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Abstract---The purpose of this research is to integrate psychology,
technology, and language in reading the characters in Indonesian
children's films as media and learning materials for character building
for elementary school students in Indonesia. This research design uses
mixed methods. The source of research data is sourced from elementary
school students' learning activities in Indonesian subjects using
Indonesian children's films as media and learning materials. Data were
collected using questionnaires, interviews, and focus group discussions.
Respondents of this study were elementary school teachers as many as
98 teachers. Qualitative data were analyzed by interpreting techniques
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and presented in the form of descriptions, while quantitative data were
analyzed by calculating the average student learning outcomes
presented in the form of percentages. The findings of this study are
twofold, namely, the findings of this study are twofold, namely by using
Indonesian children's films as a medium as well as a source of learning
and learning materials can shape students' character and improve
student achievement.
Keywords---film, independence learning, learning, media,
psychotechnoliteracy.
Introduction
Learning is a complex series of activities that include learning, teaching, and being
supported by subject matter as a source of learning and media as teaching aids or
intermediaries that facilitate the continuity of the learning process. Learning and
teaching each has a principal. Students who are taught and teachers who teach.
Both are mutually integrated in teaching activities. Likewise with the subject
matter and media. To make it easier for the subject matter to be accepted and
understood by students, it requires media as a means of support. Therefore, both
of them are integrated in the knowledge transformation process carried out by
teachers and students.
Non-formal learning has a broad understanding. Learning can lead to all aspects.
In fact, all the processes that are passed in life in all human activities are learning.
Simplified, learning is a process of interaction, adaptation, and the process of
exchanging information. The process of communicating too, both interpersonally
and in a group is part of the learning process. However, if learning is viewed in a
formal aspect, then learning is identical to the teaching process.
Teaching is part of learning activities. However, both have concrete definitions.
Learning is related to learning activities. Learning is related to psychology as an
independent science. The subject of learning has even become the most studied
topic in the field of psychology. In fact, the definition of learning can be found in
various fields of science. This shows that the definition of learning is very diverse
across disciplines. The definitions of learning across various disciplines can be
combined and reconciled between one discipline and another (Ebbinghaus, 2013;
Thorndike, 1911; De Houwer et al, 2013, Barron et al, 2015). Abbott (1994),
learning is a series of activities that encourage students to reflect on themselves by
utilizing their knowledge and experience in the learning process to form new
knowledge. Lachman (1997), learning refers to learning activities which include the
process of changing behavior based on experience. Thus, learning is the effect of
experience on behavior.
Learning and knowledge are two important things and are interrelated. Learning is
a process of transforming and acquiring knowledge. Meanwhile, knowledge can be
built through learning. This is in line with the goal of the explanation put forward
by Jarvis (2007), that learning and knowledge are considered as fundamental
resources for future development. Knowledge can be acquired in lifelong or lifelong
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learning. With knowledge, humans can compete in global competition. Becker
(2009); Mincer (1958), argue that since the beginning of the 20th century by some
parts of the Western world, learning has revolutionized learning as part of
education that requires people to get a proper education through institutions both
formal and informal. non-formal.
Van Rossum & Hamer (2010), put forward the definition of learning which is
summarized into several concepts. First, learning is a process of increasing
knowledge. Second, learning is the process of reciting and memorizing material.
Third, learning is the process of acquiring facts, procedures, and others. Fourth,
learning is an abstraction of meaning. Fifth, learning is an interpreting process that
refers to an understanding of reality. Sixth, learning is a process of self-realization.
Referring to the summarized concepts, the essence of learning, whether defined
based on formal or non-formal education, is the process of acquiring knowledge
that can be used as a reference in changing mindsets and attitudes or behavior so
that it is more humane. That is, learning is a more complex human process,
although in reality no human is perfect.
Meanwhile, the teaching process is the act of teaching or teaching which is related
to the process of interaction between students as people who learn and teachers as
people who teach. Students as people who learn have the potential to become
useful human beings. Psychologically, all humans have various potentials and
need to be developed through various activities. The potential of students can be
developed through learning activities that are supported by the teacher. Therefore,
teachers must be educated. That is, educated teachers are not only supported by
the ability to interact with students as social beings. However, teachers must also
have adequate knowledge, sufficient experience, unquestionable competence, and
most importantly, exemplary behavior. Because, as one of the goals of teaching as
part of the learning process is the process of changing behavior or attitudes.
