Group Trial Results 

The purpose of conducting small group trials is to test the product's practicality by users. 

In the small group trial, the subjects chosen were students consisting of 15 students. The 

selection was done with high, medium, and low representation estimates. The analysis 

results on small group trials are presented in Table 7. 

Table 7. E-Comics Implementation Analysis Results 

Implementation Assessment Aspects Average 

The use of math e-comics is easy to understand. 3.71 

The math e-comic is simple to use. 4.07 

The use of mathematics e-comics supports the achievement of learning objectives. 4.43 

The use of mathematics e-comics can streamline the implementation of learning. 4.21 

The use of mathematics e-comics can make learning time more effective. 4.21 

The use of mathematics e-comics can increase learning motivation. 4.57 

The use of mathematics e-comics can facilitate learning. 4.21 

The questions and materials used can be understood easily. 4.29 

Total Average 4.21 

Criteria Very High 

In Table 7, the average value of media implementation is 4.21. This shows a very high 

level of implementation, so cultural context mathematics e-comics are very suitable for 

learning. 

Assessment Phase 

At the field trial stage, 39 students were selected after consultation with lecturers and 

upon observing that the school did not yet have e-comic learning media. Mathematics 

teachers acted as instructors, while researchers served as observers. This trial evaluated 

the practicality and effectiveness of the e-comics and the Learning Outcome Test (LOT) 

questions. The trial spanned five meetings, four of which used e-comic media, with the 

final meeting dedicated to the LOT. Data was meticulously collected from practicality 

assessments, student LOT results, student response questionnaires on learning, and 

student motivation questionnaires, ensuring a comprehensive evaluation. 

The Practicality of E-comics 

One of the researchers, acting as the observer, collected data on the practicality of the e-

comic media, with scores ranging from 1 to 5. The data collected represents the average 

score for each assessed aspect. Details of the practicality assessment of the e-comic 

media are presented in Table 8. 
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Table 8. E-Comics Implementation Analysis Results 

Aspect 
Practitioners Average of 

Aspect 

Total 

Average P1 P2 

User Practicality 4.43 4.57 4.50 

4.31 
Content 4.28 4.43 4.35 

Language 3.67 4.33 4.00 

Appearance 4.40 4.40 4.40 

The results of the practicality analysis show an average practicality score of 4.31. This 

means that the cultural context of mathematics e-comic media is highly suitable for use. 

The Effectiveness of E-comics 

The criteria for the effectiveness of the product being developed are obtained from the 

results of the analysis of (1) student learning outcome data, (2) student response data, 

and (3) student learning motivation data. A description of the analysis to determine the 

product effectiveness criteria is presented as follows. 

a) Students’ Learning Outcome 

Based on student score data, it can be seen that from 39 students, 32 students met the 

KKM, and 7 students did not meet the KKM. This shows that 82.05% of students 

achieved the KKM on the learning outcomes test after using cultural context mathematics 

e-comic media. Based on the 2013 curriculum completeness rules, it can be concluded 

that KKM for student learning outcomes has been achieved. 

 

b) Students’ Response Analysis 

Student response data was obtained from the Technology Acceptance Model (TAM) 

questionnaire, which consists of six indicators: Perceived Usefulness (PU), Perceived 

Ease of Use (PEU), Attitude toward its Use (AU), Intention to Use (IU), Content quality 

(CQ), and Experience (EXP). The results of the analysis of student responses are 

presented in Table 9. 

Table 9. Students’ Response Results 

Indicators Average Criteria 

Perceived Usefulness 72.21 Good 

Perceived Ease of Use 80.32 Very Good 

Attitude towards it Use 82.56 Very Good 

Intention to Use 79.15 Good 

Content Quality 84.10 Very Good 

Experience 82.77 Very Good 

Overall 80.19 Very Good 

The analysis of student responses to learning using e-comic media with cultural 

contexts shows that most students strongly agree on many indicators and several other 

indicators. Students strongly agree that mathematics e-comics with a cultural context are 

easy to use, are an appropriate teaching media idea, have quality material, and provide a 

good learning experience. Furthermore, students agree that this e-comic has useful value 

and will use it continuously in the future. The student response questionnaire assessment 

showed that learning using e-comics in mathematics in a cultural context received a 
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positive response, with student responses reaching 80.19%. This shows that this media 

is very useful and useful as a learning tool, providing students with a common experience 

regarding events in their environment. Students can use and reflect on their knowledge 

and skills by discussing problems the teacher presents. Thus, the student response 

questionnaire results concluded that the response to the learning process using 

mathematics e-comics in a cultural context was very positive. 

