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Development of Digital Comics Containing Legends as a Media for Cultural Heritage
for the Alpha Generation

ABSTRACT

This research aims to develop a digital comic containing the legend of 'Curug Awang' as a
medium of cultural inheritance for the Alpha generation. By utilizing the Multimedia
Development Life Cycle (MDLC) model, this research goes through six stages: concept,
design, material collection, assembly, testing, and distribution. The results of the study show
that the Alpha generation has a high level of acceptance of this digital comic, with a benefit
percentage of 87.9%. Digital comics not only convey the value of local wisdom but also
revive legendary stories, making them easier to understand and remember for the alpha
generation. With an interactive and engaging approach, digital comics are expected to
increase interest in learning and cultural awareness among the alpha generation, as well as
contribute to cultural preservation and geological conservation education.

Keywords: Digital Comics, legends, alpha generation, intangible cultural heritage,
education.

INTRODUCTION

Waterfalls are known to be an important component of geodiversity in the UNESCO
Global Geopark area (Bollati et al., 2023) The waterfall, known as 'Curug' in West Java,
has a legend that has the potential to be a source of learning in geological conservation
education. This shows that the UNESCO Global Geopark has been proven to provide nature-
based learning resources for the educational process of both cultural and natural values,
including geology (Alvarez, 2020) Waterfall as one of the components of geodiversity has
the potential to be a source of learning because of the legends contained in it.

Curug often contains legends that describe the phenomenon of its occurrence or the
history of the name Curug which is recognized as true by the local community (Miskiewicz,
2016) Legends are folk prose stories that are considered by the narrator to be real events and
are often seen as collective "history" or folk history (Mastika et al., 2023) Given that Curug
is a component of geodiversity and the legends contained in it are elements of intangible
culture, revitalizing legends is very important.

The existence of legends as oral literary works is increasingly worrying. The
unsustainable inheritance process is due to the interruption of regeneration, among others,
many speakers have died. The interruption of regeneration is due to legends that have not
been documented to be transformed to the younger generation. Legends are known as one
of the intangible cultural heritage (Idris et al., 2016) and have been mandated at the 2003
UNESCO convention as one of the important cultural heritages to be protected (Eichler,
2021). This is so that the educational messages contained in the legend do not become extinct
and can be used as teaching materials in the educational process.

The legend of 'Curug’ contains the value of local wisdom that can be used as a source
of national cultural learning (Nasaruddin et al., 2024) The legend of 'Curug' reflects the
harmonious relationship between society and nature. The stories in these legends often
emphasize the importance of preserving the environment, respecting inherited myths and
traditions, and strengthening a sense of identity and community.

Developing digital comics by raising the values of the legend of 'Curug' in research is
considered very important in order to reach the younger generation in an interesting and
interactive way. Digital comics not only convey moral and cultural messages, but also revive
legendary stories, making them easier for younger generations to understand and remember.




With this approach, the local wisdom contained in the legend of 'Curug' can continue to be
preserved and become a source of inspiration for the younger generation, especially for the
Alpha generation who are in elementary school. According to the characteristics of the
development of the young generation who are sitting at the elementary school level, they
have the characteristic of liking stories. Digital comics offer a relevant and effective way to
introduce them to valuable cultural heritage. However, along with the rapid development of
digital technology, the current alpha generation tends to choose practical media to obtain
information (Rina et al., 2020) Digital comics filled with legends are the right medium to
facilitate the Alpha generation, which is known to be close to technology (Ziatdinov &
Cilliers, 2021) Through the development of digital comics, it is possible that the values of
legends are not only understood, but also appreciated by the alpha generation.

In today's digital era, children spend a lot of time with electronic devices, so the digital
comic loaded with the legend 'Curug' can be an effective bridge to connect them with the
local wisdom contained in the legend. With an engaging and interactive format, digital
comics are able to capture their attention, making learning more fun and relevant to daily
life. In addition, this digital comic medium allows children to interact with the story directly,
strengthening their understanding of the values contained in the legend of 'Curug'. Thus,
digital comics not only function as an educational medium, but also as a means to foster love
and pride in local culture among the younger generation.

The urgency of developing digital comics with legends through research is as an
effort to digitally document legends and revitalize legends so that they can be transformed
into the alpha generation. Therefore, the research aims to document and revitalize the
legend of Curug Awang in the Ciletuh-Palabuhanratu UNESCO Global Geopark area
(Ciletuh Palabuhanratu UGGP) through Digital Comics. Through Digital Comics, it is
hoped that it will be a medium for cultural inheritance with the value of local wisdom to
elementary school students both in formal and non-formal paths. Through digital comics
containing the legend of 'Curug', it is hoped that it can contribute to the conservation of
geodiversity and the revitalization of intangible culture for the success of sustainable
development programs (SDGs).

