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Abstract: Literacy in education, particularly cultural and civic literacy, is a key priority in 

improving the learning process in schools. Despite various initiatives by the Ministry of Education 

and Culture, student literacy remains suboptimal, highlighting the need for innovative learning 

media. This study focuses on developing Folded Comic Media grounded in Bengkulu’s local 

culture to enhance students' cultural and civic literacy. Using the Borg and Gall development 

model, the research incorporates both qualitative and quantitative methods to evaluate the 

media's effectiveness. Findings indicate that the Folded Comic Media significantly improved 

students' literacy, with average scores increasing from 70.37% in Cycle I to 84.09% in Cycle II. 

These results demonstrate the potential of locally contextualized learning tools in fostering 

cultural awareness and citizenship among elementary school students. 
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INTRODUCTION 

Bengkulu, a region rich in cultural heritage and traditions, faces a pressing challenge: 

the younger generation's limited understanding and appreciation of its cultural wealth. 

Research by Luthfia et al. (2024) highlights the low level of cultural literacy, which 

includes the ability to understand and value cultural traditions. Elementary school 

students in Bengkulu often lack exposure to relevant educational materials that could 

foster such literacy (Ruswan et al., 2024). 

At a national level, literacy statistics are concerning. According to PISA, Indonesia 

ranks 69th out of 76 countries, while the World’s Most Literate Nations survey ranks 

Indonesia second to last among 61 countries. These figures reflect systemic literacy 

challenges, which are evident in Bengkulu as well. For instance, observations at 

Elementary School 44 in Bengkulu City reveal that students struggle with reading com-

prehension and critical thinking, as indicated by low scores in the Minimum Competency 

Assessment. These challenges are compounded by limited cultural knowledge and 

engagement. 

Cultural and civic literacy are essential for preserving local culture and building 

national identity in an increasingly globalized world (Mazurkevych, 2024). The Ministry 

of Education and Culture (2017) defines cultural and civic literacy as the ability to 

understand and practice cultural values while fulfilling one’s civic duties. This literacy is 

vital for fostering nationalism and civic responsibility. Despite government initiatives 

like the National Literacy Movement, gaps remain in effectively integrating local cultural 
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values into the curriculum, especially in Bengkulu. 

Conscious and directed efforts to protect and preserve local culture are absolutely 

necessary. One of the efforts to protect and preserve the local culture in the Bengkulu 

community is by integrating it into learning activities (Badeni & Saparahayuningsih, 

2021). The role that must be held by both the government and the community is to 

create opportunities for folklore to regain its standing and relevance alongside more 

modern stories (Anugrah & Indrojarwo, 2018). This aligns with Wibowo's (2019) 

research, which shows that the vitality of local culture is at a degree of erosion. 

Literacy skills are a crucial component of learning, serving as a foundation for 

students to acquire and apply knowledge effectively. Foldable comics, as an innovative 

educational medium, offer a unique approach to enhancing reading skills while simul-

taneously presenting local cultural materials in an engaging format (Thompson, 2018). 

Designed to be visually appealing and interactive, foldable comics can effectively 

integrate into everyday classroom activities. For example, during language lessons, stu-

dents can explore stories based on local folklore, such as Bengkulu’s "Tabot" tradition, 

which introduces them to cultural values through relatable characters and narratives. 

Elementary school, being the formative stage of education, provides an ideal 

opportunity to introduce local cultural content. This helps cultivate students’ awareness 

and appreciation of their cultural heritage (Mortara et al., 2014). Incorporating foldable 

comics into lessons allows teachers to create immersive experiences where students not 

only read but also interact with cultural stories, fostering a deeper understanding of 

their identity and place in society. Through these experiences, students strengthen their 

sense of citizenship and nationalism. 

Foldable comics are particularly effective because they present cultural messages in 

a way that is both enjoyable and memorable. Their portability and creative structure 

enable teachers to use them flexibly, whether as part of guided reading sessions, inde-

pendent study materials, or collaborative class projects. For instance, a foldable comic 

based on the "Tabot" tradition could include sections where students identify cultural 

symbols, discuss moral lessons, or recreate parts of the story in their own words. These 

activities reinforce comprehension skills and cultural literacy while encouraging active 

participation. 

