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Abstract— The learning of the 21st century is directed, among others, at the optimal use of technology and 

information. Optimal use of information technology is intended to increase students' motivation and critical 

thinking skills. But in reality, the use of instructional media in accounting learning in Vocational Schools in 

Surakarta has not been optimal so that learning feels boring. The purpose of this study is to develop PBL-based 

digital comics as a suitable learning media for accounting. The development model used in this research is the 

Borg & Gall development model which Thiagarajan modified into three stages, namely define, design, and 

develop. Data collection techniques using a questionnaire. From the results of the feasibility test on the use of 

media obtained the following evaluation, media experts 93.6%, linguists 100%, material experts 93%, and 

practitioners 84.5%. Besides that, the results of limited trials showed positive responses from students by 

85.20%. The results of this study conclude that PBL-based digital comics are appropriate for use in accounting 

learning. 
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I. INTRODUCTION 

The amount of information available and the ease of 

accessing information in the 21st century marks the 

development of information technology which is very 

rapid. Very rapid technological developments, creating 

opportunities for educators or teachers to utilize these 

technologies to support teaching and learning processes 

and activities in the classroom and outside the classroom 

[1]–[3]. This has also changed the 21st-century learning 

paradigm to utilize technology and information optimally. 

Optimal use of information technology is intended to 

increase students motivation and critical thinking skills. 

That is because motivation and critical thinking skills 

become important provisions for students to be able to 

compete and survive. High motivation in students indicates 

that students have toughness. Where toughness is one of 

the keys to success because students can withstand failure 

and make the right decisions. [4]. Similarly, the 

importance of critical thinking skills for students. One of 

the 21st-century skills that need to be trained by teachers 

to students as the provision of future life is critical thinking 

skills [5]. In line with the importance of motivation and 

critical thinking skills in students, learning needs to be 

organized by utilizing the use of instructional media and 

information technology that can facilitate the growth of 

motivation and critical thinking skills in students. 

Based on observations and interviews with accounting 

teachers who teach vocational schools in the Surakarta 

region, it is found that the use of accounting learning 

media and information technology is still not optimal. 

Learning is considered boring coupled with a material that 

is difficult for students to understand, making a low 

motivation to learn in students. The low motivation of 

students is shown through a questionnaire that has been 

distributed to students, with an average of 50,29. 

Researchers also found that the average critical thinking 

skills of students were also still relatively low, amounting 

to 53,99 

Based on the above problems and the demands of 21st-

century learning, it is necessary to hold fun learning, can 

attract attention, and makes it easier for students to 

understand the material by utilizing technological 

sophistication. This can be done using learning media that 

utilizes technology combined with an appropriate learning 

model. 

The media has a positive contribution to learning, namely 

facilitating the delivery of messages, learning more 

interesting and interactive, and can develop positive 

attitudes of students towards the learning process 

implemented [6]. Nowadays technological advances have 

changed the way of understanding literacy, and are no 

longer limited to interactions with printed texts [7]. In 
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addition to using learning media, learning models also 

have an important role in helping students succeed and 

make the most significant contribution to student learning 

outcomes [8]. Theoretically, the above problems can be 

overcome by developing digital comic media based on 

PBL (Problem Based Learning) 

Digital comics are one of the most popular types of 

learning media because they are much sought after by 

readers. This is supported by the popularity of webtoon 

(digital comics originating from Korea) among adolescents 

as seen from the increased consumption of web content in 

the global cartoon market [9]. Digital comics are presented 

with humorous, narrative, and visual features that make 

reading fun and easy to understand [10]. Comics have a 

simple nature, presenting stories that contain messages that 

are easy to digest [11]. 

Based on the results of preliminary studies conducted by 

researchers, data obtained that as much as 86.36% of 

students liked to read comics and picture stories. The 

advantages of comics, which are liked by many students, 

are one of the opportunities that can be utilized by teachers 

in developing learning media that are more interesting and 

enjoyable. This is supported by the results of research 

which state that Andro-web comics are suitable for use in 

learning, can be used as an alternative for teachers to 

attract students' attention and help students learn easily and 

practically because they provide illustrations that ascend in 

simple language based on the results of preliminary studies 

conducted by researchers, data obtained that as much as 

86.36% of students liked to read comics and picture 

stories. The advantages of comics, which are liked by 

many students, are one of the opportunities that can be 

utilized by teachers in developing learning media that are 

more interesting and enjoyable. This is supported by the 

results of research which state that Andro-web comics are 

suitable for use in learning, can be used as an alternative 

for teachers to attract students' attention and help students 

learn easily and practically because they provide 

illustrations that ascend in simple language [12], [13]. 

