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Abstract 

The rapid changes of the 21st century require educators to adapt and create a creative learning process to enhance 

motivation in learning and produce high-quality students. However, it has been observed that some students struggle 

with focus as they become distracted by other activities such as playing or chatting, leading to difficulties in completing 

assignments, especially in subjects that involve calculations. This study aims to assess the validity, practicality, and 

effectiveness of instructional media in increasing the learning motivation of junior high school students. The 

development model applied is ADDIE (Analysis, Design, Development, Implementation, and Evaluation), with 

validation conducted through validation sheets, practicality assessed using student response questionnaires, and 

effectiveness measured through learning outcome tests. Validation results from three experts indicated a validity level 

of 89% (Very Valid), while practicality testing through student response questionnaires reached 84% (Very Practical). 

The effectiveness test showed an average score of 69, with an N-gain score of 0.6257 (Moderate) and an N-gain 

percentage of 62.5733 (Effective). Based on the research findings, comic-based learning media for the Motion and 

Force has been proven to be valid, practical, and effective in enhancing student motivation in junior high school 

learning. 
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INTRODUCTION 

The 21st century is characterized by the rapid 

development of technology and information. This 

transformation presents significant opportunities 

across various sectors, including education, 

provided it is managed strategically, 

systematically, and measurably. However, without 

proper preparation and the right approach, these 

changes also have the potential to pose serious 

challenges within the educational landscape 

(Rosnaeni, 2021). Education serves as a crucial 

foundation for individual and societal 

development. Through well-planned and 

systematic education, students are expected to 

develop their potential to the fullest (Desramaza, 

Sufri, & Pasaribu, 2023). One of the keys to 

successful learning lies in the support of adequate 

and relevant learning facilities and media that meet 

students’ needs (Shofa, Redhana, & Juniartina, 

2020). 

As an essential tool, learning media plays a 

strategic role in supporting the delivery of material 

to students and contributes significantly to 

enhancing the quality of learning comprehension. 

Through the appropriate use of media, it is hoped 

that students will be more responsive and capable 

of absorbing information more effectively, thereby 

improving the quality of learning (Mukholifah, 

Tisngati, & Ardhyantama, 2020). Based on 

interviews with the Grade VII D science teacher 

and the principal of SMP Negeri 26 Banjarmasin, it 

was found that the school has implemented the 

Kurikulum Merdeka (Merdeka Curriculum). 

Observations also revealed a very neat and clean 

school environment. The school has several 

regulations, with a particular point of interest for 

the author being the prohibition on students 

bringing mobile phones to school. Learning at the 

school still relies on traditional methods, using only 

textbooks and teacher explanations, which has led 

to a decrease in students’ learning motivation. 

Consequently, Grade VII D students at SMP Negeri 

26 Banjarmasin still have difficulty grasping the 

concepts taught by the teacher. 

Achieving high-quality learning requires 

several efforts. One such effort is providing 

adequate learning support facilities. A particularly 

important facility is interactive multimedia (Shofa, 

Redhana, & Juniartina, 2020). Based on an 

interview with the principal, it was also mentioned 

that the school lacks facilities such as projectors to 

aid in classroom learning. Therefore, the medium 

developed in this research is a printed comic book, 

which is an art form that presents a story through a 

systematically arranged series of static images. 

Comics are considered effective for conveying 

information and enhancing student understanding, 

in addition to their visual appeal. The illustrations 

can feature cartoon characters such as humans, 

animals, plants, or inanimate objects (Hidayah & 

Setyanto, 2021). 

Comics not only provide entertainment or 

serve as light reading but also function as an 

efficient visual communication medium for 

conveying information clearly and engagingly. The 

strength of comics lies in their combination of text 

and images that form a narrative, making it easier 

for readers to absorb and retain information more 

effectively (Yanti, Hardiman, & Budiarta, 2019). 

