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Abstract 

The purpose of this study was to develop teaching methods that utilize infographics and Comic Life media to enhance students' 

interest in learning chemistry. These methods were found to be valid, practical, and effective for use in schools. The research is 

developmental in nature, employing data analysis techniques to validate the effectiveness and practicality of the developed media. 

The development process included a needs analysis, design phase, realization/construction phase, testing and evaluation, and 

implementation. The study's results led to the creation of infographic and Comic Life-based teaching methods that can be seamlessly 

integrated by teachers and students into the learning process. Instrument validation by experts involved several revisions, ensuring 

the final media were valid, effective, and practical for classroom use. The validation results showed an average validity score of 4.0. 

The practicality of these methods was confirmed by their ability to simplify the teaching process for educators and students alike. 

The methods' effectiveness was evidenced by positive student responses, with 70% strongly agreeing and 30% agreeing with the 

benefits of the new media. This study contributes to the field of educational methodology by providing innovative tools that merge 

visual media with traditional teaching, fostering greater student engagement and interest in chemistry. The findings underscore the 

potential of infographics and Comic Life media to transform how complex subjects are taught, offering new insights for future 

educational innovations. 
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Introduction 

The development of Science and Technology is increasingly advanced, making the competition increasingly fierce, and 

thus competition is unavoidable. Entering the digital era 4.0 in the world of education, of course, will be a threat as well 

as a challenge for the world of education (Rahmatullah et al., 2022). It becomes a threat for a teacher who cannot 

implement a technology-based learning process. On the other hand, it will be a challenge for a teacher who continues 

to try or learn to adapt to the digital era 4.0, namely using technology in teaching and learning activities. 

Face-to-face learning will not be separated from the use of technology. This condition shows clear evidence that 

education must adapt to technological developments. The use and demands of the internet continue to grow endlessly, 

knowledge is now easy to obtain, and students easily access the necessary information. The development of this 

technology must be responded to quickly, precisely, and optimistically. Practitioners and educational institutions are 

required to be able to align the changing times marked by technological sophistication with ethical values. That way the 

school can become a moral bulwark for students, so that it can grow hand in hand with technology and can take 

advantage of it for positive things. 

Education policies continue to change, and several policies have changed, namely the implementation of the 2013 

curriculum. Furthermore, the latest policy is independent learning. It should be noted that this change is of course the 

result of previous educational evaluations. One of the reasons for the change in education policy is the achievement of 

the goals of education itself. It should be realized that the purpose of education itself is dynamic, not static. The 2013 
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curriculum is designed so that the learning process is not only teacher-centered but also student-centered. in the sense 

that the teacher is only a facilitator or guide. Then the independent learning policy is expected so that teachers can 

determine their own plans used in the learning process. 

A teacher has a major role in the activities of the learning process because the teacher determines a strategy or learning 

plan starting from the initial activity to the end of the learning activity (Fauskanger et al., 2022). Thus, teachers need 

creative and innovative ideas in the learning process. Having control in activities from beginning to end in the learning 

process so it is necessary to have strategies in the learning process that are in accordance with the needs of students. 

One of the factors that influence the failure to achieve learning objectives is that students are less motivated in the 

learning process. Students who are less motivated in learning will have an impact on the activeness of students in the 

learning process. According to the main role in the learning process, namely a teacher. Thus, teachers need to think 

creatively and innovatively in the learning process. A teaching method and learning media are needed that can increase 

the motivation of students in learning activities (Putri et al., 2022). 

Not achieving the expected learning objectives can be caused by the teaching method or learning media used by the 

teacher. The teaching method used by the teacher can have a positive impact on students, namely providing motivation 

and activeness of students in the learning process so that student's interest in learning can increase (Tabroni et al., 2022). 

Therefore, researchers want to find solutions to these problems through research. Thus, the authors are interested in 

conducting research with the title " Development of Teaching Methods Using Infographic Media and Comic Life 

Practice Towards Student's Learning Interests”. 

Method 

This type of research is Research and Development (R&D). This research is planned in several stages, namely needs 

analysis stage, design stage, realization/construction, test, revision, and socialization (Gustiani, 2019). This research 

was conducted at SMA Addaraen Makassar with the research subjects being students of class X SMA with a total of 20 

people as a limited trial place. The research procedure used is the Plomp development model (Handayani et al., 2022). 

In the following, the research procedure is presented in the form of an image. 

 
Figure 1. Plomp Model for Development of Teaching Method Using Infographic and Comic Life-Based Learning Media. 

The data collection technique used is the validation sheet of learning media, observation, student response 

questionnaires to the learning media. This validation sheet can provide information that the quality of the development 

of infographic-based learning media, comic life and practice is based on the assessment of the validator (expert). The 

observation sheet used in the study was an observation sheet on the implementation of learning media used in the 

learning process. The questionnaire used was given to students with the aim of knowing students' interest in learning 

after the application of the learning media that had been developed. The data analysis techniques used are (1) validation 

data on learning media (2) effectiveness data on learning media and (3) practicality data on learning media. 
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Results and Discussion 

Result 

The result of this research is the development of teaching methods using Infographics and Comic Life. This infographic 

and comic consist of practicum syntax and learning process syntax. 