Murti et al. (2020) emphasize that interactive media like foldable comics make learn-

ing more appealing to elementary school students by combining entertainment with 

education. Furthermore, Sudjana and Rivai (2017) highlight that comics, as a form of 

sequential visual storytelling, effectively engage young learners by presenting informa-

tion in a structured yet entertaining manner. Research by Phoon (2020) also supports 

this, showing that students are more enthusiastic, engaged, and motivated when using 

comics in educational settings.Therefore, the development of foldable comics rooted in 

Bengkulu’s local culture holds great potential to enhance cultural and civic literacy 

among elementary school students. These comics not only provide a tool for teaching 

cultural values but also empower students to connect with their heritage in a meaningful 

and enjoyable way, fostering both academic growth and cultural pride. 

Comics can be a powerful medium for storytelling and an alternative approach to 

preserving folklore. According to research by Muktadir and Darmansyah (2021), 

folklore-based comics assist educators in teaching storytelling content. Similarly, Murti, 

Gunarhadi, and Winarno (2019) emphasized the importance of creating comics that 

incorporate local wisdom to support character development in elementary school 

students. Sulistyorini (2017) highlights that folklore serves as a medium for cultural 



Dwija Cendekia: Jurnal Riset Pedagogik, 8 (3), 2024 - 512 
Nady Febri Ariffiando, Atika Susanti  

Copyright © 2024; Author(s); ISSN 2581-1835 (Online) | 2581-1843 (Print) 

communication, offering valuable insights and principles that convey messages and 

contribute to societal guidance. Research by Ariffiando et al. (2024) demonstrates that 

culturally inspired comic media can serve as an innovative educational tool to improve 

HOTS and foster social consciousness in elementary school settings. 

Based on these findings, teachers need to be more creative in presenting Indonesian 

language learning in the independent curriculum to enhance cultural and civic literacy 

by using appropriate and relevant learning media. This will make learning more 

engaging and enjoyable, ensuring that Indonesian language lessons are more 

meaningful.  

METHOD 

This study employs a Research and Development (R&D) approach based on the Borg 

and Gall model. According to Sugiyono (2018), R&D is a research method designed to 

create a particular product and evaluate its effectiveness. The stages involved in the 

research and development process are illustrated in Figure 1. 

 

Figure 1. Stages of Development in the Borg and Gall Model 

The study involved 5th Grade teachers and nine students at Elementary School 44 in 

Bengkulu City. Both groups were introduced to the foldable comic and provided feed-

back using a response scale to evaluate its effectiveness and suggest improvements. 

The trial aimed to determine the comic's role in enhancing students' cultural and civic 

literacy while gathering input from teachers for refinement. 

The main field trial expanded the participant base, including two Grade 5 classes: 

Class VA with 22 students (10 males and 12 females) and Class VB with 22 students (9 

males and 13 females), all from the same school. This larger sample size enabled a more 

comprehensive evaluation of the comic's impact on cultural and civic literacy and 

gathered insights from a broader demographic for further development. 

In the operational trial, Class VA served as the Experimental Group, and Class VB as 

the Control Group. The intervention, using the foldable comic, was implemented in Class 

VA, while Class VB received standard instruction. This phase compared outcomes bet-

ween the groups to assess the comic's effectiveness in improving cultural and civic 

literacy. By controlling external factors, this design provided stronger evidence of the 

intervention's impact. The data collection techniques used in the research and develop-

ment of foldable comic media based on Bengkulu folklore include: (1) Observation: 

Observing how students interact with the foldable comic media and their responses 

during the learning process. (2) Interview: Conducting interviews with teachers and 

students to gain deeper insights into their experiences with the foldable comic media 
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and their feedback. (3) Questionnaire: Administering questionnaires to gather data on 

perceptions, opinions, and evaluations from teachers and students regarding the effecti-

veness and usability of the foldable comic media in learning. (4) Product Assessment 

Scale: Using a scale to assess the quality and success of the foldable comic media based 

on specific criteria, such as clarity of the story, cultural diversity conveyed, and appro-

priateness of language used. And (5) Test: Administering tests to measure students' 

understanding of the material presented through the foldable comic media. 

Sugiyono (2018) defines research instruments as tools employed for data collection. 

For developing this media, the instruments utilized were expert validation sheets for 

evaluating the product and questionnaires to collect feedback from teachers and 

students. The research employed qualitative descriptive analysis and descriptive 

statistical analysis for data interpretation. Retnawati (2016) explains that Aiken’s V 

formula is used to calculate validity, as outlined below. 

V = 
∑𝑆

𝑛 (𝐶−1)
  .................................................................................................................. 1] 

Explanation: 

V = agreement index of experts (content validity) 

s = score assigned by each expert minus the lowest score 

N = number of experts 

C = number of categories chosen by experts 

To determine the validity criteria, refer to Aiken's coefficient in Table 1. 