Readers can more easily understand the plot of a 

comic because it uses easily comprehensible, 

everyday language. Comics are able to capture 

readers’ interest through a combination of engaging 

text and illustrations (Shomad & Rahayu, 2022). 

The use of comics as a medium in the learning 

process plays a very important role in awakening 

students’ interest and motivation (Amalia, 2020). 

Numerous studies have found that digital comics in 

mathematics education have significant potential to 

enhance the teaching and learning process 

(Hasanah, Syaifuddin, Darmayanti, & In’am, 

2022). Comics have great potential to increase their 

engagement and understanding in the learning 

process (Reis, et al., 2022). 

A person’s active engagement in the learning 

process is driven by motivation, which is a drive 

that can be both internal and external. This drive 

can originate from a personal desire to achieve a 

specific goal or from external factors such as 

encouragement from parents or rewards for 

academic achievement. Innovative teaching 

approaches, the relevance of material to student 

needs, and the application of various techniques 

can help students understand material deeply while 

enhancing their motivation for optimal learning 

(Setyawan, Suratno, & Sofyan, 2022). 

Another problem encountered in education is 

students’ lack of understanding of physics concepts 

(Nurwahidah, 2022). This aligns with the interview 

with the Grade VII D science teacher at SMP 

Negeri 26 Banjarmasin, who stated that students 

find it more difficult to understand physics, 

especially the calculations. Nurwahidah (2022) 

noted that some students experience 

misconceptions regarding the concepts of motion 

and force; therefore, the researcher chose the topic 

of Motion and Force for the comic being 

developed. This choice is consistent with the results 

of interviews and observations with the science 

teacher at SMP Negeri 26 Banjarmasin. The topic 

covers motion and force for Grade VII junior high 

school students, with the following sub-topics: 1) 

Displacement and distance traveled by objects, 2) 

Relative Motion, 3) Velocity and Acceleration, 4) 

The Concept of Force, 5) Types of Forces, and 6) 
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Newton’s First Law, Newton’s Second Law, and 

Newton’s Third Law. 

Innovation in teaching methodologies is 

crucial, particularly through the strategic use of 

media that can enhance motivation and capture 

interest in the educational process. Learning media 

that are engaging for students can act as a stimulus 

in the learning process. The management of 

teaching aids is essential in formal educational 

institutions (Lestari, Putri, & Mukmin, 2023). This 

becomes increasingly relevant when considering 

the multifaceted challenges inherent in modern 

learning environments. 

Based on the aforementioned description, a 

research and development study was conducted 

entitled, “The Development of Comic-Based 

Learning Media on the Topic of Motion and Force 

to Increase the Learning Motivation of Junior High 

School Students.” This study aims to determine the 

validity, practicality, and effectiveness of the 

comic-based learning media, as well as to assess the 

students’ level of motivation using questionnaires 

and learning outcome tests. Media that have been 

validated are considered highly suitable for use as 

a tool in the teaching and learning process, thereby 

fostering a high-quality learning experience 

(Liniasari, Yudiana, & Dibia, 2021). 

METHOD 

This study employed Research and 

Development (R&D) methodology. The primary 

objective of this approach was to create and assess 

the feasibility of a specific product, which then 

underwent validation by subject-matter experts 

(Siagian, Sofwan, & Hayati, 2023). Products 

generated through R&D can encompass a range of 

educational resources, including modules, 

textbooks, learning media, assessment instruments, 

and other tools designed to enhance the learning 

process. 

Research Design 

This study’s methodological backbone is the 

ADDIE (Analysis, Design, Development, 

Implementation, Evaluation) model, functioning as 

a systematic and fundamental framework (Siagian, 

Sofwan, & Hayati, 2023). This approach 

transcends a mere guideline, representing a 

structured and iterative process that meticulously 

directs each phase in crafting comic-based learning 

media. The central focus remains on motion and 

force concepts, with the strategic aim of 

substantially elevating learning motivation among 

junior high school students. 