Many experts in education or teaching are familiar in this world. Of course, they
also have different definitions of teaching based on their approach, experience, and
perspective. Nilsen & Albertalli (2002), focusing on the teaching process are
teaching activities carried out by teachers. Teaching refers to the teacher guiding a
student or group of students from a low level of knowledge and skills to a higher
level. On the other hand, Desforges (1995), argues, teaching is part of the process
of managing student experiences which is mostly carried out in the classroom or at
school as a strategy in teaching students.
Teaching is a teaching process carried out by teachers to teach students. Teaching
is an effective process in learning. Teaching is the responsibility of a teacher in
carrying out active and effective learning. Teaching is an ethical task or activity
that must be carried out in learning. Teaching as a process of facilitating learning.
Teaching as a process carried out by teachers in imparting knowledge, transferring
skills, simulating attitudes, and applying values to students. In addition, teaching
as a process of integrating the intellectual and capacities of students to change
student behavior. Thus, the teaching process is not only aimed at conveying
information to students, but also regarding how to receive, integrate, and apply the
information conveyed by the teacher (Etsey et al., 2009; Farrant, 1980).

73
Teaching is a teaching activity as part of the arts that aims to motivate students to
behave according to learning outcomes. In fact, persuading students to apply the
acquired behavioral concepts into their daily social activities. because, basically
changing a more positive behavior is one of the important goals in learning.
Teaching as an art with respect to teachers must have special skills in creating a
more comfortable and enjoyable learning situation. In addition, teachers must also
have strategies and approaches in motivating students to have a higher interest in
learning (Schlechty, 2004).
Regarding teaching, Melby (1994), also states that teaching is not just about
channeling and transferring lessons. However, teachers must be able to involve
students in the teaching and learning process. In this case, students are given the
opportunity to participate fully, namely students become the main actors in
teaching and learning activities. Meanwhile, the teacher, in addition to acting as a
facilitator, also acts as a director, mentor, and evaluator. Therefore, the teacher as
a teacher, then he must be open to accept every difference that is owned by each
student. Students as people who want to learn and have potential must be treated
in the same way, equitably, and fairly. This is to avoid a sarcastic impression that
can lead to ridicule so that there are irregularities and negative deviations for the
community aimed at teachers.
It is different from Thring's (2001), point of view in defining teaching. According to
him, teaching as part of the teaching process is not only limited to the process of
pouring lessons or transferring knowledge to students. However, teaching is
essentially related to the ability of the teacher to get the hearts and minds of
students to awaken and give confidence to students' understanding that teaching
and learning is a valuable thing and the process must be followed.
Based on the different definitions of teaching put forward, Van Rossum & Hamer
(2010), summarize the definition of teaching in several concepts. First, teaching is
the process of transforming clear and structured information. Second, teaching is
the process of transmitting knowledge in a structured manner so that it can be
accepted and understood by the recipient. Third, teaching is a process of
interaction and character formation. Fourth, teaching is a challenging process to
think for yourself and develop a way of thinking. Fifth, teaching is a process of
dialogue and communication. Sixth, teaching is the process of building a system of
authentic trust and relationships or caring for each other.
Many things can be done by teachers to make it easier for the subject matter to be
understood and accepted by students in the learning process. One of them, using
the media as an intermediary. Media has an important role in connecting students
with the subject matter. Media can be used as a solution in solving problems found
by teachers in the learning or teaching process. Media can also be interpreted as a
communication device. This is alluded to by Dewney & Ride (2006); Flew (2007);
Heinich (1996), the media is a communication channel. Media or medium comes
from Latin which means "between" or "intermediary". The term relates to the media
as an intermediary in conveying information carried out by the speaker to the
recipient. The media concept focuses on technology. Therefore, in learning, the
media acts as a means to send messages (deliver material).
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By using media, it can motivate students to be actively involved in the learning
process. The most important thing in using media is to be able to make
communication effective. Therefore, if a media is designed properly and optimally, it
will have a drastic effect on teaching or learning activities. The influence or positive
impact on the use of learning media, among others; saving time; increase student
interest in learning; invite students' attention to the material; clarify the idea of the
material section; strengthen concepts related to the material; facilitate the teacher
in delivering the material; provide deeper knowledge to students; and provide
learning experiences to students Mohan et al. (1992).
