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ABSTRAK. Penclitian ini bertujuan untuk menganalisis kebutuban gurn dan siswa terbadap komik online
sebagai media pembelajaran. Penelitian ini merupakan penelitian survei dengan pendekatan deskriptif knalitatif.
Sampel dalam penelitian ini sebanyak 417 orang yang terdiri dari 323 siswa, 55 gurn dan 39 dosen yang diambil
secara stratified sampling dan random. Data penelitian diperoleh dari penyebaran kuesioner melalui google form
dan dianalisis dengan menggunakan rumus persentase. Temuan yang diperoleh adalab: 1) 69,15% guru dan
58,15% siswa sering menggunakan andio visnal sebagai media pembelajaran; 2) karakteristif komik online yang
dignnakan guru dan siswa sudab memenubi Rriteria baik dengan persentase 80,91%; 3) 84,04% guru dan
74,92% siswa belum pernab menggunakan komik online sebagai media pembelajaran; 4) 93,26% guru dan
92,26% siswa tertarik menggunakan komik online sebagai media pembelajaran; 5) 97,87% gurn dan 97,52%
siswa menginginkan desain komik online memiliki kombinasi warna; 6) 97,87% gurn dan 89,16% siswa
menginginkan cerita dalam bentuk teks dialog. Dari hasil penelitian diketabui babwa komik online sangat
dibutubkan sebagai media pembelajaran di kalangan gnrn dan siswa. Secara eseluruban, hasil penelitian dapat
dijadian sebagai informasi bagi peneliti, peneliti selanjutnya atan gurn pada umumnya sebagai acuwan untuk
mengembangkan atan menggunakan media pembelajaran.

Kata Kunci: Kowik Online, Media Pembelajaran, Analisis Kebutubhan

ABSTRACT. This research aims to analyze the needs of teachers and students towards the online comic
as the learning media. This research is a survey research with a qualitative descriptive approach. The
sample in this study was 417 people consisting of 323 students, 55 teachers and 39 lecturers who were
taken by stratified sampling and random. The research data was obtained from distributing
questionnaires through google form and analyzed using the percentage formula. The findings obtained
were: 1) 69.15% of teachers and 58.15% of students often use the andio-visual as the learning media; 2)
the characteristics of the online comics that have been used by teachers and students have met good criteria
with a percentage of 80.91%; 3) 84.04% of teachers and 74.92% of students have never used online
comics as the learning media; 4) 93.26% of teachers and 92.26% of students are interested in using
online comics as the learning media; 5) 97.87% of teachers and 97.52% of students want online comic
designs to have a color combination; 6) 97.87% of teachers and 89.16% of students want a story in the
Sorm of a dialogue texct. From the results of the study, it reveals that the online comics are needed as a
media of learning among teachers and students. All in all, the research results can be used as information
for researchers, further researchers or teachers in general as a reference for developing or using the learning

media.
Keyword: The Online Comics, The Learning Media, The Needs Analysis

INTRODUCTION

The learning media is one of the factors that play an important role in learning. In
learning activities, teachers are required to use media aiming to help students in processing or
understanding learning faster (Febliza & Afdal, 2015). A skilled teacher always tries to apply
teaching methods and use the best learning media tools (Untung, 2012). Beside that, according to
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(Ningsih, 2011) by applying appropriate teaching methods can improve student learning
achievement. The learning media serves to explain abstract concepts or difficult material and it is
expected that it can increase student motivation and enhance absorption (Rusman, 2013). It is in
accordance with that, Anggraini & Huzaifah, (2017) stated that that learning media can make
students think critically, attract students' attention, and carry the message of content.

In implementing a media there are some criteria that teacher needs to know, for instance:
1) The media must be in accordance with the theme and teaching objectives. 2) The media used
must be in accordance with the level of students' thinking. 3) The situation and conditions must
be considered when using it. 4) Each medium that has various characteristics must be understood
(Sumantri, 2015). Furthermore, Sudjana and Rivai (2019) also stated the criteria that teachers
must know, such as: 1) the media is suitable for the formulated teaching objectives, 2) the media
used must be in accordance with the learning theme, 3) the media used is easy to obtain, 4) the
media must be in accordance with the skills of the teacher, 5) the learning media can shorten the
time, 0) the media must be in accordance with the level of students' thinking.

The survey result through Google form revealed that the learning media that is frequently
used by teachers and students is the audio visual media. However, the media used has not
improved the understanding of students toward the learning material. One of the learning media
that can be used to improve the understanding of students is the online comics. (Nidhom et al.,
2019). In addition, Khaira et al., (2020) mentioned that the online comics could enhance the
motivation and the result of the students.