c) Students’ Learning Motivation Analysis 

Student learning motivation data was analyzed based on motivation indicators adapted 

from Sardiman (2012), namely (1) diligent in facing tasks, (2) tenacious in facing 

difficulties, (3) showing interest in various problems, (4) preferring to work alone, (5) 

gets bored quickly with routine tasks, (6) can defend opinions, (7) doesn't easily give up 

things he wants, and (8) likes searching for and solving problems. The results of the 

analysis of student learning motivation are presented in Table 10. 

Table 10. Students’ Learning Motivation Results 

Indicators Average 

Diligent in facing tasks 84.87 

Tenacious in facing difficulties 84.10 

Showing interest in various problems 83.85 

Preferring to work alone 82.91 

Gets bored quickly with routine tasks 81.54 

Can defend opinions 82.05 

Doesn't easily give up things he wants 85.13 

Likes searching for and solving problems 86.41 

Total Average 83.86 

The results of the analysis of student learning motivation towards learning using e-comic 

media with a cultural context show that the average student learning motivation is 83.86, 

which is within the very good criteria. 

Discussion 

This research has produced a valid, practical, and effective cultural-context mathematical 

e-comic focused on SLETV material. The development of this e-comic aligns with the 

requirements of the Kurikulum 2013, which emphasizes the use of context, including 

cultural contexts, in mathematics education. Furthermore, its use can be extended to the 

current Kurikulum Merdeka, as the curriculum integrates diverse cultural contexts and 

regional characteristics. 

Incorporating cultural context into mathematics learning makes mathematical 

concepts more relevant to student's daily lives, enhancing their motivation and interest 

in the subject while fostering a sense of ownership in their learning. Students who 

connect mathematical concepts to their cultural experiences tend to achieve deeper 

understanding (Aprilyani & Hakim, 2020; Kim et al., 2010; Prahmana & D’Ambrosio, 

2020). The mathematical e-comic with a cultural context can deepen students' 

comprehension of SLETV material, which is often challenging due to difficulties in 

modeling problems in mathematical form (Sumbandari et al., 2021). As SLETV serves 
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as a foundation for algebra, students' failure to grasp it can result in further struggles with 

algebraic problems (Damayanti et al., 2022; Nihayah, 2021). Thus, cultural-context 

mathematics e-comics can potentially enhance students' understanding of algebra. 
 

Characteristics of Mathematics E-Comic with Cultural Context 

The cultural-context mathematical e-comic developed in this study combines visual 

narrative media with mathematical concepts grounded in students' daily cultural 

experiences, specifically those of Acehnese culture. A key feature of this product is its 

ability to bridge the gap between mathematical language and students' cultural 

backgrounds. Through images, stories, and cultural elements, this e-comic presents 

engaging and relevant narratives (Akcanca, 2020; Mamolo, 2022). The results of this 

research align with previous findings, suggesting that well-designed e-comics enhance 

student engagement and stimulate creativity in solving mathematical problems (Fianto et 

al., 2023). 

Another characteristic of this e-comic is its real-life context for mathematical 

concepts. By framing math problems in culturally familiar situations, students can better 

understand how mathematical concepts apply to their everyday lives (Acharya et al., 

2021). This approach strengthens conceptual understanding and motivates students to see 

mathematics as relevant to their daily experiences. 

In addition, the e-comic fosters representation of Acehnese culture, offering 

students insights into their heritage. By incorporating cultural elements, this e-comic 

broadens students' perspectives on mathematics, illustrating that the subject can be 

viewed through diverse cultural lenses (Andarukmi et al., 2024). This encourages 

diversity in mathematical understanding while fostering a learning environment that 

values different perspectives. 

From a technological standpoint, the e-comic leverages the advantages of digital 

media. Using narration, images, and interactivity makes mathematical concepts more 

engaging and accessible (Akcanca, 2020; Mamolo, 2022), providing a modern, dynamic, 

and responsive learning experience (Wijayanti et al., 2024). The cultural-context 

mathematical e-comic creates a fun, relevant, and inclusive learning experience. It 

harnesses the power of storytelling and cultural representation to inspire and enhance 

students' understanding. 
 