Table 1. Criteria for Aiken’s V Coefficient 

Percentage Description 

0,8 – 1 Very Valid 

0,6 – 0,79 Valid 

0,40 – 0,59 Moderate 

0,20 – 0,39 Low 

0,00 – 0,19 Very Low 

The data analyzed to understand the responses of teachers and students regarding 

the media were obtained from a user response questionnaire distributed to them as 

research subjects after they had used the media. This questionnaire utilized a Guttman 

scale with a checklist method. The Guttman scale is employed when seeking definitive 

answers to specific questions or issues (Sugiyono, 2018). This method ensures that 

responses are clear and aligned with the intended purpose of the research, facilitating 

a structured analysis of user feedback on the media's effectiveness and usability. 

The questionnaire consists of statements, with each item using responses of yes and 

no. For positive questionnaire items, a yes answer is scored as 1, while a no answer is 

scored as 0. Conversely, for negative questionnaire items, a yes answer is scored as 0, 

and a no answer is scored as 1. The aggregated scores from the questionnaire are then 

calculated to obtain the percentage using the following formula: 

𝑃 =
𝐴

𝐵
 𝑥 100%  ........................................................................................................... 2] 

Based on the information provided: 

P = represents the percentage of user responses. 

A = denotes the total score obtained 

B = indicates the ideal total score. 
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The level of response from teachers and students corresponds to the criteria outlined 

in Table 2. 

Table 2. Criteria for Assessment of Teacher and Student Response Questionnaires 

Percentage Category 

84%-100% Very Good 

68%-83% Good 

52%-67% Fairly 

36%-51% Less 

20%-35% Not Good 

These categories categorize the quality of responses based on the percentage of 

scores obtained relative to the ideal maximum score B. They serve as benchmarks for 

evaluating how well the users (teachers and students) responded to the questionnaire 

items. 

RESULTS AND DISCUSSION  

The findings of this research and development are examined based on the outlined 

stages of the development process: 

Research and Information Gathering 

The process of gathering information involved conducting small-scale research, 

assessing the needs for developing a foldable comic rooted in local culture, examining 

cultural and social values, and reviewing relevant literature. This step provides a 

foundation for understanding the context and requirements for creating a comic tailored 

to the needs of primary school students in Bengkulu. 

Planning  

The planning stage involves analyzing learning outcomes in Bahasa Indonesia, 

identifying goals and indicators for cultural and civic literacy, and evaluating aspects of 

Bengkulu’s local culture suitable for fifth-grade elementary students. The researcher 

develops research instruments, including expert evaluation tools for content and 

presentation, questionnaires for teacher and student feedback, and plans for initial field 

trials in coordination with the principal of Elementary School 44 in Bengkulu City. This 

systematic planning ensures effective development and testing of the Bengkulu culture-

based foldable comic. 

Developing Initial Product Form 

The initial product is created following the insights gained during the planning phase. 

This prototype is then submitted to experts for validation, focusing on both content and 

presentation. Feedback gathered during this validation process guides the refinement 

of the foldable comic, which is inspired by Bengkulu's local culture, particularly the Tabot 

Festival. Through this iterative approach, the product is continuously improved to align 

with expert recommendations and field requirements, enhancing its content, language, 

and presentation to ensure it meets educational and cultural standards effectively. 

Content 

The validation process for the content aspect was carried out by two experts 

specializing in local cultural knowledge, particularly focusing on the "Tabot Festival of 

Bengkulu." These experts assessed the cultural accuracy, relevance, and 
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appropriateness of the content included in the foldable comic. The detailed results of 

the content validation are presented in Table 3, providing insights into the strengths and 

areas for improvement identified during the review. 

Table 3. Results of Content Aspect Validation 

Indicators 
Stage 1 Stage 2 

Aiken's V 

Score 

Aiken's V 

Coefficient Criteria 

Aiken's V 

Score 

Aiken's V 

Coefficient Criteria 

Alignment of Local Tabot Culture with 

the Curriculum 

0.63 Valid 0.80 Very Valid 

Relevance of Material to Cultural and 

Civic Literacy Elements 

0.59 Moderate 0.79 Valid 

Relevance to Cultural Values 0.68 Valid 0.85 Very Valid 

Development of Cultural Literacy Skills 0.75 Valid 1 Very Valid 

Application of Skills Related to Local 

Cultural Aspects of Bengkulu 

0.56 Moderate 0.75 Valid 

The content aspect validation results, shown in Table 3, indicate the following: In 

Stage 1, four indicators were rated as "Valid," while two were categorized as 

"Sufficiently Valid (Moderate)." In Stage 2, there was noticeable improvement, with four 

indicators moving into the "Very Valid" category, and two remaining in the "Valid" 

category. This progression reflects an enhancement in the language quality of the 

product across the stages of validation. 