Media can also be defined as a learning and teaching device. media related to
technology, symbol systems, or things that are considered to facilitate the learning
process (Kozma, 1991). Learning media can provoke students to study
independently and in groups without expecting full teacher involvement. This is
because the media is not only an intermediary for communication, but even the
media can be a set of tools that include teaching materials or materials so that they
can directly educate students. Good media are media that can make learning more
interesting and create a comfortable-fun learning atmosphere so that the learning
process becomes effective, both in the classroom and outside the classroom or
outside the school environment (Locatis & Atkinson, 1990).
From the 1980s to the 2000s, it was known as the millennial era, namely life that
cannot be separated and avoided from the help of information technology. The
millennial era is also called the era of disruption or the era of disruption. The era of
disruption is a phenomenon that encourages people to move through the virtual
world which previously went through the real world. That is, the era of disruption
is an era of technological development that is growing rapidly and sophisticatedly
so that almost all daily activities carried out by people in their lives cannot be
separated from the help of technology or digital-based media. Therefore, the era of
disruption is also called the digital era.
Sivitanides & Shah (2011), argues that the digital era is a digital revolution
movement. The digital revolution is as if everyone is invited to enter a new world by
introducing new things. This is regarding that almost all activities are processed
digitally. With another explanation, that the digital era makes human life more
modern, namely shifting from activities that were originally still traditional to new
activities due to the various sophisticated and more modern facilities offered. This
statement shows that the digital era as it is today, like it or not, everyone in all
corners of the world must accept the presence of the digital era as a real thing and
has been confronted, and even some people from around the world have enjoyed
and used the facilities offered.
Gallardo-Echenique et al. (2015), estimates that digital technology was born
between 1980 and 1994. The emergence of the digital era encourages teachers and
students to be more creative and skilled in the learning process. Based on the
conclusions of research conducted by Yasumuto (2014), it shows that learning
using digital-based media attracts the interest of many academics, especially
teachers. Apart from being a liaison between subject matter and students, digitalbased media can also optimize student learning activities. Digital-based media can
be applied directly and also indirectly (two-way) or distance learning. Thus,
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learning using digital-based media has been implemented by educational
institutions in Japan.
In line with the development of advanced technology which is marked by the
widespread use of digital-based media, the types of learning media are also
developing. Based on the type, there are three types of learning media, namely
audio-based media, visual-based media, and audio-visual-based media. First,
audio-based media is media that can display sound or supported media and has
sound elements so that it can be heard directly by students. Audio-based media is
a type of media that contains messages in an auditive form that can stimulate
students' feelings, attention, and abilities in learning and understanding the
subject matter.
Second, visual-based media are media that can be sensed directly by students
through the sense of sight. Visual-based media can react to students so that
students can easily describe concepts through visualized media. In addition, visual
media or visual-based media can facilitate student understanding while
strengthening student memory. This is because, what is seen directly by students
can be observed properly to form a knowledge structure which is then collaborated
between previous knowledge and new knowledge found and finally a concept is
formed. Forms of visual-based media in the form of images, paintings, or photos,
and the like (Hamidi et al., 2011; Diergarten et al., 2017).
Third, audio-visual-based media is media that combines two elements, namely
elements of sound that can be heard and elements of images that can be seen. The
use of audio-visual-based media in learning will motivate students to learn more
actively. In the learning process, students will involve their senses of hearing and
sight in turn in receiving, processing, and integrating the messages or subject
matter presented. Audio-visual-based media, in addition to provoking students to
observe and understand the concept or material, students also feel given a
stimulus to simulate the material understood in the form of motion.
Audio-visual-based media are more complex and effective in their use in learning
when compared to audio-visual-based media only. That is, audio-visual-based
media has more advantages and advantages compared to audio-visual-based
media. This can be proven based on the results of research conducted by
Gonçalves et al. (2017). Achievements and research results show that by using
audio-visual-based learning media, the average student gets a score of 85.833
which indicates success in learning reaches 95%, while using audio-based and
visual-based learning media, the average student scores 79,500. . Thus, it can be
concluded that audio-visual-based learning media can have a significant influence
on student achievement and learning outcomes.