The intentional and precise application of the 

ADDIE model ensures that media development 

unfolds through distinct and well-defined stages. It 

commences with a thorough needs analysis, 

progresses to intricate design planning, followed by 

the actual product development, subsequent field 

implementation, and culminates in a 

comprehensive evaluation. Through strict 

adherence to these phases, this media is engineered 

to revolutionize students’ learning experiences. 

This involves fostering learning that is visually 

engaging, highly interactive via responsive 

components, and easily comprehensible through 

clear yet profound information delivery. 

Consequently, this enriched learning environment 

is projected to cultivate increased enthusiasm and 

active student participation, both of which are 

paramount for attaining optimal educational 

outcomes. This aligns with Wahyudi’s (2021) 

findings in Figure 1 regarding the ADDIE model. 

 

Figure 1. ADDIE model stages 

(Wahyudi, 2021) 

Analysis 

The analysis stage in this study aims to 

identify problems in the school environment and 

formulate alternative solutions as a basis for 

developing comic learning media to increase junior 

high school students’ learning motivation. This 

stage is carried out by interviews and direct 

observations at school to obtain accurate data and 

understand learning conditions in more depth. 

Design 

The design stage involves several important 

steps, namely, selecting a topic, the software to be 

used, collecting product references to form 

frameworks, media content formats and compiling 

materials until the media is finished and can be 

used. At this stage, researchers use the Canva 

application as a tool for designing designs. The 

final design phase involves designing the 

assessment instruments that will be used to evaluate 

the media and supporting learning devices, 

including modules. 

Development 

This stage aims to produce practical and 

effective development products. This process 
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includes two main steps, namely expert assessment 

followed by revision. (Maydiantoro, 2021). At this 

stage, the media and all learning instruments are 

validated by experts and revised according to input 

and suggestions from the validators. The 

assessment by experts aims to improve the 

accuracy, effectiveness, and quality of learning 

devices to be more tested. The trial and revision 

process is carried out repeatedly to ensure that the 

resulting learning devices are effective and 

consistent. 

Implementation 

At the implementation stage, Comic-based 

learning media is used directly in the teaching and 

learning process in the classroom. During this 

stage, research data is also collected to evaluate the 

product. Data collection aims to assess the 

feasibility of the product through a questionnaire 

that measures the extent to which the media is in 

accordance with the needs and expectations of 

users, as well as to assess the effectiveness of the 

product in improving the learning process. 

Evaluation 

Evaluations are conducted at each stage of the 

“ADDIE” model, and these evaluations aim to 

improve the quality of the media being developed. 

Research Objectives 

This study involved 28 students of class VIID 

at SMP Negeri 26 Banjarmasin as research 

subjects, who were the target users of comic-based 

learning media. The object of the study was the 

comic learning media that was developed. The 

research activities took place from November 19, 

2024 to January 15, 2025. 

Trial Phase 

Purposive sampling was applied in this pilot 

test phase, allowing researchers to select 

participants who met certain criteria in accordance 

with the research needs. Product testing in this 

development study included validation by experts 

and testing on students, applying a One-Group 

Pretest-Posttest pattern. Zhafirah, Erna, & R. 

Usman, (2021) explained that this pattern was used 

to test the results of media development. Table 1 

shows the pattern used in the trial phase. 

Table 1. Trial design 

Pretest Treatment Posttest 

O1 X O2 

(Zhafirah, Erna, & R. Usman, 2021) 

Data collection technique 

This research uses several methods in 

collecting data, namely: 

a. Interview 

 Interviews were conducted to find out the 

condition of the school that would be the 

location of the research, including the number 

of students, science textbooks used by 

teachers, and the curriculum implemented in 

the school. Interviews are an instrument used 

to obtain information in the form of oral data. 