Strengths and Weaknesses of Mathematics E-Comic with Cultural Context 

The e-comic has demonstrated strengths in improving student motivation and learning 

outcomes. It effectively engages students, encouraging them to actively participate in 

learning by asking questions, responding to others, solving problems, and contributing 

to discussions. This active involvement has led to improved learning outcomes. 

Presenting material through appealing visuals and everyday language in the e-comic 

makes it easier for students to grasp concepts and fosters creative thinking (Astuti et al., 

2018). Research by Fitrianingsih et al. (2019) supports the notion that learning media 

helps clarify and simplify material presentation. Learning through e-comics enhances the 

effectiveness of instruction and sharpens students' thinking (Afifah & Putri, 2021). 
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However, the e-comic also has limitations. It is currently limited to SLETV material, 

which restricts its use for other mathematical topics. Nevertheless, teachers could use it 

as a model to develop similar e-comics for other content areas. 

Learning through e-comics in this context requires more time than originally 

planned, as students often become deeply engrossed in reading. To maintain learning 

efficiency, teachers could set clear activity time limits, narrow the scope of material 

covered, or encourage students to complete reading the e-comic before class. These 

strategies will help ensure that learning remains effective. 
 

Implication 

The findings of this research demonstrate that the cultural-context mathematical e-comic 

on SLETV material is valid, practical, and effective in improving junior high school 

students' motivation and learning outcomes. To maximize its benefits, the researcher 

offers several recommendations: (1) mathematics teachers and students can use the e-

comic as a learning tool for SLETV material; (2) the e-comic can also serve as a resource 

for independent learning, accessible anytime and anywhere. 

Limitations and Suggestions for Further Research 

While the cultural-context mathematical e-comic has been developed, further 

refinements are needed to enhance its practicality and effectiveness. The need for more 

comprehensive data on its impact and to guide future development is evident. This 

research faced certain limitations, such as inadequate internet access for some students 

with smartphones, which required the provision of a personal hotspot. Some 

improvements are also needed, such as refining the images, correcting typographical 

errors, and clarifying dialogue for better understanding. These limitations offer 

opportunities for future researchers to explore similar studies carefully considering these 

factors, highlighting the importance of their potential contributions. 

 

CONCLUSIONS 

This study has successfully developed a cultural-context mathematical e-comic on 

SLETV material, which has proven to be a valuable tool for enhancing junior high school 

students' motivation and learning outcomes. The e-comic was found to be valid, practical, 

and effective. Teacher assessments of practicality and implementation further confirm 

the comic's suitability for use. The effectiveness of the e-comic was demonstrated 

through student learning outcomes, responses, and motivation, with a significant 

percentage of students achieving the Minimum Criteria of Mastery Learning (KKM), an 

average student response score, and a motivation percentage. 

 

AUTHOR CONTRIBUTION STATEMENTS 

DF, MI, and EE formulated the research design. DF collected and analyzed the data. DF 

wrote the first draft of the article. MI enrinched the discussion. EE proofread the whole 

article, evaluated references, revised it, and submitted it via the Online Journal System 

(OJS). 



Dani Farhan, M Ikhsan, & Elizar 

462 

 

REFERENCES 

Acharya, B. R., Kshetree, M. P., Khanal, B., Panthi, R. K., & Belbase, S. (2021). 

Mathematics educators' perspectives on the cultural relevance of basic level 

mathematics in Nepal. Journal on Mathematics Education, 12(1), 17–48. 

https://doi.org/10.22342/JME.12.1.12955.17-48 

Adeliyanti, S., Suharto, S., & Hobri, H. (2018). Pengembangan e-comic matematika 

berbasis teknologi sebagai suplemen pembelajaran pada aplikasi fungsi kuadrat. 

Kadikma:Jurnal Matematika Dan Pendidikan Matematika, 9(1), 123–130. 

Retrieved from https://jurnal.unej.ac.id/index.php/kadikma/article/view/8425 

Affeldt, F., Meinhart, D., & Eilks, I. (2018). The use of comics in experimental 

instructions in a non-formal chemistry learning context. International Journal of 

Education in Mathematics, Science and Technology (IJEMST), 6(1), 93–104. 

