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Abstract. Storyboard-based digital comics are learning media in the form of
comics that can be accessed via smartphones, computers, or laptops. This study
aims to analyze the needs of storyboard-based digital comics in learning in class
V of elementary school. This research uses descriptive research. This research
was conducted through an exploratory study to provide an overview of the need
for using storyboard-based digital comics in learning in class V of elementary
school. Sampling in this study used purposive random sampling. Data collection
techniques using observation, interviews, and documentation The validity of the
data is assessed using a triangulation technique to ensure the accuracy of the data
in this study. While data analysis using interactive descriptive analysis. Based on
the research that has been done, it can be concluded that (1) the implementation
of learning uses learning resources in the form of printed books and learning me-
dia in the form of media images. (2) Teachers and students need learning media
in the form of technology-based interactive learning media to increase students'
interest and motivation in learning materials related to history.
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1 Intoduction

Technology is currently often used in the implementation of learning at all levels of
education in Indonesia, including at the Elementary School (SD) level. This can be
seen by the many technological integrations used by Elementary School (SD) teachers
to transform learning materials and student knowledge during learning in the form of
hardware, software, and brainware. It is hoped that with the existence of technology
in learning, the learning objectives can be achieved effectively and efficiently. The
basic principles of using technology in learning are: 1) system approach; 2) learner-
centered; and 3) utilizing learning resources [1]. These three principles must be con-
sidered in the use of technology in learning.

One of the uses of technology in learning can be used by fifth grade elementary
school (SD) students. The technology in question can be in the form of learning media
for thematic learning, especially social studies material related to the history of the
Indonesian nation. Learning media have an important role in the implementation of
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learning because they make it easier for teachers to convey material to students, and
students can easily understand the material being taught. The best possible use of
technology in the field of education has many positive benefits in an effort to support
the development of education so that it is more advanced and achieves [2]. The bene-
fits of learning media are: (1) as a guide for teachers to achieve learning objectives;
(2) increasing students' motivation and interest in learning [3].

The use of technology-based media is effective for learning [4]. The benefits of us-
ing technology-based learning media can attract student interest and improve student
achievement [5]. Based on this, it can be said that the use of technology-based learn-
ing media can improve the quality of learning, increase student motivation for learn-
ing, and have a positive impact on student learning outcomes.

Based on reality, learning in elementary schools related to history still requires se-
rious attention. Student learning outcomes on materials related to History are still low.
The results of the study [6] show that the learning difficulties of fifth-grade elemen-
tary school students are caused by internal and external factors. Internal factors in the
form of motivation and study habits, as well as student learning attitudes. While ex-
ternal factors can be influenced by the family environment, school, and student learn-
ing difficulties that are temporary.

In addition, other factors that affect learning difficulties in history are: (1) students'
low interest in following learning materials related to history. The history material
that is carried out is considered monotonous and makes students tense; (2) students'
perceptions of historical material Students think that history material is very boring
because history is synonymous with memorizing an event, the date and year of the
event, as well as the characters in the event; (3) students' self-confidence The pre-
sumption that learning history is difficult and unpleasant indirectly limits students
from studying it seriously; (4) the teacher's lack of creativity in designing history
lessons The creativity of the teacher in question is related to the use of historical
learning methods and relevant media and learning resources [7].

Learning in class V Elementary School related to history material is a challenge in
this 21st century of learning. Low student motivation for learning History will have
an impact on student learning outcomes. In order to meet the stated learning objec-
tives, motivation is crucial. In order to drive children to learn, teachers must be in-
volved as much as the students themselves. This is how motivation emerges [8]. En-
thusiasm and motivation will combine to help pupils understand where their learning
is headed. If students are motivated to study, motivation to learn will manifest itself.
Therefore, in order to maximize the achievement of the established learning objec-
tives, students must possess both intrinsic and extrinsic motivation. Therefore, to find
out the causal factors and problem-solving techniques and provide solutions related to
learning History in Elementary Schools, further research is needed. The purpose of
this study is to provide an overview and conduct a needs analysis of learning History
in fifth grade elementary school students so that innovation can be carried out in
learning and student learning outcomes and motivation can be increased.
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2 Method

This study used a descriptive type of research. Descriptive research approach is re-
search that aims to determine the existence of independent variables without making
comparisons between the variables themselves and looking for relationships with oth-
er variables [9]. This research was conducted at SD Negeri 16 Tanjung Batu on Sep-
tember 20, 2022. This research was conducted through an exploratory study to see the
need to use storyboards in the learning of Class V elementary school students. The
determination of the sample was carried out using purposive random sampling. Data
collection techniques use observations, interviews, questionnaires, and documentation.
The triangulation techniques used for the validity of the data Data analysis used de-
scriptive and interactive analysis.