(Herlinda, Darwis, & Dartono, 2021). 

b. Documentation 

 Documentation acts as the main tool in 

data collection, used to obtain accurate and 

relevant information according to research 

needs. (Herlinda, Darwis, & Dartono, 2021). 

c. Questionnaire 

 The assessment of media validity, 

practicality, and its effect on student learning 

motivation in using educational comics was 

conducted through a questionnaire. Table 2 

shows the Likert scale applied to the 

questionnaire to measure the attitudes, 

opinions, and views of individuals or groups 

toward certain social phenomena. 

Table 2. Category Likert scale 

Category Score 

Strongly agree 5 

Agree 4 

Doubtful 3 

Don’t agree 2 

Strongly disagree 1 

(Nisa & Nugraheni, 2021) 

d. Test 

 Testing was conducted through pre-test 

and post-test, by comparing learning outcomes 

before and after the use of comic-based 

learning media. The purpose of this test is to 

assess the effectiveness of the media in 

improving students’ understanding and 

motivation to learn. 
 

Data Analysis Techniques 

The analysis of validity, practicality, and 

effectiveness data was obtained through formula 1 

based on the research by Rahma & Pujiastuti 

(2021). 

.......................................(1)   

Information: 

P = Percentage gain (rounded result) 

∑𝑥 = Total score of each specified criterion. 

N = Ideal score total 

The assessment criteria used to categorize the 

percentages obtained from the validation, 

practicality, and effectiveness of the research 

instrument are shown in Table 3. 

Table 3. Assessment criteria 

Score Category 

81 – 100% Very Valid/Practical/Effective 
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Score Category 

61 – 80% Valid/Practical/Effective 

41 – 60% Quite Valid/Practical/Effective 

21 – 40% Less Valid/Practical/Effective 

0 – 20% Not Valid/Practical/Effective 

(Rahma & Pujiastuti, 2021) 

  

This study incorporates the N-gain test to 

evaluate the developed product’s effectiveness in 

facilitating learning. Consistent with the 

methodology proposed by Ramadhani & Amudi 

(2020), the N-gain test is specifically employed to 

assess the degree of improvement in learning 

outcomes using a One Group Pretest-Posttest 

Design. The next section explains the formula and 

criteria for the N-gain test shown in formula 2 and 

Table 4 and Table 5, as described in the research 

mentioned above. 
 .........(2) 

Table 4. N-gain score criteria 

N-gain Criteria 

0.7 ≤ N-gain ≤ 1 High 

0.3 ≤ N-gain ˂ 0.7 Medium 

N-gain ˂ 0.3 Low 

(Ramadhani & Amudi, 2020) 

 

Table 5. Interpretation of N-gain effectiveness 

Percentage (%) Category 

˂ 40 Ineffective 

40-55 Less Effective 

56-75 Fairly Effective 

˃ 76 Effective 

(Juniayanti & Susila, 2022) 

RESULTS AND DISCUSSION 

The main focus of this study is the 

development of comic-based learning media 

relevant to the topic of Motion and Force, with the 

aim of enhancing the learning motivation of junior 

high school students. The development process was 

conducted based on research (Ali, Acquah, & Esia-

Donkoh, 2021) by applying the ADDIE model: 

Analysis, Design, Development, Implementation, 

and Evaluation. Each stage of this model was 

systematically evaluated to ensure that the resulting 

media met expert validation standards and could 

address issues that arose during the learning 

process. 

The analysis stage is carried out through 

interviews and observations, with data obtained 

covering the condition of the school environment, 

characteristics of students, and the material being 

studied. This stage is after collecting data and 

evaluating the data so that it gives rise to the idea 

of creating learning media that are suitable for the 

school environment and in accordance with the 

needs of students. The idea is to create comic-based 

learning media on the material of movement and 

style. During the interview it was said that the 

school did not allow students to bring or play with 

cellphones so the researcher decided to create 

comic media in printed form. 

