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Abstrak  

Penelitian pengabdian masyarakat ini mempunyai tujuan untuk meningkatkan pemahaman 

siswa Sekolah Dasar di Desa Kondangjajar, Jawa Barat terkait mata pelajaran bercerita. 

Penelitian ini bertujuan untuk mengembangkan dan menerapkan media pembelajaran wayang 

kartun sebagai upaya meningkatkan motivasi belajar siswa. Melalui inovasi media 

pembelajaran diahrapakan sesuai dengan  tujuan SDGs bidang pendidikan yang berkualitas. 

Wayang kartun dipilih karena memiliki potensi untuk menarik minat siswa, serta dapat 

digunakan sebagai media untuk menyampaikan pesan-pesan moral dan nilai-nilai kehidupan 

dalam bercerita. Metode yang dilaksanakan adalah metode tindakan kelas pra dan pasca 

penggunaan media pembelajaran wayang kartun. Penelitian ini diharapkan dapat memberikan 

kontribusi dalam pengembangan media pembelajaran yang efektif dan relevan dengan 

kebutuhan siswa di daerah pedesaan, serta memberikan inspirasi bagi pengembangan 

program pengabdian masyarakat lainnya. Hasil penelitian ini menunjukan adanya 

peningkatan dalam belajar siswa. Siswa lebih percaya diri dalam bercerita di depan kelas dan 

dapat menyampaikan pesan dengan baik. 

 

Kata kunci: bercerita; inovasi media pembelajaran; wayang kartun; SDGs, pendidikan 

berkualitas 

 

Abstrac  

This community service research aims to increase the understanding of elementary school 

students in Kondangjajar Village, West Java regarding the subject of storytelling. This research 

aims to develop and apply cartoon puppet learning media as an effort to increase student 

learning motivation. Through innovation, learning media is designed to be in line with the 

SDGs goals in the field of quality education. Cartoon puppets were chosen because they have 

the potential to attract students' interest, and can be used as a medium to convey moral messages 

and life values in storytelling. The method implemented is the pre and post class action method 

using cartoon puppet learning media. It is hoped that this research can contribute to the 

development of learning media that is effective and relevant to the needs of students in rural 

areas, as well as providing inspiration for the development of other community service 

programs. The results of this research show an increase in student learning. Students are more 

confident in telling stories in front of the class and can convey messages well. 
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Education is a long-term investment for a nation. However, the challenge of improving 

the quality of education in rural areas is still a complex problem. In Indonesia, this strategy has 

only been implemented in a few provinces, which means that there are still several provinces 

that have not implemented the SDGs strategy as an effort to improve the quality of education 

in Indonesia.  In its implementation, there are still various obstacles such as difficult access to 

schools, differences in customs, the quality of competency and the quality of teaching staff in 

remote areas which is not at all encouraging (Safitri, et al, 2022). One of the progress of a 

nation now and in the future in various aspects of life is the realization of quality education. A 

quality young generation is produced from a quality education system.  Education is a long-

term inventory, especially for the younger generation who will become the pillars of nation 

development (Ardhiya, et al, 2022). 

One solution is to utilize learning media that is innovative and relevant to the students' 

cultural context. One way to improve the learning process of teaching by telling stories is to 

change the teaching patterns used by the teacher. In this case, the teaching pattern used is to 

use the lecture method as a learning method to assist in learning. The use of learning media 

that is appropriate and appropriate to the material in the teaching and learning process can 

arouse students' desire and interest in learning, generate motivation and stimulation in learning 

activities (Arsyad, 2010). Challenges in improving the quality of education in rural areas, such 

as Kondangjajar Village, are often faced with limited facilities and infrastructure, as well as a 

lack of variety of learning media that attracts students' interest. This has an impact on students' 

low learning motivation and difficulties in achieving learning goals. 

Learning media can be interpreted as something that delivers learning messages 

between the sender of the message and the recipient of the message (Anitah, 2009: 4). In line 

with Anitah, according to Hamdani (2010: 243) learning media are learning components or 

physical vehicles that contain instructional material in the student environment, which can 

stimulate students to learn. Meanwhile, according to Trianto (2010: 209) learning media are 

learning equipment and materials used by teachers and students in learning activities. From the 

various opinions above, it can be concluded that learning media can be interpreted as a physical 

or non-physical media that is used as a tool in learning. 