RESEARCH METHODS

The research method applied is the development of the Multimedia Development
Life Cycle (MDLC) model. In accordance with the purpose of the research is to produce
digital comic products, MDLC was chosen with the consideration that it can produce a
variety of multimedia products including digital comics flexibly and can be adjusted to
use. A development process model for multimedia that refers to the Multimedia
Development Life Cycle (MDLC). Multimedia Development Life Cycle This research
aims to develop a digital comic media using 6 stages, namely concept, design, material
collecting, assembly, testing and distribution. The MDLC design consists of six cycles as
shown in figure 3.1.
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Figure 1. Method of MDLC

MDLC has 6 stages, namely Concept, Design, Material Collecting, Assembly, Testing,
Distribution.

1

. The concept stage is determining the purpose, identifying the audience, the type of

application (presentation, interactive, etc.), the purpose of the application (information,
entertainment, training, education, etc.) and general specifications. At the concepi stage,
it is determined that the purpose and who the digital comic users (identification
audience), the type of application, the purpose of the application, and general
specifications are determined. The basis of the rules for design is also determined at this
stage, such as the size of the application, targets, and others.

. Design is to make detailed specifications about the object architecture, and project

material needs, such as designing navigation structures, designing transition diagrams,

designing displays, storyboards, and others. This stage also affects the next stage of

making digital comic products.

a. Actor Identification Before identifying the use case scenario, the identification of the
person who interacts with the application or the so-called actor is first carried out.

b. Identify use cases. Use case is the functional information of a system seen from the
user's point of view. Use cases describe the processes that exist in the system.

c. Use case diagram is a modeling for the behavior of the information system to be
created. A4 use case describes an interaction between one or more actors with the
information system to be created.

d. Scenario Scenario is a sequence of steps that explain between the user and the system.
A scenario can contain all events on a specific object or class.

e. An Activity Diagram is a diagram that describes the workflow or activity of a system.

f. Storyboard is a description of each scene that explains the visual form of the design,
including the placement of multimedia elements. This storvboard will be used as a
reference to carry out the process of creating a display at the implementation stage.

. Material collection. At this stage, material collection is carried out such as image

collection, photo taking, audio collection, and others necessary for the next stage.

. Assembly is the stage where all multimedia objects are created. The creation is based on

storvboards, flowcharts, and diagrams that come from the design stage.

. Testing The testing stage is carried out after the creation stage and all data has been

entered. Product testing is carried out through the validation of media experts and user
acceptance tests, namely teachers and elementary school students.

. Distribution is the stage where digital comic applications will be duplicated using build

applications or other storage media.

Obyek Penelitian




Obyek penelitian pengembangan komik digital adalah legenda curug yakni Curug
Awang yang berlokasi di area Ciletuh-Palabuhanratu UNESCO Global Geopark (UGGp).
Pemilihan obyek didasari pertimbangan bahwa curug merupakan salah satu unsur
geodiversity yang menyimpan legenda bermuatan kearifan lokal untuk menjaga kelestarian
curug. Makna legenda curug bermanfaat bagi generasi alpha karena muatan pendidikan
konservasi potensi alam yang ada didalamnya.

Research Respondents
The research respondents consisted of media expert validators, language validators,
and the alpha generation, who were respondents in testing digital comic products.

Research Instruments

The research instrument developed is a questionnaire that functions for the validation
of comic products by validators of media experts, linguists, and user acceptance, namely
elementary school students as part of the alpha generation group. The instrument was
developed to be applied at the testing stage of the MDLC research method stage. The
questionnaire instrument was developed based on the Likert scale with a score range of 1
to 4 to represent the categories of very good, good, enough, and poor.