After finding a solution to the problems 

found, then enter the design stage. This design 

stage is carried out by making a material 

arrangement, looking for suitable references, 

determining the format and making learning media. 

The material is taken from the science textbook for 

class VII issued by the Ministry of Education and 

Culture. The material is arranged using references 

from YouTube videos. Figure 2 shows the printed 

form of the comic book that has been created. 

 

Figure 2.  Printed comics 

 

The structure and presentation of the comic 

content were intentionally crafted based on 

analytical findings indicating that students require 

learning media capable of enhancing their 

motivation. Motivation, as described by Setyawati, 

Suratno, and Sofyan (2022), stems from both 

internal and external factors that drive individuals 

to actively engage in the learning process. Figure 2 

displays the cover design of the comic book 

developed for this purpose. 

 

 

Figure 3. Comic display design 

 

Learning motivation is an important factor 

that involves both internal and external motivation, 

which encourages students to feel enthusiastic and 

enjoy the learning process. With strong motivation, 

students can be more focused, enthusiastic, and 

strive to achieve the best achievements in their 

education (Nurrawi, Zahra, Aulia, Greis, & 

Mubarok, 2023). The characteristics of this comic 



M. Hosana, M. M. Sari, R. Yulinda, JPPIPA (Jurnal Penelitian Pendidikan IPA), 2025, Vol. 10 No. 2, 80-93 

 

 

85 

media are specifically designed to increase 

students’ learning motivation so that the selection 

of colors, images and designs are made as attractive 

as possible in order to attract students’ enthusiasm 

for learning.  

Utilization Comic media for the learning 

process provides many benefits. Comics can 

increase students’ motivation to learn and make the 

learning process more effective, as well as increase 

their interest and appreciation for the material being 

studied. The benefits are numerous, ranging from 

stimulating motor sensors with colorful images, 

introducing various colors to students, providing 

opportunities for them to imagine and express their 

opinions. By using comics, the learning process 

becomes more fun and interactive. It’s not just 

about reading and looking at pictures, but also 

about understanding the stories and concepts 

conveyed through the comics. So, comics can be a 

very effective learning medium in improving the 

quality of the learning process in the classroom 

(Kurniawarsih & Rusmana, 2020). 

Social issues related to the material on motion 

and force presented include speed and velocity 

which are often considered the same by many 

people, especially students, even though speed and 

velocity have different meanings. From the 

material on speed and velocity, there is also often 

debate about “Why do people rarely mention 

speed”. This comic-based learning media will 

present an explanation that will play with students’ 

imaginations through brief explanations in the form 

of conversations and supported by pictures that 

interesting as in Figure 3, so it is hoped that it can 

increase students’ learning motivation. 

  
Figure 4. Comic content design 

 

Comics are not only designed to present 

material in the form of illustrated stories. In this 

study, comics were also designed to increase 

student activity by adding crossword puzzles 

equipped with movement and style elements. These 

comics also include practice questions, as shown in 

Figure 4, with the aim of providing a deeper 

impression and experience of the material 

presented when learning using comic-based 

learning media. 

  
Figure 5. Crossword puzzle design 

 

This comic design was developed specifically 

to meet the needs of students, facilitate 

understanding of lesson material, and increase 

motivation to learn. Figure 6 shows access to the 

complete comic design. 
 

 
QR Google drive 

https://drive.google.com/driv

e/folders/1oCHZkzssP6RzHd

eYpeNkBws697bZww2V?us

p=sharing 

Flipbook 

https://heyzine.com/flip-

book/1094707647.html 

 

Figure 6. Complete comic design QR 

 

The evaluation of this design stage is the 

importance of having a media to integrate comics 

into learning, so a module is made for teacher 

guidance in integrating comic-based learning 

media into the learning process. The module is 

made according to learning objectives and 

indicators in the learning comic book. The learning 

outcome questionnaire was also designed to 

determine how effective the use of comic-based 

learning media is when used in the learning 

process. Furthermore, to assess the ease of use of 

comic-based learning media, a questionnaire was 

prepared to measure student responses, as well as a 

validation sheet that includes learning media, 

modules, and student response questionnaires, and 

a validation sheet for the learning outcome test to 

determine whether it is feasible to use in the field. 