The most important thing to pay attention to when using learning media is the learning 

objectives or competencies to be achieved. According to Sudrajat in Hamdani (2010: 257) there 

are five criteria in selecting learning resources, namely economical, does not have to be set at 
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an expensive price, practical, does not require complicated management, is difficult and rare, 

easy, close and available in our environment, flexible, utilized for various instructional 

purposes. In accordance with the objectives, supports the process and achievement of learning 

goals, can arouse students' motivation and interest in learning 

Telling a story is telling something that tells about an action or an event and is conveyed 

orally with the aim of sharing experiences and knowledge with other people (Bachtir, 2005: 

10). Meanwhile, according to Dhieni (2008: 63) telling a story is an event that someone does 

verbally to another person with tools or without tools about what must be conveyed in the form 

of a message, information or just a fairy tale that is only to be listened to with a sense of fun, 

therefore the person presenting the story tells it interestingly. In line with Dhieni, according to 

Anting (2008: 18) storytelling is part of speaking skills in learning Indonesian. Speaking skills 

are one of the oral language skills. Storytelling is an interesting activity and is used in all 

learning activities. From these opinions it can be concluded that storytelling is a skill that is 

conveyed with a certain purpose in an interesting way. There are many benefits to storytelling, 

such as helping to shape children's personality and morals, channeling their imagination and 

fantasy needs, stimulating children's verbal abilities, stimulating and opening children's 

horizons of knowledge (Musfiroh, 2005: 95). 

Wayang, as the nation's cultural heritage, has enormous potential to be used as a 

learning medium. Through interesting story visualizations and the use of simple language, 

wayang can convey moral messages and life values effectively. Wayang can be used as a 

medium for character education for the younger generation by adapting it to developments in 

the world of youth or adolescence (Junaidi, 2011:95). In line with Junaidi, according to Pasha 

(2011:2) wayang functions as a means of information, education and mass communication 

which is very familiar to the supporting community with the ultimate aim of building national 

and state life towards the realization of a just and prosperous Indonesian state based on 

Pancasila. 

 Cartoon puppets are props or learning tools used by teachers to convey fairy tale 

material that is moved by hand and in the form of cartoon images. This cartoon puppet is made 

from paper which corresponds to the animal characters in fairy tales. According to Levied an 

Lentz, the advantages of Wayang Cartoon media as a learning medium are that it directs 

students to communicate, arouses students' emotions and attitudes, facilitates the achievement 

of goals to understand and remember information and helps understand texts for students who 



  Alamat : Jl. Ir. Sutami 36 A Kentingan Surakarta 

 

89 

 

are weak in reading (Ngadino, 2009). The simplicity of making and playing makes cartoon 

puppets easy to adapt for use at the elementary school level. Especially in the activity of 

listening to fairy tales, with cartoon puppets the stories that are read will be more interesting, 

because the storyline is in a puppet stage performance. Apart from that, the use of cartoon 

puppets is very practical and easy for students to understand. And can be played by anyone 

across generations (Sudjana and Rivai, 2010: 190). So cartoon puppets have their own 

advantages, as stated above 

This research aims to develop cartoon puppet learning media that can be used in 

community service programs at the Kondangjajar Village Elementary School, West Java. Apart 

from that, it is hoped that through this service activity, students will be confident in telling 

stories in front of the class. In this way, it is hoped that it can improve the quality of learning 

and the goals of the SDGs in the field of quality education. 

 

Method 

This research uses a classroom action research design which aims to intervene directly 

in the learning process and make continuous improvements. This service activity is aimed at 

elementary school/MI students in Kondangjajar Village, Cijulang District, West Java. The 

methods implemented include mentoring activities at school. This activity emphasizes practical 

activities by providing learning media to students. This activity uses an approach participant 

active leraning to optimize the potential of students. The aim of this approach is to train 

students to focus and enjoy the learning they are doing. The simple cartoon puppets that were 

developed are used in storytelling lesson material. Then create pre-test and post-test questions 

to measure students' understanding in the learning process. 

 

Results, Discussion and Impact 

Implementation of the Tri Dharma of Higher Education, namely community service, 

can be carried out through the KKN program for students (Zuhri, et al, 2022). The Real Work 

Lecture Program (KKN) is a community service program intended for students. Currently the 

KKN program is one of the flagship programs in MBKM Village Development. To make the 

program more competent there needs to be continuous development and evaluation. This is an 

effort to make a significant contribution in accordance with community needs. There is a need 

for an information system to meet these needs (Cahya, et al, 2023).  In KKN activities, students 
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are required to have a work program that is tailored to the needs of the community at the KKN 

location (Novika, 2022). Community service activities produce a positive impact on society 

(Aisy, 2024). Packaged community service program through college activities work real and 

expected to provide usefulness in the program.  Through this program hope able to provide role 

academics in devoting themselves to society (Zuhri, 2022). A field survey needs to be carried 

out and involve the community at the location.  The aim of involving the community is because 

the native community understands the situation on the ground (Zuhri, 2022). Real Work 

Lectures (KKN) by Sebelas Maret University students carry out programs that have been 

agreed upon and adapted to the needs of the community at the KKN location (Zuhri, 2022). 

It is hoped that this community service will provide research results showing that the 

use of cartoon puppet learning media has a positive impact on improving student learning 

outcomes, learning motivation, and understanding the concept of the goals of the SDGs. This 

is in line with research that has been carried out which shows that learning media that is 

interesting and relevant to students' culture can increase learning effectiveness. 