Retrieved from https://ijemst.org/index.php/ijemst/article/view/143 

Afifah, A., & Putri, A. D. (2021). Development of e-komatik media (mathematical e-

comic) with a contextual approach to the material of rectangles and triangles. Jurnal 

Scientia, 10(1), 99–108. http://infor.seaninstitute.org/index.php/pendidikan 

Akcanca, N. (2020). An alternative teaching tool in science education: Educational 

comics. International Online Journal of Education and Teaching (IOJET), 7(4), 

1550–1570. Retrieved from http://iojet.org/index.php/IOJET/article/view/1063 

Andarukmi, N. F., Sumarmi, S., Rosyida, F., Suharto, Y., Sazali, S. B., & Wei, L. C. 

(2024). Bridging technology and geography: Contextual e-comics for enhanced 

learning in Indonesian natural resource management. Future Space: Studies in Geo-

Education, 1(1), 1–19. https://doi.org/10.69877/fssge.v1i1.5 

Aprilyani, N., & Hakim, A. R. (2020). Pengaruh pembelajaran assurance, relevance, 

interest, assessment, satisfaction berbantuan etnomatematika terhadap kemampuan 

pemecahan masalah. JNPM (Jurnal Nasional Pendidikan Matematika), 4(1), 61. 

https://doi.org/10.33603/jnpm.v4i1.2549 

Arikunto, S. (2006). Dasar-dasar evaluasi pendidikan. Jakarta: Bumi Aksara. 

Astuti, E. P., Yuzianah, D., & Purwoko, R. Y. (2018). Needs analysis dalam 

pengembangan media pembelajaran matematika e-komic untuk siswa SMP. Jurnal 

Pendidikan Surya Edukasi (JPSE), 4(1), 10–18. Retrieved from 

https://garuda.kemdikbud.go.id/documents/detail/1009729 

Azizi, N., & Fauzan, A. (2020). Improvement of students' activities and learning 

outcomes in mathematics through comic-based on student worksheets of seventh 

grade Islamic junior high school in Padang. Journal of Physics: Conference Series, 

1554(012028), 1–9. https://doi.org/10.1088/1742-6596/1554/1/012028 

Berger, M., Michael, G., & Christoph, N. (2023). E-comics: Pictorial learning media to 

train students' viewing skills. Journal Emerging Technologies in Education, 1(1), 

14–25. https://doi.org/10.55849/jete.v1i1.188 

Buchori, A., & Setyawati, R. D. (2015). Development of learning model of character 

https://doi.org/10.22342/JME.12.1.12955.17-48
https://jurnal.unej.ac.id/index.php/kadikma/article/view/8425
https://ijemst.org/index.php/ijemst/article/view/143
http://infor.seaninstitute.org/index.php/pendidikan
http://iojet.org/index.php/IOJET/article/view/1063
https://doi.org/10.69877/fssge.v1i1.5
https://doi.org/10.33603/jnpm.v4i1.2549
https://garuda.kemdikbud.go.id/documents/detail/1009729
https://doi.org/10.1088/1742-6596/1554/1/012028
https://doi.org/10.55849/jete.v1i1.188


Dani Farhan, M Ikhsan, & Elizar 

463 

 

education through e-comic in elementary school. International Journal of 

Education and Research, 3(9), 369–386.  http://ijern.com/journal/2015/September-

2015/30.pdf 

Budi, C., Romadiasri, Y., & Maslikhah, S. (2016). Pengembangan perangkat 

pembelajaran melalui e-comic berbasis scientifik approach pada mata pelajaran 

matematika materi limit fungsi. Jurnal Pendidikan Matematika FKIP Unissula, 

4(1), 71–83. Retrieved from https://www.e-jurnal.com/2017/04/pengembangan-

perangkat-pembelajaran_51.html 

Cho, H. (2012). The use of cartoons as teaching a tool in middle school mathematics 

(Publication No. 3517272) [Doctoral dissertation, Columbia University]. ProQuest 

Dissertations and Theses Global. 

D’Ambrosio, U. (2016). Ethnomathematics and its place in the history and pedagogy of 

mathematics. In M. Rosa, K. Powell, & L. Shirley (Eds.), Current and Future 

Perspectives of Ethnomathematics as a Program: ICME-13 Topical Surveys (pp. 

15–32). Springer. https://doi.org/10.1007/978-3-319-30120-4 

Damayanti, P., Setiawan, A., Anwar, M. S., Pratama, M. S. A., & Hernawan, H. (2022). 