 
Figure 2. Infographics and Comic Life-Based Teaching Methods 

Based on the results of the analysis the teaching method uses infographics and comic life data from the assessment 

results from experts, with the assessed areas of study consisting of five aspects, namely material aspects, language, 

infographic and comic display quality and attractiveness. Overall the expert's assessment is at a value of 4, with the 

average value of the total validity of teaching methods using Infographics and comics is 4.0 which is in the range (4 ≤ 

V ≤ 5). The results of the validity of the teaching method can be shown in the following table: 

Table 1. Validation Results of Teaching Methods Using Infographics and Comics 

No Rated aspect X Information 

1. Theory 4.0 Valid 

2. Language 4.0 Valid 

3. Infographics and comic display quality 4.0 Valid 

4. Attractiveness 4.0 Valid 

 Total average 4.0 Valid 

Based on the questionnaire/questionnaire of student responses to the teaching method using Infographics and Comics 

made in the form of Google form, information obtained as much as 70% gave an assessment of agree and 30% gave an 

assessment of strongly agree. The percentage of student responses can be seen in Table 2, Following: 

Table 2. Percentage of student responses to teaching methods 

No. Category Percentage 

1. Strongly disagree - 

2. Don't agree - 

3. Agree 70% 

4. Strongly agree 30% 

The results of the practicality data analysis obtained in the study are the average given by the observer to several aspects 

of observation in assessing the implementation of the learning process using Infographics and Comics, namely 4.2 

which is in the (Good) category 4 ≤ x ≤ 5. Field of study observed are the syntax of infographics and comics, the 

principles of infographics and comic-based teaching methods, and the support system. The results of implementation 

observations can be seen in Table 3. 
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Table 3. Observations on the Implementation of Teaching Methods 

No Rated aspect  Information 

1 Syntax on infographics and comics 4.4 Implemented 

2 Principles of infographics and comic-based learning media 4.2 Implemented 

3 Support System 4.2 Implemented 

 Total average 4.2 Implemented 

Discussion 

The results of the analysis of the Infographic and Comic-based teaching methods are shown in the data from the 

assessment of the experts, it can be explained that the teaching method developed is a teaching method using Infographic 

and Comic media which is valid according to the expert's assessment. The average value of the total validity of the 

teaching method is 4.0 which is in the range (4 ≤ V ≤ 5). The study areas assessed consisted of five aspects, namely 

material aspects, language aspects, quality aspects and infographic and comic display aspects and attractiveness. The 

results of the analysis of the validity of the teaching method describe the feasibility of applying it in the learning process. 

The valid value of the analysis can be concluded that the teaching method using Infographics and Comic Life can be 

used with development tests. 

The response of students to learning by using Infographics and Comic Life shows that most of the students feel happy 

about learning by using comic and infographic media (Gomez-Giraldo, 2022). Students who feel happy with the learning 

process using these media generally give reasons that the learning process becomes more interesting so that the learning 

material is easy to understand. This is in line with research from (Priantini, 2021); (Firmansyah et al., 2021) which states 

that student responses to comic-based learning media are very feasible to use. According to (Saputra & Pasha, 2021); 

(Sinta et al., 2021), states that the comic learning media used can increase students' learning motivation. Furthermore, 

the opinion of (Muliani, 2021), stated that infographic learning media can help students in learning so that students 

understand the learning material more easily. The indicators used in determining the effectiveness of the teaching 

method using Infographics and Comics have been met. Thus it can be concluded that the teaching method is effective 

so that it is feasible to use in the learning process activities. 

Based on the results of the analysis on the practicality of the media obtained in the study, the average given by the 

observer to several aspects of observation in assessing the implementation of the learning process activities using 

Infographic and Comic media is 4.2 which is in the (Good) category 4 ≤ x ≤ 5. Thus, the teaching method using 

Infographics and Comics developed is valid, effective and practical so that it is suitable for use in the learning process 

in schools. This is in line with research from (Syafril & Kurniawati, 2021), which states that infographic media can be 

an alternative that can be used in learning, because it creates learning motivation and fosters student interest in reading. 

In line with the results of research from (Dharmayanti et al., 2021); (Lo et al., 2021). 

Conclusions and Suggestions 

Conclusions 

Based on the results of the study, it can be concluded as follows: (a) The stages in developing teaching methods using 

Infographics and Comics include the needs analysis stage, the design stage, the realization/construction stage, the test 

and revision stage, and the implementation stage. (b) The teaching method using Infographics and Comic Life that was 

developed has met the criteria of development research, namely valid, practical and effective and suitable for use in the 

learning process activities. 

Suggestions 

Based on the results of research on the development of teaching methods using infographics and comics, researchers 

can provide the following suggestions. 

1. Teachers can apply teaching methods using infographics and comics to increase students' interest in learning. 

2. For further research, it is expected to develop teaching methods using other media that can increase students' interest 

and motivation to learn. 
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