The next stage is development, where 

learning media, modules, student response 

questionnaires, and learning outcome test questions 

are validated by three validators. The validated 

aspects include the appropriateness of content, 

material, presentation, and language. (Firliani & 

Utami, 2023). According to Gistituati & Atikah 

https://drive.google.com/drive/folders/1oCHZkzssP6RzHdeYpeNkBws697bZww2V?usp=sharing
https://drive.google.com/drive/folders/1oCHZkzssP6RzHdeYpeNkBws697bZww2V?usp=sharing
https://drive.google.com/drive/folders/1oCHZkzssP6RzHdeYpeNkBws697bZww2V?usp=sharing
https://drive.google.com/drive/folders/1oCHZkzssP6RzHdeYpeNkBws697bZww2V?usp=sharing
https://heyzine.com/flip-book/1094707647.html
https://heyzine.com/flip-book/1094707647.html
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(2022), Validity is the main concern in developing 

quality teaching materials so that they can be used 

effectively by teachers and students. So before 

being taken to the field, all research materials need 

to be validated by experts.  

The validators were taken from two lecturers 

from science education and a science teacher at a 

junior high school. The media validation sheet 

contains 6 aspects and 12 assessment indicators, 

then the module validation sheet contains 6 aspects 

and 19 assessment indicators, the learning outcome 

test validation sheet contains an overall appearance 

assessment with 3 indicators and an assessment 

table of 20 questions, finally for the student 

response questionnaire validation sheet there are 4 

aspects and 8 assessment indicators. All 

instruments are designed with scoring guidelines, 

so that they can help in correcting and assessing 

answers fairly and avoiding subjective 

assessments, especially in the learning outcome test 

instrument. The validation results are shown in 

Table 5, with the average results falling into the 

“Very valid” category.

 

Table 6. Validation data 

No Validators Validation 

∑x 

(Total 

Score) 

N (Ideal 

Score) 

P 

(Presentation) 
Category 

1 Validator I Media 57 60 95% Very Valid 

  Module 80 95 84% Very Valid 

  

Student 

Response 29 40 73% Valid 

  Pretest-Posttest 88 92 96% Very Valid 

2 Validator II Media 51 60 85% Very Valid 

  Module 92 95 97% Very Valid 

  

Student 

Response 38 40 95% Very Valid 

  Pretest-Posttest 68 92 74% Valid 

3 Validator III Media 56 60 93% Very Valid 

  Module 89 95 94% Very Valid 

  

Student 

Response 37 40 93% Very Valid 

  Pretest-Posttest 87 92 95% Very Valid 

 Average    89% Very Valid 

All of the data were averaged and got a result 

of 89% with the category “Very Valid”. All of these 

categories are in accordance with the validation 

category. In the range of 80%-100% it is stated as 

“Very Valid” so that all data obtained with a figure 

above 80% falls into the category “Very Valid”. 

This is in accordance with the opinion of Rahma & 

Pujiastuti (2021), regarding the validity category of 

teaching materials. This is also in accordance with 

the research of Kurniawarsih & Rusmana (2020). 

That the validation results are suitable for use in the 

field. Evaluation of the development stage is 

carried out by collecting feedback and 

recommendations from validators. Then from the 

input and suggestions, researchers can improve the 

instruments developed so that the quality of the 

research instrument is better than before, so that the 

instrument is in accordance with the research 

objectives and in accordance with the needs of the 

participants so that the learning objectives set by 

the curriculum can be achieved. After a series of 

revisions, the product is ready for use. 