This service activity begins with providing material without using learning media using 

the lecture method. This activity includes pre-research to determine students' learning interests. 

After providing the material, a pre-test was carried out using several questions that had been 

prepared. The aim is to measure students' understanding after providing material using the 

bright method. 

 

 

Picture 1 

Providing Lecture Method Material 

 

Picture 2 

Pre Test 

 

The next activity is providing material by telling stories and using several media. The 

material is provided with interesting activities and encouraging stimuli are provided so that 
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students are happy with the material that will be provided. The hope is that through this activity 

the students will be ready to receive the material that will be given. The explanation of the 

material is well presented and interactive communication increases comfort between students 

and presenters (Prasetyani, et al, 2023). 

 

 

Picture 3 

Providing Material by Telling Stories 

 

Picture 4 

Providing Material Using Media 

 

Puppet learning media is part of Indonesian culture which has been known to students 

from an early age. Attractive animations make it easier for students to understand abstract 

concepts. Cartoon puppet media allows interaction between students and learning material. 

Cartoon puppets can convey moral and social values that are relevant to the SDGs. 

Making this media is quite simple, the selected image can be cut and adjusted and then 

given a simple support. design of wayang media products cartoon done in several stages or 

steps, namely: (1) Material design, namely determining the content of the material that will be 

conveyed using cartoon puppet media. The material that will be published in cartoon puppet 

media is material about storytelling. (2) Product design, namely the design of the initial media 

product, namely cartoon wayang media, where cartoon wayang media is used to convey stories 

which aim to replace the characters in the story (Sukmawati, 2022). The use of cartoon puppet 

media through the paired storytelling model can help teachers explain fictional story material 

and make it easier for students to understand the content of fictional stories (Farroh, et al, 2022). 

Then making envelopes containing questions can be as interesting as possible. 

Innovation in developing interactive learning media to increase the effectiveness of learning in 

the digital era in elementary schools is an important step in meeting the demands of 

technological developments and increasingly complex educational needs (Utomo, 2023). The 

most important benefit of media is increasing student learning motivation. Motivation is the 
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main impetus in the learning process.  Without motivation, there are no learning activities 

(Jediut, et al, 2021). 

 

 

Picture 5 

Example of a Simple Cartoon Puppet 

 

Picture 6 

Example Questions in an Envelope 

 

After providing material using learning innovations, students carried out a post test. 

Students are divided into several small groups. After students work on the questions that have 

been given, then students present the results of their discussion with friends. Apart from that, 

students also retell the story that was given at the beginning of class in their own language and 

style. 

 

 

Picture 7 

Students Discuss 

 

Picture 8 

Students Present Discussion Results 

 

This research contributes to the development of learning media that is innovative and relevant 

to the learning needs of students in rural areas. The use of innovative learning media, namely 

cartoon puppets, can be an effective tool for instilling positive values in students and increasing 

students' self-confidence. This is in accordance with the SDGs goals in the field of quality 

education. 
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Teacher training in the development and use of interesting and innovative learning media is 

very necessary. And collaboration between universities and schools can produce innovation in 

the world of education. As with the tasks of educators in learning, namely planning, 

implementing, controlling, assessing and evaluating learning processes and outcomes, 

educators are expected to be able to optimize learning media creatively and innovatively. This 

is necessary to be able to provide meaningful experiences to students during the learning 

process (Nuzulia & Arsanti, 2022). Several strategies that have been planned should be 

implemented in stages, continuously and require cooperation between the central government 

and regional governments and their achievements must be evaluated periodically so that it is 

hoped that the development of quality education and learning opportunities will be evenly 

distributed in all regions throughout Indonesia (Siahaan, et al, 2023). 

         There is a need for further development of learning media for maximum results. And 

further research is needed on a larger scale and longer time to test the long-term effectiveness 

of using cartoon puppet media. The results of this research can be disseminated to educators 

and policy makers so that they can be used more widely. This research shows that the use of 

cartoon puppet learning media can be an innovative solution to improve the quality of learning 

in elementary schools, especially in achieving SDGs goals. Thus, it is hoped that this research 

can make a real contribution to the development of education in Indonesia. 

 

Conclusion 

This research has shown that cartoon puppet learning media has great potential to 

increase student learning motivation and achieve broader learning goals, including SDGs. By 

combining elements of local culture and innovative learning media, this media not only attracts 

students' interest, but can also instill noble values and good character. The students appeared 

confident when telling stories in front of the class. This is because there is media that students 

bring with them that helps students in conveying story messages. However, it needs to be 

acknowledged that this research still has several limitations, such as the limited sample size 

and relatively short research time. Therefore, it is recommended to carry out further research 

on a larger scale and over a longer period of time. This research makes an important 

contribution to the development of learning media that is relevant to local culture and context. 

It is hoped that the results of this research can inspire educators and learning media developers 

to continue to innovate in creating more enjoyable and meaningful learning for students. 
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