After considering all the aforementioned factors the writers would like to analyse the
needs of teachers and students towards the online comics as the learning media. According to
Febliza et al., (2021) analyzing the needs is the first step that needs to do in order to develop a
product. The study on the needs analysis of the online comics has been frequently implemented.
One of which is the study conducted by Wicaksono et al., (2018). The result of the study revealed
that the learning media used by teachers has not been optimal as they found some difficulties in
delivering the abstract concept and the learning media that needs to be developped is the
contextual based online comics. Then, Utami et al., (2021) found that 82,7% of students agree
that the online comics need to be developped and 83,3% of teachers agree to develop the online
comics.

Because of that, the writers are interested to do a deeper research on this particular topic.
While, there are some aspects that distinguish this research with the previous one such as the
researcher provides the results of data analysis regarding the form of the online comic media
preferred by teachers and students. Besides, the researcher reviews the characteristics of the
online comic that teachers and students have used. This is used as a reference for developing the
online comic media so that the developed one will be even better.

METHOD

This research is a survey research that deploys the qualitative descriptive approach
(Creswell, J., 2012); (Setiadi et al., 2023); (Rahiem & Perdana, 2022). The sample of this study was
417 people consisting of 323 students, 55 teachers and 39 lecturers who were taken by stratified
sampling and random (Sugiyono, 2015). The research data was obtained from the result of survey
via questionnaire that was spread using google form. The questionnaire contains statement items
regarding the needs of teachers and students towards the online comics as learning media in
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which the statement items are grouped into 3, for instance 1) learning media that are often used
by teachers and students in learning; 2) characteristics of the online comics that have been used
by teachers and the students; 3) the interest of teachers and students in using the online comics as
learning media. The data obtained was then analyzed using the formula for the average
percentage (Febliza & Zul Afdal, 2015).

The obtained score X 100%
The maximal score

Percentage =

The result of the data analysis is used as a reference for researchers and further researchers
as a reference to determine the needs of the learning media needed by teachers and the students.

RESULT AND DISCUSSION

The result of data analysis obtained from the survey through questionnaires revealed the
learning media that is frequently used by teachers and students in the learning process, the
characteristics of the online comics that have been used by teachers and students in learning and
the interest of teachers and students in using the learning media. Table 1 presents the results of
the data analysis regarding learning media that is frequently used by teachers and the students.

Table 1. the learning Media that is frequently used by teachers and students

The learning Media Teachers The students

Audio Media 31,91% of teachers frequently use  20,43% of students frequently
the audio media in the learning wuse the audio media in the
process learning process

Visual Media 40,43% of teachers frequently use 26,93% of students frequently
the visual media in the learning wuse the visual media in the
process learning process

Audio Visual Media 69,15% of teachers frequently use 58,51% of students frequently

the audio visual media in the

learning process

use the audio visual media in the

learning process

Miscellaneous Media

20,21% of teachers frequently use
the Miscellaneous media in the

learning process

14,55% of students frequently
use the Miscellaneous media in

the learning process

Photography Pictures

24,47%
use the Photography Pictures in

of teachers frequently

the learning process

17,65% of students frequently
use the Photography Pictures in
the learning process

Option 6

3,19% of teachers frequently use
the other media in the learning

process

5,88% of students frequently use
the other media in the learning

process

Table 1 informs that in learning activities, teachers and studentsfrequently use the learning
media, the dominant learning media that is often used by teachers and students is the audio-
visual. The result of the study is in line with the study from Uno & Ma'ruf, (2016) that in the
learning process, teachers are required to use learning media to help teachers and students in
learning activities. This is in accordance with the research conducted by Wahyuni & Yokhebed,
(2019) stating that one of the competencies that teachers must have is professional competence.
One of the indicator of the professional competence is that teachers must be able to master the
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use of the learning media and the learrning resources. In this way, teachers are required to
develop or use the learning media in every learning process. The use of the learning media will
affect towards the understanding of students, the motivation of the students, and the students’
interest (Irwansyah et al.,, 2019); (Nikmah et al., 2019); (Rahmat et al., 2019). Afterward, the
writers observed the chracteristic of the learning media of the online comic used by teachers and
studentsin the learning activity and it is described in the following table.