PBL is a learning model that makes problems an important 

starting point in learning [14]. The problem presented in 

learning by the PBL method is a problem that has a 

context with the real world, the more realistic the problem 

presented is increasingly improving student skills. The 

purpose of learning with the PBL model is to improve 

students' analytical skills [15], [16]. This is by the 

characteristics of accounting material, where students need 

analytical skills, and reasoning in understanding material 

and doing accounting problems. 

PBL-based digital comics are comics whose contents 

contain messages or information about learning 

accounting, where the storyline is integrated with the PBL 

learning model syntax carried out with the stages of the 

PBL learning model. Problems in the PBL learning model 

can be presented in the form of story scripts, pictures, 

videos or films [14]. The selection of comic media is based 

on the characteristics of the comic itself that pack the 

message into a story accompanied by pictures and words 

that attract students' attention. Adjusting journal material 

requires analytical skills that can be directed through PBL 

learning models that present contextual problems so that 

students will conduct analyzes in solving the problems 

presented. 

Some relevant studies have tested the effectiveness of 

PBL-based comic media, and have been proven to be 

feasible and effective for use in learning [17], [18]. The 

results of Fatimah and Widiyatmoko's research show that 

PBL-based science comics are considered very feasible by 

media, material and language experts[17]. Its effectiveness 

is demonstrated through an increase in learning outcomes 

and thinking skills in students. Ayuni suggested the 

development of PBL-based comic learning media with 

other material so that it attracts students to enjoy 

learning[18]. However, the use of PBL-based comic media 

in accounting learning is still rarely used. 

Referring to the need for using media that utilize the 

technology, teachers as educators are expected to be able 

to develop learning media that utilize technology to create 

interesting, fun learning and make it easier for students to 

learn. Based on the results of observations and interviews 

as well as previous research studies, it is necessary to 

develop PBL-based digital comics as a learning media that 

is interesting, fun and makes it easier for students to 

understand the adjusting journal material. 

 

II. RESEARCH METODOLOGY 

Research Locations and Subjects 

This research was conducted at State Vocational Schools 

in the Surakarta region. The subjects in the limited trial 

were class XI students of SMK Negeri 1 Surakarta. Based 

on random sample selection, I obtained class XI Ak 2. The 

number of research trial subjects was ten students. 

Research Methods and Procedures 

This type of research is a Research and Development (R & 

D) research by referring to the Borg & Gall development 

model which Thiagarajan modified into three stages, 

namely define, design, and develop. The define stage is 

conducting observations to see the material requirements 

needed by students and observing the character of students 

in the class. The design stage is designing prototypes or 

frameworks of teaching materials that will be created and 

adjusted to the needs analysis and character analysis of 
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students. The develop phase includes the validation stage 

of teaching materials that have been made to the validators 

consisting of media expert validators, language expert 

validators, material expert validators, and practitioner 

validators and limited trials. 

Validation and testing aim to control the content of 

teaching materials to keep them by the needs and 

characteristics of students. The revision process was then 

carried out to perfect PBL-based digital comics from 

various aspects. Revisions are based on suggestions and 

input from expert validators mentioned in the data 

presentation section, as well as verbal suggestions during 

discussions with material experts [19]. 

The types of data used in this study are qualitative and 

quantitative. Qualitative data were obtained from 

criticisms and suggestions from validators and trial 

correspondents. Quantitative data were obtained from 

validation data from validators and small-scale trial data 

for 10 students. The instruments in this research and 

development are in the form of expert validation sheets 

and product trial correspondents. Lattice of development 

research instruments are in table 1, table 2, table 3, table 4 

and table 5. 