The subsequent phase involves 

implementation, where the comic-based learning 

media is integrated into classroom instruction to 

evaluate its effectiveness and practicality. This 

stage aims to determine how well the media 

enhances learning quality, using both learning 

outcome assessments and practicality 

questionnaires. The media was applied in a single 

class of 28 students, with the learning activities 

conducted across two separate sessions. To 

measure the impact on student achievement, pre-

test and post-test instruments were employed. 

Figure 7 illustrates students engaging with the 
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comic-based learning media during lessons on the 

topic of Motion and Force. 

 

Figure 7. Learning using comic media 

The results of the pre-test indicate that 

students’ comprehension of the concepts of motion 

and force was initially low, as evidenced by scores 

that fell well below the established passing criteria. 

To address this issue, an intervention was 

implemented by integrating the validated comic-

based learning media into the instructional process. 

Furthermore, a posttest was carried out again. 

The post-test results showed an increase in student 

scores. The average score obtained was 83, this 

score was higher than the pre-test results which 

showed an average of 56. The summary of student 

scores calculated using the formula based on the 

research by Rahma & Pujiastuti (2021) is as 

follows,  

.............................................(3) 

Information: 

P = Percentage gain (rounded result) 

∑𝑥= Total score pretest/posttest 

N= Number of students 

with the calculations presented using Excel, which 

can be seen in Table 7. 

Table 7. Learning outcome test data 

  Average Student Score 

 
Pre-test Post-test Information 

Average 56 83 Effective 

  

Table 7 shows that the average posttest score 

of students reached 83, much higher than the 

average pretest score of only 56. This indicates 

that the use of learning media was able to have a 

positive impact on improving student learning 

outcomes. Based on the effectiveness test criteria, 

this improvement falls into the “Very Effective” 

category. To determine the extent to which 

students’ abilities improved after participating in 

the learning process, an analysis was conducted 

using the N-Gain test. This method is used to 

compare pretest and posttest results quantitatively, 

so that the level of learning effectiveness can be 

determined more accurately. The higher the N-

Gain score obtained, the greater the increase in 

student competence. Details of the N-Gain test 

results can be seen in Table 8.

 

Table 8. The results of the pretest-posttest test 

 N Minimum Maximum Mean Std. Deviation 

N-Gain score 28 .17 1.00 .6257 .18750 

N-Gain Percentage 28 16.67 100.00 62.5733 18.74970 

Valid N (listwise) 28     

 

The N-Gain test is used to measure the 

effectiveness of using comic learning media in the 

learning process. Comparison of pre-test and post-

test results is the basis for analysis, then the mean 

value that meets the research criteria is calculated. 

(Ramadhani & Amudi, 2020), The N-Gain test 

result is 0.3 ≤ Ngain < 0.7, indicating that the 

effectiveness of this learning medium is “medium”. 

At this time, N-Gain percentage is displayed as 

62.5733, between 61% and 80%, which is at the 

“effective” level. The N-Gain test result is 0.3 ≤ N-

Gain < 0.7, indicating that the effectiveness of this 

learning medium is “medium”. At this time, N-

Gain percentage is displayed as 62.5733, between 

61% and 80%, which is at the “effective” level.  

The N-gain test results demonstrate that using 

comic media for Motion and Force material 

effectively boosts students’ learning motivation. 

This media has proven applicable in the learning 

process, helping students grasp the material more 

engagingly and interactively. This finding aligns 

with Sihombing et al.’s (2021) research, which 

indicates that learning motivation influences 

learning outcomes. The pre-test and post-test 

completion process can be seen in Figure 8 and 

Figure 9. 
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Figure 8. Pre-test completion 

 

Figure 9. Post-test completion 

Upon concluding the entire learning cycle, 

students were prompted to complete a response 

survey. This instrument was specifically crafted to 

enable them to convey their authentic experiences 

and perceptions. The primary objective of this 

response survey was to quantify the perceived 

practicality of the implemented learning media and 

assess its substantial impact on enhancing student 

motivation throughout the implementation phase. 