1. Media expert validation instrument
Media expert validation is intended to validate comic products reviewed from the
graphic aspect, presentation aspect, and application aspect (Table 1).
Tabel 1. Instrumen Validasi Ahli Media

. Validation
No X:::::::d Validation Criteria Score
4 (3 (2|1
1. | Graphic Image and illustration sizing accuracy
Aspects Accuracy of the shape of images and

illustrations

Balance of proportions of images, illustrations

and text

Accuracy of the layout of the story sequence
Neat layout of the story sequence

Number of Graphic Aspect Scores
2. | Aspects of | Storyline clarity
Presentation | Accuracy in character selection
Matching images to stories
Accuracy of conversation balloon placement
Image quality (color and hackground)
Design display of each screen
Opening design display
Matching the color of the writing to the
background

Total Serving Aspect Score

3. | Application | Simple operation

Aspects The file size is not large

Digital comic media is easy in the process
installation




. Validation
No Validated Validation Criteria Score
Aspects 4321

Appropriate time in the medium
Ease of use of navigation buttons
Total Application Aspect Score
Average Score

1. Linguist Validation Instrument

The linguist validation instrument was developed with the aim of validating comic
products from the aspect of the language used in the comic dialogue. The criteria for
language aspects include language suitability with the language ability of the Alpha
generation, ease of understanding, language meaning, language relationship with the
meaning of dialogue, language compatibility with characters, and language compatibility
with the meaning of messages, and term writing. Linguist validation instrument (Table 2).

Table 2. Linguist Validation Instrument

Validation Score

413121

No |Validated Aspects|Validation Criteria

1.  |Language Aspects Compatibility of the language used with
the language ability of the Alpha
generation (elementary school age)
The language is easy to understand
[_anguage has no double meaning
The Connection of Language to the
Meaning of Dialogue/Conversation
Conversational language compatibility
with comic characters
Compatibility of Language with the
meaning of the message in the comic story
Accuracy of term writing

Total Language Aspect Score

Average Score

Alpha Generation Acceptance Instrument for Digital Comics
The acceptance instrument was developed to test comic products from the aspect of
digital comic acceptance by the alpha generation.

Table 3 Instruments of Alpha Generation Acceptance of Digital Comics
Skor Penilaian

No Aspects .O.f Acceptance Indicators Siswa
Acceptability
4 |3 [2]1
A. Benefit 1. Digital comics about the Legend of

Curug Awang and Puncakmanik
are useful to help me learn about
legends.




Skor Penilaian
Acceptance Indicators Siswa
4 |3 ]2]1

Aspects of

No Acceptability

2. The Digital Comic about the
Legend of Curug Awang helped
me learn moral messages that |
could apply.

3. Digital comics about the Legend of
Curug Awang are useful in
increasing my interest in reading.

B. | Student Interest | 4. I'm interested in digital comics

5. I'm happy with comic stories

6. Comics are easy to understand the
story
7. Digital comics fit my hobby
C. | Comic Display | 8. Comic general appearance
9. Comic background.

10. Readability of text/sentences in
comics.

11. Characters in comics.

12. Text bubble size in comics.

Data Analysis Techniques

Data analysis techniques are used to analyze the results of testing digital comic
products. The data was obtained from the results of validation by media experts, linguists,
and the acceptance of the alpha generation towards comics.

Data Analysis Techniques for Validation of Media Experts and Linguists

The data analysis technique used to analyze the results of expert validation is the
calculation of the average score of the aspects of comic products made in the form of a Likert
scale. This scale helps measure how well a digital comic product meets predetermined
criteria. For the quality of the comics, validation instruments are used that will be given to
media experts and linguists who can help identify areas that need improvement. The
validation score is calculated as an average of all aspects divided by the number of aspect
items by the formula:

= X
go Ix
_ n
X= Score Average

x= Total Score
n= Number of statement items
The average score is compared with the following criteria.

Tabel 4 Kriteria Validasi

Average Score Validation
Criteria
=40 Excellent
>3,0-3.9 Good




=2,0-29 Enough
<1,0-19 Less

Data Analysis Techniques for Alpha Generation Acceptance Testing Results

Data on wuser acceptance as research respondents were collected through
questionnaires processed using the feasibility percentage formula. This percentage indicates
the level of feasibility and suitability of digital comics with the set criteria. The data analysis
technique will be processed with the followin%formula.

X
P%:ﬁxloo%

Figure 2. Formula for Determining the Eligibility of Digital Comics

P =Value the benefits and accuracy of digital comics
2>'x  =The total number of respondents’ answers to each question
>xi = The ideal number of scores for each question

The results of obtaining the average acceptance value that has been obtained through the
formula above are compared to the table of digital comic eligibility categories.