Analysis difficulties in students' mathematics problem-solving in material SPLDV 

at junior high school. AMCA Journal of Science and Technology, 2(2), 34–38. 

https://doi.org/10.51773/ajst.v2i2.262 

Faoziah, R. N., & Azka, R. (2023). Pengembangan e-comic materi relasi dan fungsi 

menggunakan pendekatan Realistic Mathematics Education (RME) untuk 

memfasilitasi pemahaman konsep. Jurnal Ilmiah Pendidikan Matematika, 11(1), 

81–94. https://doi.org/10.31941/delta.v11i1.2021 

Fianto, Z. A., Indriani, F., & Aminas, L. Y. (2023). development of e-comics in 

integrated science and religious values for 5th grade students. International Journal 

of Learning Reformation in Elementary Education, 2(02), 68–76. 

https://doi.org/10.56741/ijlree.v2i02.75 

Fitrianingsih, Y., Suhendri, H., & Astriani, M. M. (2019). Pengembangan media 

pembelajaran komik matematika bagi peserta didik kelas VII SMP/MTS berbasis 

budaya. PETIK: Jurnal Pendidikan Teknologi Informasi Dan Komunikasi, 5(2), 36–

42. https://journal.institutpendidikan.ac.id/index.php/petik/article/view/1377 

Gaol, R. L., & Sitepu, A. (2020). influence of used good-based learning media on the 

value of character education and student's motivation to study. Budapest 

International Research and Critics in Linguistics and Education (BirLE) Journal, 

3(4), 1696–1703. https://doi.org/10.33258/birle.v3i4.1299 

Ghozali, A., Rahman, R., & Artis, A. (2024). Sosialisasi penguatan tradisi keagamaan 

pasca kematian pada masyarakat muslim Desa Pinang Sebatang Barat Siak. 5(1), 

565–574.  

Gil-Doménech, D., & Berbegal-Mirabent, J. (2019). Stimulating students’ engagement 

in mathematics courses in non-STEM academic programmes: A game-based 

http://ijern.com/journal/2015/September-2015/30.pdf
http://ijern.com/journal/2015/September-2015/30.pdf
https://www.e-jurnal.com/2017/04/pengembangan-perangkat-pembelajaran_51.html
https://www.e-jurnal.com/2017/04/pengembangan-perangkat-pembelajaran_51.html
https://doi.org/10.1007/978-3-319-30120-4
https://doi.org/10.51773/ajst.v2i2.262
https://doi.org/10.31941/delta.v11i1.2021
https://doi.org/10.56741/ijlree.v2i02.75
https://journal.institutpendidikan.ac.id/index.php/petik/article/view/1377
https://doi.org/10.33258/birle.v3i4.1299


Dani Farhan, M Ikhsan, & Elizar 

464 

 

learning. Innovations in Education and Teaching International, 56(1), 57–65. 

https://doi.org/10.1080/14703297.2017.1330159 

Haleem, A., Javaid, M., Qadri, M. A., & Suman, R. (2022). Understanding the role of 

digital technologies in education: A review. Sustainable Operations and 

Computers, 3(February), 275–285. https://doi.org/10.1016/j.susoc.2022.05.004 

Kasmini, L., & Mulyani, I. (2023). Analisiskandungan, penamaan, dan makna dari 

makanan tradisional Aceh. Jurnal Metamorfosa, 11(2), 145–161. Retrieved from 

https://ejournal.bbg.ac.id/metamorfosa/article/view/2272 

Kim, J. I., Schallert, D. L., & Kim, M. (2010). An integrative cultural view of 

achievement motivation: Parental and classroom predictors of children’s goal 

orientations when learning mathematics in Korea. Journal of Educational 

Psychology, 102(2), 418–437. https://doi.org/10.1037/a0018676 

Kristanto, A., Mustaji, M., & Mariono, A. (2017). The development of instructional 

materials e-learning based on blended learning. International Education Studies, 

10(7), 10. https://doi.org/10.5539/ies.v10n7p10 

Kusumaningtyas, N., Trapsilasiwi, D., & Fatahillah, A. (2018). Pengembangan media 

pembelajaran interaktif online berbantuan desmos pada kelaskita materi program 

linier kelas XI SMA. Kadikma: Jurnal Matematika Dan Pendidikan Matematika, 

9(3), 118–128. https://jurnal.unej.ac.id/index.php/kadikma/article/view/11003 

Latifah, S. S., & Luritawaty, I. P. (2020). Think pair share sebagai model pembelajaran 

kooperatif untuk peningkatan kemampuan pemecahan masalah matematis. 