The data gathered from this survey offers profound 

insights into students’ direct perspectives on the 

learning media, encompassing both its ease of use 

and its contribution to their learning enthusiasm. 

The results of the student response survey are 

presented in Table 9. 

Table 9. Student response questionnaire data 

Aspect Participant 
∑x (Total 

Score) 

N (Ideal 

Score) 

P 

(Presentation) 
Category 

Material 

28 People 1288 1540 84% 
Very 

Practical 
Language 

Format/View 

The student response questionnaire showed a 

value of 84%, which is in accordance with the 

practicality test criteria in the range of 80%-100% 

and is categorized as “Very Practical”. The results 

of this data confirm that comic-based learning 

media for Motion and Force material have proven 

to be effective and practical in supporting the 

learning process. This comic medium not only 

increases students’ motivation to learn but also 

makes it easier to understand concepts through an 

attractive visual approach. This is in accordance 

with the findings of Irawan & Hakim (2021), that 

the use of comic teaching materials in the learning 

process is practical. 

The student response questionnaire also 

contains motivation indicators, so that in addition 

to the questionnaire proving that the media used is 

practical, the questionnaire also provides an 

increase in learning motivation. Evaluation at this 

implementation stage, namely regarding how to 

integrate learning media into learning activities, 

must be as creative as possible, so that the delivery 

of the material is not limited to just reading, but the 

learning media that is developed already has more 

facilities to create exciting and memorable learning 

activities. 

CONCLUSION AND SUGGESTIONS 

Conclusion 

Based on the validation test analysis with 

comic-based learning media validation sheets, 

modules, tests for learning outcomes, and student 

response questionnaires after being verified by 

three validators, the total validity value was 89%. 

According to the validation test criteria, this figure 

is included in the “Very Valid” category. This 

means that the learning media and all research 

instruments that have been created are suitable for 

use. 

The effectiveness of comic-based learning 

media was evaluated using a learning outcome test 

instrument designed in alignment with instructional 

objectives and indicators. Based on the results, the 

media was classified as “Very Effective,” as 

determined by the effectiveness test formula 

referenced in Rahma & Pujiastuti (2021). This 

classification is supported by the increase in student 

scores, from a pretest average of 56 to a posttest 

average of 83, as shown in Table 3. 

Further analysis using the N-Gain test 

revealed an average N-Gain score of 0.6257, which 

falls into the “Moderate” category according to the 

criteria established by Ramadhani & Amudi 
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(2020), as presented in Table 4. Additionally, the 

N-Gain percentage value reached 62.5733, placing 

it in the “Fairly Effective” category based on the 

classification by Juniayanti & Susila (2022), as 

shown in Table 5. These findings indicate that 

comic-based learning media, particularly for the 

topic of motion and force, can be effectively 

utilized to enhance student learning outcomes. 

The practicality test, conducted using a 

student response questionnaire that had undergone 

prior validation, yielded a score of 84%, placing it 

within the “Very Practical” category. This result 

aligns with the standard range of 81%–100% for 

high practicality. It suggests that the comic-based 

learning media used for the topic of Motion and 

Force is not only pedagogically effective but also 

plays a significant role in enhancing student 

motivation. By presenting content in an engaging 

and accessible format, this media serves as a 

valuable instructional resource that supports both 

teachers and learners in exploring physics concepts 

through a more interactive and enjoyable 

experience. 

Suggestion 

Development of comic-based learning media 

with the material of movement and style in order to 

increase the motivation of junior high school 

students to learn, it is expected that the 

dissemination stage can be carried out in several 

classes and in several schools. To further 

researchers, considering the limitations of 

researchers in the design stage, it is hoped that there 

will be further research for this study so that the 

design is more attractive and not monotonous and 

all sentences used are easy to understand by 

students. 
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