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	ABSTRACT 

	
	This study aimed to develop comic strip–based teaching materials for descriptive text learning for Grade VII students. The research employed a Research and Development (R&D) method using the ADDIE model, which consists of analysis, design, development, implementation, and evaluation stages. The research subjects were 22 Grade VII students of MTs Al-Fikri Bogor. Data were collected through expert validation sheets, teacher and student response questionnaires, and learning outcome data. The validation results showed that the developed teaching materials were highly feasible, with media experts scoring 90%, language experts scoring 100%, and material experts scoring 97%. The practicality test results indicated that teacher and student responses both reached 93%, categorized as very practical. Furthermore, the learning outcome analysis showed that the product was categorized as very effective in the small-scale trial and effective in the large-scale trial. Based on these findings, it can be concluded that comic strip–based teaching materials are feasible, practical, and effective for supporting descriptive text learning at the junior high school level.
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INTRODUCTION 
[bookmark: _heading=h.30j0zll]Junior high school students are required to master various text genres, one of which is descriptive text, as part of their literacy competence. However, classroom observations at MTs Al-Fikri Bogor indicated that descriptive text learning was still dominated by textbook-based instruction with limited use of interactive media. Teachers reported that students tended to be passive, had difficulty developing ideas descriptively, and showed low motivation during learning activities. Preliminary learning outcomes also revealed that several students had not yet achieved the minimum mastery criteria, particularly in organizing descriptive details and using appropriate vocabulary.
One contributing factor to this condition is the lack of engaging teaching materials that accommodate students’ visual learning preferences. Conventional materials often fail to stimulate students’ imagination and contextual understanding. Visual-based learning media, such as comic strips, have the potential to address this issue because they integrate images, text, and narratives that can support meaning construction and increase student engagement.
Previous studies have demonstrated that comics can improve motivation, comprehension, and learning outcomes in various subjects. However, most existing research focuses on the implementation or effectiveness of comic media, digital comics, or comics integrated into specific teaching methods. Limited studies have systematically developed comic strip–based teaching materials for descriptive text using a structured instructional design model while simultaneously examining their feasibility, practicality, and effectiveness at the junior high school level.
Therefore, this research positions itself as a developmental study that produces a validated comic strip–based teaching material specifically designed for Grade VII descriptive text learning. The novelty of this study lies in the integration of descriptive text material into a comic strip format developed through the ADDIE model and evaluated comprehensively in terms of feasibility, practicality, and effectiveness. This research contributes both theoretically, by enriching studies on visual-based instructional materials, and practically, by providing teachers with an alternative teaching resource aligned with students’ learning characteristics.



RESEARCH METHODS 
This study employed a Research and Development (R&D) approach using the ADDIE model, which consists of five stages: Analyze, Design, Develop, Implement, and Evaluate. The research was conducted at MTs Al-Fikri Bogor involving 22 Grade VII students.
Analyze: At this stage, the researcher conducted classroom observations and informal interviews with teachers to identify learning problems and students’ needs in descriptive text instruction. The analysis revealed that learning materials were limited to textbooks and lacked visual support. Students experienced difficulties in understanding descriptive structures and maintaining learning motivation.
Design: 
Based on the needs analysis, the researcher designed a comic strip–based teaching material aligned with the descriptive text curriculum. This stage included determining learning objectives, organizing content, drafting storylines, selecting characters, and designing visual layouts suitable for Grade VII students.
Develop: 
The teaching material draft was developed into a complete comic strip product. Expert validation was conducted by three validators: a media expert, a language expert, and a material/content expert. Each expert assessed the product using validation instruments with indicators covering: Media aspects: layout, illustration quality, typography, and visual clarity. Language aspects: readability, grammatical accuracy, and suitability for students’ cognitive level. Material aspects: content accuracy, relevance to curriculum, and learning objectives. Revisions were made based on validator feedback to improve product quality.
Implement: 
The revised product was tested through a limited trial involving students. Teacher and student response questionnaires were used to measure practicality, while learning outcome data were used to describe effectiveness.
Evaluate: 
Evaluation was conducted continuously at each stage to ensure the product met feasibility, practicality, and effectiveness criteria. Data Analysis: Likert scale scores were converted into percentages and interpreted using predetermined criteria:
81–100% = Very feasible / Very practical / Very effective
61–80% = Feasible / Practical / Effective
41–60% = Fair
≤40% = Not feasible
This categorization provided transparent interpretation of validation and trial results.

RESULTS AND DISCUSSION 

Table 1. Expert Validation Results of the Comic Strip Teaching Materials
	Expert
	Aspect Assessed
	Percentage (%)
	Category

	Media Expert
	Media design and graphics
	90%
	Very feasible

	Language Expert
	Readability and linguistic accuracy
	100%
	Very feasible

	Material Expert
	Content relevance and accuracy
	97%
	Very feasible



Table 2. Product Practicality Based on Teacher and Student Responses
	Respondent
	Percentage (%)
	Category

	Teacher
	93%
	Very practical

	Students
	93%
	Very practical



Table 3. Learning Outcomes from Product Implementation
	Trial Group
	Average Score
	Category