Mosharafa: Jurnal Pendidikan Matematika, 9(1), 35–46. 

https://doi.org/10.31980/mosharafa.v9i1.590 

Mamolo, L. A. (2019). Development of digital interactive math comics (DIMaC) for 

senior high school students in general mathematics. Cogent Education, 6(1), 1–13. 

https://doi.org/10.1080/2331186X.2019.1689639 

Mamolo, L. A. (2022). Students’ evaluation and learning experience on the utilization of 

Digital Interactive Math Comics (DIMaC) mobile app. Advances in Mobile 

Learning Educational Research, 2(2), 375–388. 

https://doi.org/10.25082/amler.2022.02.006 

Meng, J., & Liu, S. (2022). Effects of culture on the balance between mathematics 

achievement and subjective wellbeing. Frontiers in Psychology, 13, 1–11. 

https://doi.org/10.3389/fpsyg.2022.894774 

Missiou, M., & Tapsis, N. (2023). Creating, publishing, and reading in digital: The case 

of comics. Culture-Journal of Culture in Tourism, 3(5), 9–17. Retrieved from 

https://pasithee.library.upatras.gr/culture/article/view/4594 

Mubarokah, I., Sa’dijah, C., & Susanto, H. (2021). Pemahaman konsep siswa pada 

aktivitas kerja kelompok berbasis CTL REACT. Briliant: Jurnal Riset Dan 

Konseptual, 6(2), 376–388. https://doi.org/10.28926/briliant.v6i2.635 

Nida, I. K., Buchori, A., & Murtianto, Y. H. (2017). PPengembangan comic math dengan 

https://doi.org/10.1080/14703297.2017.1330159
https://doi.org/10.1016/j.susoc.2022.05.004
https://ejournal.bbg.ac.id/metamorfosa/article/view/2272
https://doi.org/10.1037/a0018676
https://doi.org/10.5539/ies.v10n7p10
https://jurnal.unej.ac.id/index.php/kadikma/article/view/11003
https://doi.org/10.31980/mosharafa.v9i1.590
https://doi.org/10.1080/2331186X.2019.1689639
https://doi.org/10.25082/amler.2022.02.006
https://doi.org/10.3389/fpsyg.2022.894774
https://pasithee.library.upatras.gr/culture/article/view/4594
https://doi.org/10.28926/briliant.v6i2.635


Dani Farhan, M Ikhsan, & Elizar 

465 

 

pendekatan etnomatematika pada meteri kubus dan balok di SMP. Jurnal Aksioma, 

8(1), 31–40. https://doi.org/10.26877/aks.v8i1.1531 

Nieveen, N. (1999). Prototyping to Reach Product Quality. In J. van den Akker, R. M. 

Branch, K. Gustafson, N. Nieveen, & T. Plomp (Eds.), Design Approaches and 

Tools in Education and Training. Springer. https://doi.org/10.1007/978-94-011-

4255-7_10 

Nieveen, N. (2013). Formative Evaluation in Educational Design Research. In T. Plomp 

& N. Nieeveen (Eds.), Educational Design Research Part A: An introduction. SLO. 

Retrieved from https://www.slo.nl/zoeken/@4315/educational-design/ 

Nihayah, E. F. K. (2021). Analisis penguasaan materi prasyarat aljabar dalam 

menyelesaikan soal sistem persamaan linear dua variabel. Linear: Jurnal Ilmu 

Pendidikan, 5(1), 26–39. https://doi.org/10.53090/jlinear.v5i1.127 

Nti-Asante, E. (2022). Beyond the worlds of its deficit modeling approaches: situating 

ethnomathematics research within the social-design experiment inquiry. In A. E. 

Lischka, E. B. Dyer, R. S. Jones, J. N. Lovett, J. Strayer, & S. Drown (Eds.), Critical 

Dissonance and Resonant Harmony (pp. 462–471). Middle Tennessee State 

University. https://doi.org/10.51272/pmena.44.2022a 

Nur, M. A. R. (2018). BIPA sebagai strategi kebudayaan dan implementasinya dalam 

metode pembelajaran. Proceedings of the SEMNAS KBSP V BIPA, Malang, 53(9), 

1689–1699. https://publikasiilmiah.ums.ac.id/xmlui/handle/11617/9893 

Oliwe, R., & Chao, T. (2022). Teaching mathematics through comic storytelling-a bridge 

to students’ worlds. Australian Primary Mathematics Classroom, 27(1), 22–27. 