Table 5 Categories of Digital Comic Eligibility Levels

Highly Worthy 81 -100%
Worthy 81 -100%
Quite Decent 61 —80%
Less Worthy 21 —40%
Not Eligible <20%

RESEARCH RESULTS AND DISCUSSION

The results of the research on the development of digital comics apply the Multimedia
Development Life Cycle (MDLC) model in revitalizing the legend of Curug Awang. The
procedure goes through six stages to produce a quality digital comic final product.

1. Concept Stage

At this stage, the story ideas and characters were successfully formulated, targeting
the Alpha generation as the main audience. The emphasis on local wisdom values in the
characters developed gives depth to the story. The character of Princess Nawang Wulan is a
royal princess who has a concern for the importance of protecting the natural environment,
creating a relevant moral message for the alpha generation. This shows that the character of
a legendary figure can be played as an example in character education (Nasaruddin et al.,
2024)

2. Design Stage

Creating a synopsis, storyboard, and visual design plays a crucial role in compiling an
interesting storyline. Interaction with the planned target audience also provides a more
immersive experience, allowing the reader to emotionally engage with the story (Swandi et
al., 2020).




3. Material Collecting Stage

Gathering references from legal and reliable sources of documents available at the
Tourism, Culture and Youth Development Office can help ensure the accuracy and
credibility of the content. It also supports the preservation of local culture by utilizing
existing resources.

4. Assembling Stage

The assembling stage is a production process that involves the development of panel
images and the writing of dialogues to ensure that the comic meets the set quality standards.
The editing and editing that is done also contributes to the smooth flow of the storyline.

5. Testing Stage

Validation by media experts and linguists shows that digital comic products have met
the eligibility criteria. Good validation results show that the research team has successfully
identified and improved aspects that need to be improved, such as the inclusion of the
agency's logo and usage guidelines.

Tabel 6 Perolehan Skor Validasi Ahli Media

No. Validation Validator 1 | Validator2 | Average Score
Aspect of every aspect
1. | Graphic aspect 18 18 3.6
2. Aspect of 27 28 34
presentation
3. Aplication 18 18 3,6
Average for all aspects 353

Based on the average validation score obtained by media experts, it shows that the
three digital comic media obtained an average score of 3.53 from validator 1 and validator
2. Thus, the results of the validation of media experts reached the good category.

Table7. Acquisition of Linguist Validation Score

No. Aspect Validator 1 | Validator
2
1. | Compatibility of the language used with the 3 3
language ability of the Alpha generation
(elementary school age)
2. | The language is easy to understand 3 4
3. | Language has no double meaning 4 4
4. | The Connection of Language to the 4 4
Meaning of Dialogue/Conversation
5. | Conversational language compatibility with 3 3
comic characters
6. | Compatibility of Language with the 4 <
meaning of the message in the comic story
7. | Accuracy of term writing 3 3
Average for all aspects 34 35

Based on the average validation score of linguists, it shows that the aspect of language
use in digital comics is obtained with an average score of 3.4 for validator 1 and 3.5 for




validator 2. The average score met the good criteria. Thus, the use of language in digital
comics is well validated. This suggests that the combination of images and language in
comics is synergistic (Karthika Devi et al., 2020).

Table 8 Percentage of Acceptance Score
Generation Alpha towards Digital Comics

No Aspect Score Acquisition (%)
1 Benefit 87,9
2 Student interest 79,4
3 Comic view 83,1

The results and analysis of the data obtained from the questionnaire showed that the
Alpha generation received the developed digital comics well. With a percentage of benefits
reaching 87.9%, student interest 79 4%, and comic display 83.1%, it can be concluded that
this comic has managed to attract students' attention. The high level of benefits felt shows
that comics are not only entertaining but also educational, providing added value in the
learning process.

The results of the study show that the alpha generation has a high level of acceptance
of digital comics that contain legends. This finding is in line with the opinion of Rina et al.
(Afriliani et al., 2022; Rina et al., 2020; Sukmanasa et al., 2017), which stated that digital
comics can be an effective medium to improve the quality of learning. Digital comics can
help build positive educational values among elementary school students, who are part of
the alpha generation. With their proximity to technology, the alpha generation is more easily
connected to visual media (Rachman et al., 2023) Therefore, the use of digital comics as a
means of education has the potential to increase their interest and understanding of local
wisdom.

6. Distribution Stage

Digital comics after going through testing are distributed through the Webtoon
platform to guarantee wide accessibility for the Alpha generation. This is important to ensure
that the comic is easily accessible to the targeted audience. The distribution of comics is
carried out through a webtoon platform. Through webtoons, users feel comfortable in using
comic features (Apriliani et al., 2022).