Language 

The language aspect was evaluated by two experts in the Indonesian language. Their 

assessment provided valuable insights into the linguistic quality of the product. The 

results of this validation can be found in Table 4, offering a detailed overview of the 

experts' evaluations and recommendations. 

Table 4. Results of Language Aspect Validation 

Indicators 
Stage 1 Stage 2 

Aiken's V 

Score 

Aiken's V Coefficient 

Criteria 

Aiken's V 

Score 

Aiken's V Coefficient 

Criteria 

Clear Communication 0.59 Moderate 0.79 Valid 

Logical Structure 0.63 Valid 0.80 Very Valid 

Correct Language Usage 0.55 Moderate 0.75 Valid 

Relevant Terms and Symbols 0.67 Valid 0.85 Very Valid 

Understandable Language 0.65 Valid 0.80 Very Valid 

Developmentally Appropriate 

Language 

0.73 Valid 1 Very Valid 

The validation results for the language aspect, presented in Table 4, reveal the 

following: In Stage 1, there was one indicator rated as "Less Valid," three indicators in 

the "Sufficiently Valid" category, and two in the "Valid" category. In Stage 2, the 

evaluation showed significant improvement, with only one indicator remaining in the 

"Valid" category, while the remaining indicators were classified as "Very Valid." This 

shift highlights a positive enhancement in the language quality of the product over the 

course of the validation process. 

Presentation 

The presentation aspect was assessed by two experts: one specializing in fine arts 

and the other in instructional technology. Their evaluations provided valuable insights 
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into the design and effectiveness of the presentation. The findings from this validation 

process are detailed in Table 5. 

Table 5. Results of Presentation Aspect Validation 

Indicators 

Stage 1 Stage 2 

Aiken's V 

Score 

Aiken's V 

Coefficient 

Criteria 

Aiken's V 

Score 

Aiken's V 

Coefficient 

Criteria 

The type and size of font used in the comic are 

easy to read 
0.55 Moderate 0.75 Valid 

The content layout in the comic is organized 

systematically and logically 
0.67 Valid 0.80 Very Valid 

The visual design of the comic, including the use 

of colors, images, and engaging graphic 

elements, is appealing 

0.60 Valid 0.79 Valid 

Additional elements such as images or 

illustrations support the narrative and explain 

concepts 

0.53 Moderate 0.75 Valid 

The presentation effectively facilitates learning 0.79 Valid 1 Very Valid 

According to the validation results from presentation experts (Table 5), Stage 1 

evaluations revealed that two indicators were rated as "Sufficiently Valid (Moderate)," 

while three indicators were deemed "Valid." In Stage 2, the evaluation showed 

improvement, with two indicators classified as "Very Valid" and three others as "Valid." 

This progression reflects an enhancement in the presentation quality between the two 

stages of assessment. 

Preliminary Field Testing 

This stage involves a limited trial of the foldable comic design, which incorporates 

the local Tabot culture of Bengkulu. The trial is conducted with a fifth-grade class at 

Elementary School 44 in Bengkulu City. Following the trial, students offer feedback on 

the media. Response testing is then carried out to assess the product's appeal and 

usability, focusing on how attractive and practical the foldable comic is for its intended 

users, specifically teachers and students. 

Teacher Response 

The initial feedback was collected through questionnaires distributed to three fifth-

grade teachers at Elementary School 44 Bengkulu City. The findings from the teacher 

response test are presented in Table 6. 

Table 6. Teacher Response Results 

Indicators 
Teacher 

A 
Criteria 

The foldable comic media captures students' attention during the learning 

process. 

0.67 Good 

The suitability and relevance of the material presented in the comic align with 

the curriculum and meet students' needs. 

0.70 

The language used in the comic is easy to understand. 0.79 

The comic fosters appreciation for culture and citizenship. 1 

Average Score 0.79 

The response test conducted with three teachers (Table 6) yielded positive results, 

with all indicators receiving high scores. All responses were categorized as "Good," 

indicating favorable feedback. Following this, the next round of response testing 
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involved distributing questionnaires to 84 students from classes VA, VB, and VC at 

Elementary School 44 Bengkulu City. The results from the student response test are 

presented in Table 7. 