3 Result and Discussion

3.1 Result

The results of observations made at SD Negeri 16 Tanjung Batu show that the curric-
ulum used in schools is the 2013 Curriculum. The material presented is adjusted to the
material contained in the 2013 Curriculum, with the following details:

Table 1. Basic Competencies, Indicators, and Teaching Materials

Basic Competencies Indikators Teaching Materials

3.4 Identify the important 3.4.1 Students can identi- Arrival of Europeans to
factors that caused the colo- fy the background of the Indonesiaand Factors Behind
nization of the Indonesian arrival of Europeans in Indo- It

people and their efforts to nesia.

maintain their sovereignty. 3.4.2 Students can learn

about the efforts that have
been made by the Indonesian
nation to maintain its sover-

eignty.

Based on the results of an interview with one of the teachers at SD Negeri 16 Tan-
jung Batu, information was obtained that students were more enthusiastic about histo-
ry-related material delivered by using instructional media. One of the media that at-
tracted students' attention was media pictures. The teacher also provided information
that she really needed learning media for historical material. The findings from an
interview with one of these teachers are also in line with the results of an interview
with several fifth grade students who stated that history learning material becomes
very boring if learning is done only through lectures. Students also stated that having
picture media or story books for historical material really helped them understand
learning material; unfortunately, teachers at school had not used interesting learning
media.
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In addition, based on the results of the questionnaire filled out by students, it
showed that learning resources related to historical material were still minimal. Stu-
dents explained that the printed books they used were considered boring. In addition
to printed books, media, and other learning resources used by teachers in history les-
sons, there are only pictures of heroes. Based on the explanation above, it can be con-
cluded that learning media related to historical material are less varied. Given the
character of students who like learning using pictures, it is necessary to innovate in
the use of learning media. The results of the analysis of documents in fifth grade ele-
mentary school are that researchers have not found interactive learning media and
teaching materials on material related to history in fifth grade elementary school
learning.

3.2 Discussion

The rapid development of technology in learning should be of concern to teachers in
elementary schools as an opportunity to make innovations in designing learning me-
dia. Learning media is a tool that can be used by teachers to make it easier for stu-
dents to understand learning material. In line with the opinion [10] that learning me-
dia can help students study material systematically, it makes it easier for students to
understand learning material. Learning media in the form of pictures do not help stu-
dents understand the material. This means that the media used by SD Negeri 16 Tan-
jung Batu teachers in history material is not yet relevant to students' needs related to
learning media.

Learning media that are suitable and effective for students to use in learning histo-
ry are interactive learning media. Interactive media can increase the effectiveness of
the learning process because students value both the appearance and programming
aspects, which can increase student interest in the implementation of learning [11]. In
addition, interactive learning media can help teachers design fun learning experiences
for students [12].

The learning approach of implementing learning media is an effective way that
teachers can empower students' potential according to their needs. The application of
learning media provides a construction process that can train students in reasoning
and critical thinking so that their understanding can increase. In addition, this ap-
proach will also increase students' attention and seriousness in interpreting the materi-
al being studied [13].

Based on the results of the analysis of problems in fifth-grade elementary schools,
especially in material related to history, new innovations are needed that must be
carried out by teachers to increase the interest and motivation of elementary school
students. One thing that can be done by the teacher is to develop interactive technolo-
gy-based learning media. Interesting learning media for students can be developed
through the use of technology that is integrated into learning. Students feel happy and
enjoy using technology in the implementation of learning in class because it is inter-
esting and fun [14]. One of the interactive learning media that integrates technology
into learning history material is learning media in the form of digital comics. This
medium can be used in learning to increase student motivation and interest in learn-
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ing. Digital comic learning media can also improve students' mastery of the concepts
of Class V [15]. Digital comics are developed by utilizing technology, one of which is
using Storyboards in learning history material for Class V Elementary School (SD).
The use of storyboards in this study is devoted to the material about the arrival of
Europeans in Indonesia. Storyboard is a series of words that contain a storyline, which
can be supplemented with pictures so that it becomes a coherent and short story. In
addition to increasing students' interest in learning, the use of storyboards in learning
can increase student creativity [16]. Students are more stimulated to think and grasp
when telling an event or experience through visual media [17]. Incorporating Story-
boards and other innovative methods can make classes more interactive. By using the
storyboarding approach, students are able to visually, cognitively, and creatively map
out their ideas, which motivates them and gives them a sense of confidence and com-
petence [18].

4 Conclusions and Recommendations

Based on the research that has been done, it can be concluded that (1) the implemen-
tation of learning on the material of the arrival of Europeans to Indonesia and the
underlying factors uses learning resources in the form of printed books and learning
media in the form of media images. (2) Teachers and students need learning media in
the form of technology-based interactive learning media to increase students' interest
and motivation in learning materials related to history.

In connection with the results of the research, there is a need for innovation by the
teacher to create an interesting learning atmosphere. One of them is by developing
learning media in the form of storyboard-based digital comics for the material on the
arrival of Europeans in Indonesia and the factors behind it. The hope is that the devel-
opment of learning media in the form of storyboard-based digital comics can have a
positive impact on student motivation and learning outcomes.
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