https://www.researchgate.net/publication/360316602_Teaching_Mathematics_Thr

ough_Comic_Storytelling_-_A_Bridge_to_Students’_Worlds 

Özdemir, E. (2017). Humor in elementary science: development and evaluation of comic 

strips about sound. International Electronic Journal of Elementary Education, 9(4), 

837–850. Retrieved from https://iejee.com/index.php/IEJEE/article/view/288 

Papadakis, S., Kalogiannakis, M., & Zaranis, N. (2021). Teaching mathematics with 

mobile devices and the Realistic Mathematical Education (RME) approach in 

kindergarten. Advances in Mobile Learning Educational Research, 1(1), 5–18. 

https://doi.org/10.25082/amler.2021.01.002 

Plomp, T. (2013). Educational design research: An introduction. In T. Plomp & N. 

Nieeveen (Eds.), Educational design research Part A: An introduction (pp. 10–51). 

SLO. Retrieved from https://www.slo.nl/zoeken/@4315/educational-design/ 

Prahmana, R. C. I., & D’Ambrosio, U. (2020). Learning geometry and values from 

patterns: Ethnomathematics on the batik patterns of Yogyakarta, Indonesia. Journal 

on Mathematics Education, 11(3), 439–456. 

https://doi.org/10.22342/jme.11.3.12949.439-456 

Rahmata, A., & Ekawati, R. (2021). Pengembangan e-comic matematika berbasis 

Pendidikan Matematika Realistik (PMR) bermuatan etnomatematika materi 

https://doi.org/10.26877/aks.v8i1.1531
https://doi.org/10.1007/978-94-011-4255-7_10
https://doi.org/10.1007/978-94-011-4255-7_10
https://www.slo.nl/zoeken/@4315/educational-design/
https://doi.org/doi.org/10.53090/jlinear.v5i1.127
https://doi.org/10.51272/pmena.44.2022a
https://publikasiilmiah.ums.ac.id/xmlui/handle/11617/9893
https://www.researchgate.net/publication/360316602_Teaching_Mathematics_Through_Comic_Storytelling_-_A_Bridge_to_Students’_Worlds
https://www.researchgate.net/publication/360316602_Teaching_Mathematics_Through_Comic_Storytelling_-_A_Bridge_to_Students’_Worlds
https://iejee.com/index.php/IEJEE/article/view/288
https://doi.org/10.25082/amler.2021.01.002
https://www.slo.nl/zoeken/@4315/educational-design/
https://doi.org/10.22342/jme.11.3.12949.439-456


Dani Farhan, M Ikhsan, & Elizar 

466 

 

aritmetika sosial. MATHEdunesa: Jurnal Ilmiah Pendidikan Matematika, 10(1), 

32–44. https://doi.org/10.26740/mathedunesa.v10n1.p32-44 

Ramliyana, R. (2016). Media e-comic sebagai upaya peningkatan penguasaan kosakata 

dalam pembelajaran Bahasa Indonesia Bagi Penutur Asing (BIPA). Riksa Bahasa, 

2(2), 207–218. https://vm36.upi.edu/index.php/RBSPs/article/view/9568 

Sakinah, N., & Hendriana, B. (2022). Pengembangan media pembelajaran e-comic pada 

materi sistem persamaan linear dua variabel. Teorema: Teori Dan Riset 

Matematika, 7(1), 225–234. https://doi.org/10.25157/teorema.v7i1.6922 

Şengül, S., & Dereli, M. (2010). Does instruction of “Integers” subject with cartoons 

effect students’ mathematics anxiety? Procedia - Social and Behavioral Sciences, 

2(2), 2176–2180. https://doi.org/10.1016/j.sbspro.2010.03.302 

Siqi-Liu, A., & Egner, T. (2020). Contextual adaptation of cognitive flexibility is driven 

by task-and item-level learning. Cognitive, Affective and Behavioral Neuroscience, 

20, 757–782. https://doi.org/10.3758/s13415-020-00801-9 

Siregar, N., Suherman, S., Masykur, R., & Ningtias, R. S. (2019). Pengembangan media 

pembelajaran e-comic dalam pembelajaran matematika. Journal of Mathematics 

Education and Science, 2(1), 11–19. https://doi.org/10.32665/james.v2i1.47 

Stošić, L., & Stošić, I. (2015). Perceptions of teachers regarding the implementation of 

the internet in education. Computers in Human Behavior, 53, 462–468. 