Table 2. The Characteristics of the Online Comics used by teachers and students

Characteristics Very good Good rood enough Less good Bad
Th b d
€ SAME MESSAZE CAN DE SPIEATIO 6 14%  6043%  1127% 1,20% 0,96%
all students simultaneously
The presentation is under the
25,18% 63,31% 9,11% 1,44% 0,96%
control of the teacher
easy to store (practical) 26,62% 61,5% 9,83% 1,68% 0,72%
bl 7 ti d
able fo overcome space, UME AT 73400 5803%  11,99% 1,44% 1,20%
sense restrictions
Presenting  objects silently (on
T ; 16,55% 57,55% 19,18% 5,52% 1,20%
media with visual appearance only)
Average 80,91%

Table 2 informs that the characteristics of the online comics used by teachers have met
good criteria. The result of the study was in accordance with Darimi's research, (2017) that the
technology-based learning media must meet the criteria. For instance, the same message that can
be distributed to all students simultaneously. the presentation is under the control of the teacher,
the storage method is easy and practical, can overcome the space and time restrictions. Arsyad,
(2017) revealed that choosing the learning media can not be done carelessly. However, teachers
need to know the characteristics of the learning media used. Choosing the learning media that is
in accordance with the material being taught will generate the effective learning and the expected
learning objectives can be achieved optimally (Abidin, 2016). Moreover, the researcher reviewed
the interest of teachers and students in using the online comics as the learning media. Table 3
presents the information about the interest of teachers and students in using the online comics.

Table 3. the interest of teachers and studentsin using the online comics

Students
67,49% of students have not
used the online comics

Teachers
74,47% Teachers have never

used

Aspects

The use of the online comic as the
learning media the online comics in
learning,

7,43% of students have never
9.57% of teachers have never wused the online comics in

used the online comics in learning and
learning and

25,08% of students have used

15.96% of teachers have used the online comics in
the online comics in learning.
learning,

The Interest to use the online comic as 93,62% teachers are interested 92,26% of students are

the learning media

to use the online comics in

learning,.

interested to use the online

comics in learning.

The colour preferred by teachers and

97,87% teachers would like to

97,52% of students prefer
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Aspects

Teachers

Students

students

use the online comics to be
more colorful, and 2,13% of
teachers want black and white
colour on the online comics.

that the online comics contain
various colors, and 2,48% of
students want black and white
color on the online comics.

The colour preferred by teachers and
students

97,87% teachers would like to
use the online comics to be
mote colorful, and 2,13% of
teachers want black and white

colour on the online comics.

97,52% of students prefer
that the online comics contain
various colors, and 2,48% of
students want black and white

color on the online comics.

The form of the story that should be used

97,87% the
form of the online comics in
While, 2,13%
teachers want the form of the

teachers want

dialogue text.

online comics in monologue

89,16 of students prefer the
online comics in dialogue
text. Meanwhile, 10,84% of
students want the monologue
text.

text.

Table 3 informs that 74.47% of teachers and 67.49% of students have not used the online
comics as the learning media because they obtained some constraints when creating the learning
media. Then, 93.62% of teachers and 92.26% of students are interested in using the online
comics as the learning media. Meanwhile, the preferred form of the story in the online comics is
97.87% of teachers and 89.16% of students want the story in the form of dialogue text.

The result of the study is in line with Masturah et al., (2018) which revealed that in
making the learning media, one must pay attention to the use of color. The use of color becomes
one of the interests in the learning media. The same thing was also expressed by Fahyuni & Fauji,
(2017) and Fadillah, (2018) that the use of appropriate colors in the learning media can increase
reading interest and students' learning motivation. Furthermore, Rosalinda et al., (2019) revealed
that one of the texts that can be used in a comic is dialogue text. The dialogue will show the
response between one character and another. This is supported by Sholekhah & Anggraeni,
(2020) that in developing comics, there should be more dialogue texts, not narrative texts. Some
descriptions above can be used as a consideration for the researchers and further researchers in
developing the android-based online comics.

CONCLUSION

Based on the results and discussion, it revels that the learning media frequently used by
teachers and studentsin learning activities is the audio-visual. The percentage results obtained are
09.15% among teachers and 58.15% among the students. Furthermore, the characteristics of the
online comics used by teachers and students have met good criteria with a percentage of 80.91%.
Furthermore, 84.04% of teachers and 74.92% of students have never used online comics as the
learning media. Then, 93.62% of teachers and 92.26% of studentsare interested in using online
comics as the learning media. The preferred online comic designs are 97.87% of teachers and
97.52% students want online comics to have a color combination. Then, 97.87% teachers and
89.16% students want the story of the online comics in the form of the dialogue text. Based on
this description, it can be concluded that teachers and students need the online comics as the
learning media.
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