	Small-scale Trial
	84.00
	Very effective

	Large-scale Trial
	80.38
	Effective


The high feasibility and practicality scores indicate that comic strip–based teaching materials effectively accommodate students’ learning characteristics at the junior high school level. The integration of visual elements, dialogue, and contextual narratives enables students to construct meaning more concretely, particularly in learning descriptive text, which requires detailed visualization of objects, places, and characters. This finding supports visual and multimodal learning theories, which emphasize that learners process information more effectively when verbal explanations are combined with meaningful visuals.
The positive student and teacher responses further suggest that the comic strip format increases learning motivation and classroom engagement. Junior high school students tend to respond positively to story-based and image-supported materials because they reduce cognitive load and make abstract concepts more accessible. By presenting descriptive text structures through visual storytelling, students are better able to identify key elements such as descriptive details, adjective usage, and sensory information.
These findings are consistent with previous studies that highlight the effectiveness of comic-based learning media. Azizul et al. (2020) and Pratiwi et al. (2021) found that comics enhance student engagement and comprehension by presenting learning content in an attractive visual form. Similarly, Hidayat and Subandiyah (2024) reported that comic strip–based teaching materials support language learning by improving students’ understanding and motivation. Compared to these studies, the present research contributes by developing and validating a comic strip–based teaching material specifically for descriptive text learning using a systematic ADDIE development model.
The effectiveness of the developed teaching material was determined descriptively based on student learning outcomes and response data. The “very effective” category in the small-scale trial indicates higher average achievement and more controlled learning conditions, while the “effective” category in the large-scale trial reflects consistent learning improvement across a larger and more diverse group of students. This difference suggests that classroom size and learner variability may influence learning outcomes. It should be noted that this study did not employ inferential statistical analysis; therefore, the effectiveness claim is limited to descriptive interpretation.












Figure 1. Conceptual Framework of the Research
Figure 1 describes the development process of the comic strip–based teaching material using the ADDIE model. The process begins with a needs analysis conducted at MTs Al-Fikri Bogor, revealing that the learning resources used in the classroom were still limited to textbooks and had not been developed into more innovative and engaging media. Therefore, a theoretical review related to descriptive text teaching materials was carried out to determine the appropriate design concept.
Based on the results of the needs analysis and theoretical study, a draft of the teaching material was developed in the form of a comic strip specifically designed for Grade VII descriptive text learning. The draft was then validated by three expert validators focusing on content, language, and media aspects. Revisions were made based on validator feedback to ensure the product’s quality and feasibility.
After revision, the teaching material underwent a limited trial involving a small group of students to evaluate practicality and effectiveness in learning activities. Further improvements were conducted according to the trial results. The process concluded with the finalization of the product after passing a series of feasibility, practicality, and effectiveness evaluations, resulting in a valid and appropriate teaching material to support descriptive text learning
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Figure 2. ADDIE Development Model Flow
The figure illustrates the five core stages of the ADDIE model (Analyze, Design, Development, Implementation, and Evaluation), including revision loops that occur when feedback requires improvements at each stage.


[bookmark: _Hlk215610066]Figure 3. Expert Validation Result Chart (Media, Language, Material)
The data in Figure 3 presents the results of expert validation conducted on three key aspects of the developed teaching material: media, language, and content. The media expert provided a score of 90%, indicating that the comic strip layout, visual elements, and technical quality are highly feasible for implementation. The language expert validation resulted in a score of 100%, showing that the language used in the material is clear, communicative, and suitable for Grade VII students. The highest score was obtained in the content validation aspect with 97%, confirming that the accuracy, relevance, and depth of the descriptive text material align very well with curriculum requirements.
Overall, the validation results demonstrate that the comic strip teaching material meets the criteria of very valid and highly suitable to be used as a learning resource in descriptive text instruction.
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Figure 4. Example of Comic Strip Teaching Material
Figure 4 displays an example of the comic strip teaching material developed for Grade VII students in learning descriptive text. The visual content is designed to present contextual characters and settings that support students’ understanding of descriptive language structures. The storyline, illustrations, and dialogues are constructed to help learners identify key descriptive components such as characteristics, sensory details, and adjective use.
The comic format is intentionally chosen to enhance student engagement through appealing visuals and relatable scenarios. This example also demonstrates the alignment between the learning objectives and the visual material, allowing students to interpret descriptive elements more easily. Therefore, the product serves not only as a reading material but also as a visual literacy resource that encourages active participation and comprehension during the learning process.

[bookmark: _heading=h.1fob9te]CONCLUSION 
This research successfully developed comic strip–based teaching materials for descriptive text learning using the ADDIE development model. The results demonstrate that the product is highly feasible, practical, and effective in supporting student engagement and comprehension. Practically, these teaching materials can assist teachers in presenting descriptive text in a more interactive and student-centered manner, particularly for visual learners.
However, this study is limited by its small sample size and the use of descriptive data analysis. Future research is recommended to examine the effectiveness of the product using experimental designs, larger populations, and inferential statistical methods. Further development may also include digital adaptations or application to other text genres.
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The researcher conducts a needs analysis at the school.


The teaching materials used are still not up-to-date, only textbooks and not yet developed.


Reviewing theories related to teaching materials for descriptive text.


Conducting revision of the teaching material product based on the third validator’s review.


Drafting the development of comic strip–based teaching materials for descriptive text for Grade VII.


The teaching material product is tested through a limited trial.


Conducting revision after the limited trial.


Finalizing the product after passing a series of feasibility evaluations.


Conducting a feasibility test of the product with three validators.


Hasil Akumulasi Validasi Para Ahli	
Media	Bahasa	Materi	0.9	0.93	0.97	
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