 

Table 1. Grid Expert Media Validation Sheet Grid Expert 

Media Validation Sheet 

Aspects Indicator 

Content/ 

Material 

1. Conformity of comic content 

with Basic Competence and 

Learning objectives 

2. Clarity and suitability of the 

language used 

3. Balance the proportion of 

practice questions / tests with 

material 

4. Accuracy of dialogue/text story 

with the material 

5. Present accurate and up-to-date 

information 

6. Technical quality of the media 

7. Clarity of user guides and 

directions 

8. Content and media content 

support the level of interest and 

student involvement 

Presentation

/ 

Display 

9. The complication of presenting 

digital comics 

10. Presentation of interesting and 

proportional figures 

11. Layout of images and text (lay 

out) is presented proportionally 

12. Suitability of background 

selection 

13. Appropriate type and font size 

selection 

14. Suitability of selection and 

color proportion 

15. Appropriate musi/ sound 

selection 

16. The suitability of the animation 

with the material 

17. Ease and attractiveness of using 

buttons / navigators 

18. Attractive media design 

Programing 19. Ease of use of digital comic 

media programs 

 

Table 2. The screen of Language Expert Validation Sheet 

Aspects Indicator 

Straightforward 1. The effectiveness of 

sentences 

2. Rigidity of terms 

3. The accuracy of sentence 

structure 

Communicative 4. Readability of the message 

5. Appropriate use of language 

rules 

6. Directions for using comics 

clearly 

7. Clarity of narration and 

stories in digital comic 

media 

8. Politeness of language use 

Conformity with 

the level of 

development of 

students 

9. Suitability of language with 

students' level of thinking 

10. Ease of understanding the 

flow of material through the 

use of language 

Use of terms 11. Accuracy of terms used 

12. Consistent use of the term 

 

Table 3. Grid of Expert Material Validation Sheet 

Aspects Indicator 

Content/ 

Material 

1. Conformity of comic content with 

Basic Competence and Learning 

objectives 

2. Clarity of content and learning 

topics 

3. Coverage (breadth and depth of 

material) 

4. The appearance of material ropes 

5. Clarity of the examples included 
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6. Clarity of information on image 

illustrations and animation 

7. Clarity and suitability of the 

language used 

8. Balance the proportion of practice 

questions/tests with material 

9. Accuracy of dialogue/text story 

with the material 

10. Presents accurate and up-to-date 

information 

Learning 11. Compatibility of basic 

competencies with indicators 

12. Compatibility of basic 

competencies with the material 

13. Clarity of study instructions 

(instructions for use) 

14. Accuracy in applying learning 

strategies 

15. Variation of information delivery 

16. Accuracy in explaining conceptual 

and practical material 

17. Winning material in motivating 

users 

18. Clarity of instructions for working 

out exercises/tests 

19. The level of difficulty of the 

questions/tests 

20. Media support for student learning 

independence 

 

Table 4. Grid Practitioner Validation Sheet 

Aspects Indicator 

Content/ 

Material 

1. Conformity of comic content 

with Basic Competence and 

Learning objectives 

2. Clarity of content and learning 

topics 

3. Coverage (breadth and depth of 

material) 

4. The appearance of material ropes 

5. Balance the proportion of 

practice questions/tests with the 

material 

6. Accuracy dialogue/text story 

with the material 

7. Accuracy of terms used 

8. Politeness of language use 

Presentation/ 

Display 

9. Presentation of interesting and 

proportional figures 

10. Suitability of background 

selection 

11. The appropriate type and font 

size selection 

12. The suitability of the animation 

with the material 

13. Ease of use of digital comic 

media programs 

14. Speed button function 

(navigation performance) 

15. Ease of settings to run videos 

Learning 16. Conformity of basic 

competencies with indicators 

17. Conformity of basic 

competencies with the material 

18. Clarity of media titles, and target 

users 

19. Winning material in motivating 

users 

20. Media support for student 

learning independence 

 

Table 5. Limited Try Trial Validation Sheet (Student 

Response) 

Aspects Indicator 

Media 

Aspects 

1. Clarity and appropriateness of 

PBL-based digital comic media 

content 

2. Presenting sources of 

information needed 

3. Technical quality and 

appearance of digital comic 

accounting media 

4. PBL-based digital comic media 

is a result of innovation 

Effectiveness 

for students 

5. The ability of the media to 

facilitate students in learning 

6. The ability of the media in 

generating interest and student 

motivation 

7. Practicality in the use of media 

8. The ability of the media in 

supporting the independent 

learning process for students 

 

Quantitative data in the form of expert validation results 

and trials are limited to students in the form of 

questionnaire scores. The questionnaire filling data refers 

to the Likert scale filling method with 5 choices for each 

component presented. This data is in the form of numbers 

which are 5, 4, 3, 2, 1. The numbers are then qualitatively 

so that it can be concluded that the validity level of PBL-

based digital comics is developed. Questionnaire answers 
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using a Likert scale which includes five choices are 

presented in Table 6. Quantitative data in the form of 

expert validation results and trials are limited to students in 

the form of questionnaire scores. The questionnaire filling 

data refers to the Likert scale filling method with 5 choices 

for each component presented. This data is in the form of 

numbers which are 5, 4, 3, 2, 1. The numbers are then 

qualitatively so that it can be concluded that the validity 

level of PBL-based digital comics is developed. 