One variety of audio-visual-based media that can be used in learning is a film that
can be shown using a rich screen or television. In addition to the film can be
visualized through images or motion that is shown live, it can also produce audio
so that it can also be heard directly. Films can be used as media as well as
teaching materials for students. Champoux (2001), suggests, film can be
categorized as an audio-visual communication tool. Films can improve the learning

76
process with the uniqueness and facilities that exist and are not available in other
media.
Film is a product and medium of culture as well as art. In addition, films can also
be called imaginative works because part of what is shown is based on the reality of
human life which is shown fictionally by changing some of the settings and
changing the names of the actors. Film as a cultural medium because not a few
films are found to represent a certain culture. Furthermore, film is an art because
the creation process until everything that is shown in a film scene requires a
creative process and expression. In fact, movie stars are seen as “cultural icons”
(Marsh & Ortiz, 1997). Film-related to art and culture, also emphasized by
Corrigan & White (2012), that film as a literary work is rich with cultural practices
that are shown. The strength of film as an art because it depicts the creative
process that is combined between factual and fictitious things. Factual deals with
reality, while fiction deals with fantasy. Thus, in general, films as a means of
entertainment.
The advantages and advantages of film so that it can be used as a medium, as well
as subject matter for students, are based on the two essences of film proposed by
Arnheim (1957). First, films record physical reality or produce reality mechanically.
Second, film also resembles painting, music, and literature. In other words, that
film is a complex work because it can display various things, both relating to
images such as paintings, producing sound through music that is played, and
aspects related to literature, namely storylines contained in works of fiction, and
then filmed.
Film in human life has many functions. Especially in teaching and learning
activities. The use of film as a medium in learning can improve students' literacy
and cognitive skills. First, literacy skills can be realized by students through the
process of decoding, interpreting, and finding impressions to create messages from
the reading process that students do on all things that are shown, both in the form
of actions and implied and explicit context meanings in the film (Dorr & Brannon,
1992; Giroux & Simon, 1989; Sizer, 1992; Hobbs, 1998).
The decoding process in question refers to the process of understanding and
interpreting students' visual codes that contain aspects of imagination. Meanwhile,
the purpose of the message made is based on students' understanding of the
motion or images that are displayed. The process is not only limited to
understanding and interpreting but can be identified through language, namely the
ability to retell or represent the image that is listened to using one's own words
through language as the medium (Greenfield, 2014).
Second, cognitive skills can be realized through students' ability to think critically
and creatively. Critical thinking is the ability to respond to a concept through an
analytical, structured, and systematic thinking process. Creative thinking is a
process involving the brain in processing and integrating some information so as to
obtain new ideas. Lau & Chan (2004); Nimalathasan & Valeriu (2010), creative
thinking and critical thinking are two things that sometimes cannot be separated.
Both are related in the thought process. Critical thinking is the ability to think
clearly and rationally about something so that the results can be accepted and
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trusted. Critical thinking is an important part of creative thinking. Because people
need critical thinking to evaluate and improve their creative ideas.
Furthermore, new ideas that are considered relevant and can be used as solutions
in solving a problem are the result of a creative thinking process. Critical thinking
plays an important role in evaluating new ideas (Paul & Elder, 2011). In general,
critical thinking is correlated with creative thinking. Critical thinking involves the
power of analytical and review processes to obtain a higher level of belief in
something, while creative thinking involves the power of imagination so as to obtain
innovative new thoughts or ideas (Aslan, 2010; Rhodes, 1961; Sternberg, 2009).
Based on the previous explanation, it can be concluded that films can play a role in
the learning process. In this case, that film can not only be used as a medium or
intermediary in conveying material but films can be used as a source of learning as
well as subject matter through a series of stories presented. Because basically, the
series of stories presented in a film are not much different from the stories
presented in fiction. The stories presented are more representative of the reality of
life and provide benefits. Not only that, but most of the stories represented have
high values that can be used as life lessons, even in the world of education, they
can be used as learning for students' character formation (Plass & Kaplan, 2016;
Dehkordi, 2011).
Indonesian children's films are films that are more dominantly played by children
and the aim is also for children, even though in reality they are also widely liked by
adults or the general public. Indonesian children's films not only represent the
social life of the general public, but also represent more specific matters such as
culture and present interesting and uplifting themes. Therefore, based on the initial
observations made by the researcher, in addition to Indonesian children's films,
they can be used as media, but also as a source of learning or learning materials
for the formation of student character. Things that can be learned from Indonesian
children's films include the characters of the actors or characters, either through
expressions or expressions, behavior, and or through words, sentences, or
fragments of expressions spoken directly by the actors.