https://doi.org/10.1016/j.chb.2015.07.027 

Sumbandari, A., Misdalina, M., & Fuadiah, N. F. (2021). Abstraksi matematika sebagai 

epistemological obstacles dalam pemodelan pembelajaran SPLDV di sekolah 

menengah. JNPM (Jurnal Nasional Pendidikan Matematika), 6(1), 69–83. 

https://doi.org/10.33603/jnpm.v6i1.5326 

Talysheva, I., Pegova, K., & Khaliullina, L. (2021). The use of electronic educational 

resources of the university as a means of increasing the educational motivation of 

students. International Journal of Emerging Technologies in Learning, 16(1), 289–

304. https://doi.org/10.3991/IJET.V16I01.16799 

Tassell, J. L., Novak, E., & Kessler, B. (2019). Math comic books to the rescue: can 

wonderguy’s escapades improve children’s mathematics attitudes? Technology, 

Instruction, Cognition and Learning, 11(4), 259–286. Retrieved from 

https://eric.ed.gov/?id=EJ1257630 

Toh, T. L., Cheng, L. P., Ho, S. Y., Jiang, H., & Lim, K. M. (2017). Use of comics to 

enhance students’ learning for the development of the twenty-first century 

competencies in the mathematics classroom. Asia Pacific Journal of Education, 

37(4), 437–452. https://doi.org/10.1080/02188791.2017.1339344 

Toh, T. L., Cheng, L. P., Lim, L. H., & Lim, K. M. (2019). Shopaholics need mathematics 

too! Teacher and student perceptions of the use of comics to teach percentage. The 

Australian Mathematics Education Journal (AMEJ), 1(1), 17–24. Retrieved from 

https://go.gale.com/ps/i.do?p=AONE&sw=w&issn=26520176&v=2.1&it=r&id=G

https://doi.org/10.26740/mathedunesa.v10n1.p32-44
https://vm36.upi.edu/index.php/RBSPs/article/view/9568
https://doi.org/10.25157/teorema.v7i1.6922
https://doi.org/10.1016/j.sbspro.2010.03.302
https://doi.org/10.3758/s13415-020-00801-9
https://doi.org/10.32665/james.v2i1.47
https://doi.org/10.1016/j.chb.2015.07.027
https://doi.org/10.33603/jnpm.v6i1.5326
https://doi.org/10.3991/IJET.V16I01.16799
https://eric.ed.gov/?id=EJ1257630
https://doi.org/10.1080/02188791.2017.1339344
https://go.gale.com/ps/i.do?p=AONE&sw=w&issn=26520176&v=2.1&it=r&id=GALE%7CA657723838&sid=googleScholar&linkaccess=fulltext


Dani Farhan, M Ikhsan, & Elizar 

467 

 

ALE%7CA657723838&sid=googleScholar&linkaccess=fulltext 

Wahdah, H. Lucky, & Maherawati. (2022). Preferensi mahasiswa di kota pontianak 

terhadap makanan tradisional kalimantan barat dan perbandingan komposisi 

nutrisinya dengan pangan siap saji. Jurnal Mutu Pangan : Indonesian Journal of 

Food Quality, 9(2), 58–66. https://doi.org/10.29244/jmpi.2022.9.2.58 

Widoyoko, E. P. (2016). Teknik penyusunan instrumen penelitian. Yogyakarta: Pustaka 

Pelajar. 

Wijayanti, F. Y., Handoyo, B., & Dembereldorj, U. (2024). Contextual e-comics in 

geography: A modern pedagogical tool for volcanic hazard mitigation awareness. 

Future Space: Studies in Geo-Education, 1(1), 20–29. 

https://doi.org/10.69877/fssge.v1i1.6 

Yu, Z., Gao, M., & Wang, L. (2020). The effect of educational games on learning 

outcomes, student motivation, engagement and satisfaction. Journal of Educational 

Computing Research, 59(3), 522–546. https://doi.org/10.1177/0735633120969214 

 

 

 

https://go.gale.com/ps/i.do?p=AONE&sw=w&issn=26520176&v=2.1&it=r&id=GALE%7CA657723838&sid=googleScholar&linkaccess=fulltext
https://doi.org/10.29244/jmpi.2022.9.2.58
https://doi.org/10.69877/fssge.v1i1.6
https://doi.org/10.1177/0735633120969214