Questionnaire answers using a Likert scale which includes 

five choices are presented in Table 6. 

 

Table 6. Questionnaire Answer Criteria with Likert Scale 

Category Score 

SB (Very good) 5 

B (Good) 4 

                       C (Enough) 3 

                       K (Less) 2 

                       SK (Very less) 1 

Source : [20] 

Data collection techniques used are quantitative 

descriptive data analysis, used to process data from the 

results of the validation of media experts, languages, 

materials, practitioners and student respondents in the form 

of input suggestions and criticisms of improvements 

contained in the validation instrument questionnaire and 

qualitative descriptive statistical analysis used to analyze 

data obtained in the form of percentage analysis. Data 

collected on the trial questionnaire validation sheet was 

first converted into quantitative data by the score weights. 

Changes are made using the following formula. 

 

Percentage = 

The total number of 

answer items 

 

X 100% 

The ideal number of 

scores for all items 

Note: The ideal number of scores for all items is obtained 

from the highest answer score x number of instruments x 

number of respondents [20] 

The validity criteria of the validator assessment 

questionnaire data can be viewed from the results of the 

percentage of criteria in Table 7. 

Table 7. Validity Criteria Questionnaire Evaluation 

Questionnaire Data 

Score Interval Criteria 

0%-20% Very bad 

21% -40% Not good 

41%-60% Enough 

61%-80% Well 

81%-100% Very Good 

Source: [21] 

In development research, it was determined that the 

product produced was said to be suitable for use if it had 

fulfilled the “Good” value. 

 

III. RESULT AND DISCUSSION 

Research into the development of PBL-based digital comic 

media produces digital comic drafts that have been 

validated and tested on a limited or small scale basis. 

Based on the results of the validation by learning media 

experts the average percentage of assessment results 

obtained by 93.6% with very good assessment criteria. A 

summary of the results of the media expert validation 

results in Table 8. The average percentage of the results of 

the assessment by linguists is 100% with very good 

criteria. Summary of data from the validation results of 

linguists in Table 9. The average percentage of the results 

of the assessment by material experts, which is 93% with 

very good criteria. A summary of the data from the 

validation results of linguists in Table 10. The average 

percentage of assessment results by practitioners, which is 

84.5% with very good criteria. Summary of data from the 

validation of linguists in Table 11. 

 

Table 8. Summary of PBL Based Digital Comic Validation 

Results by Media Experts 

No Aspects ∑ 

ni 

∑ N % Value Criteria 

1 Content / 

Material 

43 45 100% 95,56% Very  

Good 

2 Presentation/ 

Display 

44 50 100% 88% Very  

Good 

3 Programming 30 30 100% 100% Very  

Good 

            Total Score 117 125 100% 93,6% Very  

Good 

Source: Results of Data Processing in 2019 

 

Table 9. Summary of PBL Based Digital Comic Validation 

Results by Linguists 

No Aspects ∑ ni ∑ N % Value Criteria 

1 
Straight- 

forward 
15 

15 100% 100% Very  

Good 

2 
Communi- 

cative 
25 

25 100% 100%  Very  

Good 

3 

Appropriate  

level of  

student 

development 

10 10 100% 100% 
Very  

Good 

4 
Use of terms 10 10 100% 100% Very  

Good 

Total  

Score 

60 60 100% 100% Very  

Good 

Source: Results of Data Processing in 2019 

https://dx.doi.org/10.22161/ijels.46.66
http://www.ijels.com/


International Journal of English, Literature and Social Sciences (IJELS)                                         Vol-4, Issue-6, Nov – Dec 2019 

https://dx.doi.org/10.22161/ijels.46.66                                                                                                                       ISSN: 2456-7620 

www.ijels.com                                                                                                                                                                             Page | 2054  

Table 10. Summary of PBL Based Digital Comic 

Validation Results by Material Expert 

No Aspects ∑ ni ∑ N % Value Criteria 

1 Content/  

Material 

45 50 100% 90% Very  

Good 

2 Learning 48 50 100% 96%  Very  

Good 

Total  

Score 

93 100 100% 93% Very  

Good 

Source: Results of Data Processing in 2019 

 