Table 7. Student Response Results 

Indicator Average Score Criteria 

Level of Attention to the Foldable Comic 0.76 

Good 

Interest in the Content Presented in the Comic 0.67 

Confidence in Understanding and Discussing Local Culture 0.58 

Satisfaction with the Learning Experience Provided by the Foldable Comic 0.79 

Average Score 0.70 

As shown in Table 7, the results of the product response test from the student 

participants revealed an average score of 0.70, placing it within the "Good" category. 

Revision of Main Products 

In this stage, the foldable comic, which incorporates Bengkulu folklore, is revised to 

better support cultural and civic literacy among students at elementary school 44 

Bengkulu City. The revision process is guided by the feedback and data collected from 

the initial limited field trials. The goal is to refine the comic and prepare it for broader 

field testing. This phase focuses on addressing any identified issues, integrating 

feedback, and ensuring the comic meets both educational objectives and the specific 

needs of the students. The outcomes of these revisions are illustrated in Figure 2. 

Before Revision After Revision 

 

 
The colors in the comic do not have gradations, and 

the narrative text as well as dialogue are not 

included 

The colors in the comic now have gradations, 

and the narrative text as well as dialogue 

have been included 

Figure 2. Main Product Revision Results 

Main Field Trial 

Students and teachers were given a straightforward response questionnaire to 

provide feedback based on their observations of the comic. The main field trial involved 

participants from two different elementary schools, with students and teachers from 

classes not previously included in the limited trial phase. The purpose of this expanded 

trial was to collect more detailed feedback from a larger and more diverse group of 

participants. This broader testing ensures the product's effectiveness in different 

environments and among a variety of users. The response test aimed to evaluate the 

product's appeal and usability for both teachers and students. 
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Teacher Response 

The initial response was gathered by distributing questionnaires to Grade V teachers 

B and C. The results of the teacher response test are presented in Table 8. 

Table 8. Results of Teacher Responses in the Main Field Trial 

Indicators 
Teacher 

B 

Teacher 

C 
Criteria 

The foldable comic media captures students' attention during the 

learning process. 

0.88 0.89 Very 

good 

The suitability and relevance of the material presented in the comic 

align with the curriculum and meet students' needs. 

1.00 1.00 

The language used in the comic is easy to understand. 0.89 0.91 

The comic fosters appreciation for culture and citizenship. 0.95 1.00 

Average Score 0.93 0.95 

The response test results from the teachers (Table 8) showed outstanding scores 

across all indicators, with all responses falling into the "Very Good" category. 

Student Response 

The next round of feedback was collected by distributing questionnaires to 84 Fifth-

Grade students. The results of the student response test are shown in Table 9. 

Table 9. Results of Student Responses to the Main Field Trial 

Indicator 
Class B 

Average 

Class C 

Average 
Criteria 

Level of Attention to the Foldable Comic 0.95 0.95 Very 

good Interest in the Content Presented in the Comic 0.89 0.90 

Confidence in Understanding and Discussing Local Culture 1.00 1.00 

Satisfaction with the Learning Experience Provided by the 

Foldable Comic 

0.91 0.93 

Average Score 0.94 0.95 

As shown in Table 9, the product response test results from the student participants 

yielded an average score of 0.95, placing it in the "Very Good" category. 

Operational Product Testing 

The operational testing phase concentrates on refining the product before its full 

implementation, ensuring it meets the desired learning objectives and fulfills user 

requirements. The outcomes of the product revisions are illustrated in Figure 3. 

 

Figure 3. Revision Results for Product Improvement 
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Baga et al. (2021) and Mamolo (2022) argue that visual learning media, such as 

comic-based resources, can enhance students' comprehension and improve memory 

retention by linking content with images. Research by Damopolii et al. (2022) and 

Linardatos & Apostolou (2023) indicates that digital comics can increase motivation, 

improve cognitive learning outcomes, boost affective learning, and develop critical 

thinking skills in students. Furthermore, Senen et al. (2021) demonstrated that classes 

utilizing comic media performed better than those that did not include comics in their 

teaching. 

Field Operational Test 

The field operational testing phase included a series of activities aimed at evaluating 

the effectiveness of foldable comics inspired by the Tabot Festival in Bengkulu. This 

evaluation involved fourth-grade elementary school students as the primary users and 

employed a Classroom Action Research (CAR) approach conducted over two cycles. At 

the conclusion of each cycle, students completed tests to assess their cultural and civic 

literacy, as well as questionnaires to gather additional feedback and insights for further 

refinement of the product. 