CONCLUSION

The results of this study show that the development of digital comics that raise the
legend of Curug Awang can be an effective medium to revitalize the values of local wisdom.
By utilizing digital technology, this research has not only succeeded in preserving culture,
but also increasing education and cultural awareness among the younger generation.
Therefore, it is important to continue to develop and utilize media like this in an effort to
preserve culture.

REFERENSI

Afriliani, D, Murdiono, M., & Hajuan, M. A. (2022). Increasing Student Activity Using
The TSTS Learning Model Assisted By Digital Comics Media. AL-ISHLAH: Jurnal
Pendidikan. 14(4),5873-5884. https://doi.org/10.35445/alishlah.v14i4.2043

Alvarez, R.F. (2020). Geoparks and education: UNESCO global geopark Villuercas-Ibores-




Jara as a case study in Spain. Geosciences (Switzerland), 10(1).
https://doi.org/10.3390/geosciences10010027

Apriliani, K., Setiawati, R.,Ningtyas, D. M., Febiola,F_, & Primasari, C. H. (2022). Analisis
User Experience pada Aplikasi Line Webtoon. KONSTELASI: Konvergensi Teknologi
Dan Sistem Informasi, 2(2), 403—410. https://doi.org/10.24002/konstelasi.v2i2.5334

Bollati, I. M., Caironi, V., Gallo, A., Muccignato, E., Pelfini, M., & Bagnati, T. (2023).
How to integrate cultural and geological heritage? The case of the Comuniterrae
project (Sesia Val Grande UNESCO Global Geopark, northern Italy). Acta
Universitatis Carolinae, Geographica, 58(1), 129-145.
https://doi.org/10.14712/23361980.2023.10

Eichler, J. (2021). Intangible cultural heritage, inequalities and participation: who decides
on heritage? International Journal of Human Rights, 25(5),793-814.
https://doi.org/10.1080/13642987.2020.1822821

Idris, M. Z., Mustaffa, N. B., & Yusoff, S. O. §.(2016). Preservation of Intangible
Cultural Heritage Using Advance Digital Technology: Issues and Challenges.
Harmonia: Journal of Arts Research and Education, 16(1), 1.
https://doi.org/10.15294/harmonia.v16i1 6353

Karthika Devi, M. S., Fathima, S., & Baskaran, R. (2020). CBCS - Comic book cover
Synopsis: Generating synopsis of a comic book with unsupervised abstractive
dialogue. Procedia Computer Science, 172, 701-708.
https://doi.org/10.1016/j.procs.2020.05.100

Mastika, 1. K., Harsono, S. S., Khristianto, W., Oktawirani, P., & Hutama, P. S.(2023).
Creative strategies of local resources in managing geotourism in the Ijen Geopark
Bondowoso, East Java, Indonesia. International Journal of Geoheritage and Parks,
11(1), 149-168. https://doi.org/10.1016/].ijgeop.2023.01.002

Miskiewicz, K. (2016). Promoting geoheritage in geoparks as an element of educational
tourism. Geotourism. Organization of the Tourism and Education in the Geoparks in
the Middle-Europe Mountains, 9, 37-48.

Nasaruddin, N ., Maulana, 1., & Safrudin, M. (2024). Analysis of the Implementation of
Character Education Based on Local Culture in Indonesia. AL-ISHLAH : Jurnal
Pendidikan, 16(2),2851-2862. https://doi.org/10.35445/alishlah.v16i2.4799

Rachman, [. F., Hakim, F., Kartadireja, W. N, & Ginanjar, A. A. (2023). Optimalisasi
Pendidikan Karakter Melalui Penerapan Environment Project-Based Learning
Terintegrasi Media Audio Visual. Kwangsan: Jurnal Teknologi Pendidikan, 11(1),
524 https://doi.org/10.31800/jtp kw.v11Inl.p524--538

Rina,N_, Suminar,J. R., Damayani, N. A_, & Hafiar, H. (2020). Character education based
on digital comic media. International Journal of Interactive Mobile Technologies,
14(3), 107-127. https://doi.org/10.3991/ijim.v14i03.12111

Sukmanasa, E., Windiyani, T., & Novita, L. (2017). Pengembangan Media Pembelajaran
Komik Digital Pada Mata Pelajaran llmu Pengetahuan Sosial Bagi Siswa Kelas V
Sekolah Dasar Di Kota Bogor. Jurnal Pendidikan Sekolah Dasar, 3(2), 171.
https://doi.org/10.30870/jpsd.v3i2.2138

Swandi, [. W_, Wibawa, A. P_, Pradana, G. Y. K_, & Suarkad, [. N. (2020). The digital
comic Tantri Kamandaka: A discovery for national character education. International
Journal of Innovation, Creativity and Change, 13(3), 718-732.