Table 11. Summary of PBL Based Digital Comic 

Validation Results by Practitioners 

No Aspect ∑ ni ∑ N % Value Criteria 

1 
Content/  

Material 
65 

80 100% 81,25% Very  

Good 

2 
Presentation/ 

Display 
62 

70 100% 88,57%  Very 

Good 

3 Learning 42 50 100% 84% 
Very  

Good 

Total  

Score 

169 200 100% 84,5% Very  

Good 

Source: Results of Data Processing in 2019 

 

Based on the assessment data by the expert team in the 

table above, it can be concluded that PBL-based digital 

comics obtain excellent ratings from media, language, 

material, and practitioners, and deserve to be tested and 

used in the accounting learning process. Furthermore, the 

researchers made improvements and improvements 

(revisions) to the initial product draft of digital accounting 

comics learning media. Media revision is based on 

suggestions and input provided by a team of experts. Data 

comments and suggestions by the validator of media 

experts, languages, materials and practitioners are 

presented in table 12. 

 

Table 12. Comments and Suggestions Validator 

Validator Comments and Suggestions 

Media 1. It is necessary to add the name of 

the supervisor to the cover page 

2. It is necessary to add an 

introductory page filled with 

acknowledgments and product 

introductions. 

3. The layout of the letters needs to 

be improved 

4. The problem pages are made more 

interesting 

Language Writing adjusted to PUEBI (General 

Guidelines for Indonesian Spelling) 

Material 1. The scope of material is by the 

basic competencies and learning 

objectives 

2. Instructions for use need to be 

improved to make it more 

interesting 

Practitioner 1. Sound effects should be given to 

the introductory video material 

2. The scope of the material is by 

basic competencies, just needs to 

be deepened again 

3. In the evaluation or exercise, it is 

necessary to add knowledge and 

type case questions 

 

After the product was revised according to the expert 

team's suggestions and input, PBL-based digital comics 

were tested in the field. This is intended to determine the 

feasibility of the developed PBL-based digital comic 

media. Field trials are carried out on a small or limited 

scale, ie to 10 students. The average percentage of the 

results of the assessment of PBL-based digital comics by 

10 students, amounting to 85.20% with very good criteria. 

A summary of the data on the results of assessments by 

students in group trials is presented in table 13. 

Table 13. Summary of PBL Based Digital Comic Media 

Validation Results by students in a Limited Trial 

No Aspects ∑ 

ni 

∑ 

N 

% Valu

e 

Criteria 

1 Media 338 400 100% 84,5 Very  

Good 

2 Media 

Effectiveness 

301 350 100% 86,00 Very  

Good 

Total 

Score 

639 750 100

% 

85,20 Very  

Good 

 

Based on the above data it can be concluded that the use of 

PBL-based accounting digital comics in the accounting 

learning process gets positive responses from students, so 

PBL-based digital comics accounting learning media is 

declared feasible and can be used in the accounting 

learning process. 

The advantage of the product being developed is the 

message content in PBL-based digital comics is by the 

competencies that must be achieved by students. 

Competency indicators become a reference in the 

development of PBL-based digital comics. Besides, this 

digital comic was developed based on the PBL 

development model, so that students are expected to more 

easily understand and analyze cases in the adjusting 

journal material through problems that relate concepts to 

everyday life. Weaknesses related to the product being 
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developed are PBL-based digital comics that have only 

been developed to the stage of field trials and have not yet 

been tested for their effectiveness in actual classrooms. 

This PBL-based digital comic specifically discusses 

related adjusting journal material not yet covering the 

whole material in accounting learning. 

 

IV. CONCLUSION 

Based on the results of the analysis and discussion above, 

it can be concluded that PBL-based digital comic products 

are suitable for use in accounting learning. This can be 

seen from the results of the assessment by media experts, 

languages, materials, and practitioners who stated that 

PBL-based digital comics are very good and deserve to be 

tested and used in the accounting learning process. 

Furthermore, based on student responses in limited trials, 

PBL-based digital comics get positive responses from 

students. So that PBL-based digital comic accounting 

learning media are declared feasible and can be used in the 

accounting learning process. 

 

V. SUGGESTION 

PBL-based digital comics that have been developed can be 

complementary media in accounting learning and can be 

used by students to study independently outside learning in 

the classroom. PBL-based digital comic media can be 

developed further to be more complete and more perfect, 

for the further development of PBL-based digital comic 

media can be distributed to a wider audience. Further 

research is needed to test the effectiveness of PBL-based 

digital comics that have been developed. 
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