Table 10. Results of the Self-Assessment Questionnaire on Cultural and Civic Literacy 

Social Concern Attitude 
Test Results 

Cycle 1 Cycle 2 

Understanding the complexities of culture and citizenship 70.43% 85.50% 

Knowledge of one's own culture 69.50% 78.30% 

Awareness of civic responsibilities 67.00% 84.00% 

Concern for cultural heritage 74.56% 88.59% 

Average 70.37% 84.09% 

Table 10 shows a significant improvement in students' cultural and civic literacy 

between cycles. From Cycle 1 to Cycle 2, there was an average increase of 13.72% in 

literacy levels. In Cycle 1, students' literacy was classified as "Beginning to Develop," 

whereas in Cycle 2, it progressed to the "Consistently Cultivating" category. For a visual 

representation of these improvements, refer to Figure 4. 

 

Figure 4. Graph of Improvement in Students' Cultural Literacy and Civic Literacy 

Figure 4 illustrates a noticeable improvement in students' cultural literacy and civic 

understanding. This suggests that the foldable comic media rooted in Bengkulu's local 

culture, titled Festival Tabot Bengkulu, effectively enhances the cultural and civic 

literacy of elementary school students. 
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Final Product Revision 

The final revisions to the product were completed after the field operational testing 

phase, incorporating feedback and addressing areas for improvement identified during 

its use in elementary schools. The updated product is now optimized and proven 

effective in enhancing cultural and civic literacy among fifth-grade students. The final 

version of the foldable comic media is depicted in Figure 5. 

 

Figure 5. Outcomes of the Folded Comic Media Development 

Susanti et al. (2023) highlight that integrating illustrated learning materials with 

narrative storytelling offers a versatile framework for developing diverse educational 

resources across various themes. This method also supports the cultivation of higher-

order cognitive skills. According to Sabri et al. (2024), comics enhance the impact of 

textual narratives by incorporating visually engaging illustrations that capture readers' 

attention. Similarly, Akcanca (2020) emphasizes that comics serve as an effective 
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educational tool, offering students an alternative way to comprehend and retain the 

material presented, thereby enriching their understanding. Furthermore, Zarvianti and 

Sahida (2020) assert that comic-based learning materials are particularly well-suited 

for fostering critical thinking skills in educational settings. 

Dissemination and Implementation 

The dissemination phase represents the final step in the development process, focus-

ing on distributing the foldable comic to schools. The target schools for this stage include 

those involved in the research: elementary school 44, elementary school 55, Elementary 

School 41, and Elementary School 05 in Bengkulu City. This phase ensures that the locally 

inspired cultural comic, Festival Tabot Bengkulu, is effectively introduced and utilized 

within the intended educational settings. By doing so, it enables students to gain an 

enriched learning experience while enhancing their cultural and civic literacy. 

CONCLUSION 

The development of Folded Comic Media based on Bengkulu’s local culture, specifi-

cally the "Festival Tabot Bengkulu," has demonstrated its effectiveness in enhancing 

cultural and civic literacy among elementary school students. Feedback from content, 

language, and media experts validated the comic's alignment with educational stan-

dards, with scores categorized as "highly valid." Teachers and students also provided 

positive responses, emphasizing the comic's engaging format, relevance to local culture, 

and its ability to capture students' interest. These findings underscore the value of 

integrating local traditions, such as Bengkulu's "Tabot" culture, into interactive learning 

media to create meaningful educational experiences. 

The research findings showed significant improvement, with students' average 

literacy scores increasing from 70.37% in Cycle I to 84.09% in Cycle II. This indicates the 

potential of culturally contextualized educational tools in fostering cultural awareness, 

civic responsibility, and literacy skills in young learners. 

Future research should explore the adaptation and application of Folded Comic 

Media in different regions and student groups to broaden its impact. Additionally, 

incorporating diverse evaluation criteria and feedback from a wider range of stake-

holders, such as parents and educational policymakers, could further refine and expand 

its use. 

The findings highlight the broader implications for cultural and civic education in 

Indonesia. By leveraging local cultural narratives within innovative educational media, 

educators can promote cultural pride, strengthen national identity, and enhance literacy 

skills across diverse contexts. Teachers and educational institutions are encouraged to 

adopt and adapt this approach to create more engaging and culturally enriched learning 

environments. 
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