Ziatdinov, R., & Cilliers,J. (2021). Generation Alpha: Understanding the Next Cohort of
University Students. European Journal of Contemporary Education, 10(3), 783-789.
https://doi.org/10.13187/ejced.2021.3.783







Draf-Artikel-Translate.docx

ORIGINALITY REPORT

12, 10, 9 3

SIMILARITY INDEX INTERNET SOURCES PUBLICATIONS STUDENT PAPERS

PRIMARY SOURCES

ogkac 1%
journal.ikipsiliwangi.ac.id 10/

Internet Source 0
o) ppm-Utacie 1o
ohosopng e 1o

WWwWWw.iiste.or
Internet Source g 1 %
ﬂ Submitted to UIN Syarif Hidayatullah Jakarta 1
Student Paper %

A F Pukeng, R R Fauzi, Lilyana, R Andrea, E
Yulsilviana, S Mallala. "An intelligent agent of
finite state machine in educational game
“Flora the Explorer”, Journal of Physics:
Conference Series, 2019

Publication

<1%

=




B Ahmad Priyadi, Heru Kuswanto. "The Android- <1 o
based comic of Gajah Mungkur Dam: ’
Improving mathematical representation and
critical thinking abilities", Journal of
Technology and Science Education, 2023
Publication

n Paulina Pannen, Ojat Darojat, Moch Abduh. <1 o
"Education Technology in the New Normal - ’
Now and Beyond", Routledge, 2023
Publication
jurnal.polibatam.ac.id

{nternet Soru)rce <1 %
join.if.uinsqgd.ac.id

{nternetSource g <1 %

Submitted to Universitas International Batam <1
Student Paper 06
jurnal.untan.ac.id

{nternet Source <1 %
Submitted to Universitas Negeri Manado

Student Paper g <1 %
link.springer.com

Internet g)urceg <1 %
www.journal.staihubbulwathan.id

Internet SJource <1 %

—_
~N

jurnal.umsu.ac.id

Internet Source



<1%

www.researchgate.net

Internet Source g <1 %
www2.mdpi.com

Internet Source p <1 %
Desy Krisna, Gunarhadi Gunarhadi, Winarno <1 o
Winarno. "Development of Educational Comic ’
with Local Wisdom to Foster Morality of
Elementary School Students: A Need
Analysis", International Journal of Educational
Methodology, 2020
Publication
Isti Nurul Hidayah, Dwi Agus Sulis Setiowati, <1 o
Dwina Elvrida Estefani Sianipar, Najwa Anisa. ’
"The Influence of the TikTok Poison
Phenomenon as a Glow Up Trend on Interest
in Buying Beauty Products", APLIKATIF:
Journal of Research Trends in Social Sciences
and Humanities, 2023
Publication
ejournal.undiksha.ac.id

. In{ernet Source <1 %
journal.unnes.ac.id
{nternet Source <1 %

kurdishstudies.net

Internet Source



<1%

repository.narotama.ac.id

Inteﬁﬁet Sourc';y <1 %
www.ncbi.nlm.nih.gov

Internet Source g <1 %
A.H.G. Kusumah, C.U. Abdullah, D. Turgarini,

. . . 2 <l%
M. Ruhimat, O. Ridwanudin, Y. Yuniawati.
"Promoting Creative Tourism: Current Issues
in Tourism Research", CRC Press, 2021
Publication

Moh Ramdhan Arif Kaluku, Nikmasari Pakaya, <1 o
Galang Leoni Yagri Ms Punu. "Implementation °
of augmented reality on historical
monuments in Gorontalo Province",
Indonesian Journal of Electrical Engineering
and Computer Science, 2022
Publication
Nofha Rina, Jenny Ratna Suminar, Ninis

- : . < | %
Agustini Damayani, Hanny Hafiar. "Character
Education Based On Digital Comic Media",
International Journal of Interactive Mobile
Technologies (iJIM), 2020
Publication
Rubén Fernandez Alvarez. "Geoparks and <1

%

Education: UNESCO Global Geopark



Villuercas-Ibores-Jara as a Case Study in
Spain", Geosciences, 2020

Publication

Exclude quotes Off Exclude matches Off
Exclude bibliography On