Some experts have given the basic understanding and concept of character
etymologically. First, Ryan & Bohlin (1999), the word "character" in English is
called "character", while in Greek it is called "charassein" which means "to
engrave". Second, Echols & Shadily (1995), the word "to engrave" refers to the
meaning of "to engrave". The word "engraving" can be expanded its meaning into a
painting of the soul or a depiction of the soul embodied in behavior. In other words,
carving out a distinctive behavior based on the soul by referring to the norms or
orders that apply in life.
Character is about morals. In general, character is the tendency of the soul and
heart to always behave gently and commendably (Al Hamdani, 2016). In addition to
the character regarding the nature of character that must be possessed by every
human being from birth or childhood as suggested by some experts in religious
psychology, but in fact, character can also be built and formed when he is an
adult. By elaborating several expert opinions, character is a personality that is
manifested through commendable behavior or actions and words that provide
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benefits, both for oneself and for others. In addition, the character is basically a set
of attitudes or traits that can be formed through various activities and
intermediaries, such as the interaction process in social life and or the
communication process in discussion activities. Especially in the world of
education, character can be formed and built in the learning process through films
as a medium as well as a source of learning and learning materials.
The essence of psychotechnoliteracy that is used as a benchmark in this research
is to integrate three disciplines, namely psychology, technology, and language.
First, the concepts of character are an elaboration of the role of the discipline of
psychology in studying matters relating to psychology in general. Second, the
concepts of media and film are an elaboration of the role of technological
disciplines in studying and strengthening the role of film as a medium and source
of learning or learning materials. Third, concepts related to literacy and cognitive
skills are the elaboration of the role of linguistic disciplines in improving students'
reading skills related to creative and critical thinking processes (Siekanska et al.,
2021; Ahmad, 2012). Therefore, the framework for this research is presented as
shown in the following figure.
Method
This research design uses mixed methods. Creswell & Clark (2017), argues, mixed
methods is an internal approach by combining qualitative and quantitative
research. The source of research data is sourced from elementary school students'
learning activities in Indonesian subjects using Indonesian children's films as
media and learning materials. Research data consists of two types, namely
qualitative and quantitative data. Qualitative data in the form of statements,
opinions, and responses about three things. First, the types of characters found in
Indonesian children's films. Second, the role of Indonesian children's films as
media and learning materials. Third, students' ability to understand the context of
the film being shown. The three forms of data are described. Quantitative data is in
the form of values in the form of numbers that are concluded based on student
learning outcomes obtained and presented in the form of percentages.
The respondents of this study were elementary school teachers. Of the 98 total
number of teachers who became respondents, then selected using cluster random
sampling technique. Data were collected using questionnaires, interviews, and
focus group discussions. The stage of using the questionnaire there are two types
of questionnaires. First, a closed questionnaire by asking 30 questions based on
the focus of this research. Meanwhile, an open questionnaire was used to collect
the teacher's statements, opinions, and responses regarding three things according
to the research focus as mentioned above.
Indonesian children's films that are used as media and learning materials are also
used as research instruments. The step taken is to direct the teacher to choose
several Indonesian children's films that are mostly played by children with
interesting and challenging themes for students to watch. The recommended
Indonesian children's films include; Petualangan Sherina, Untuk Rena, Serdadu
Kumbang, Laskar Pelangi, Tanah Air Beta, Garuda di Dadaku, Denias Senandung di
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Atas Awan, Tendangan dari Langit, Hafalan Shalat Delisa, King, 5 Elang, Kulari ke
Pantai, Koki-koki Cilik, dan Keluarga Cemara.
Data collected using a questionnaire, then analyzed through in-depth interviews
and focus group discussions (FGD) involving experts in the Indonesian language,
language experts in general, teaching materials development team, and several
educational psychology experts. Qualitative data were analyzed by interpreting
techniques and presented in the form of descriptions, while quantitative data were
analyzed by calculating the average student learning outcomes presented in the
form of percentages (Tinajero & Paramo, 1998; Radford et al., 2015).
Result and Discussion
Types of characters in Indonesian children's films
In addition to Indonesian children's films, which have binding characteristics, most
of them can be used as public spectacle for all age levels. Indonesian children's
films do not only describe the social life of society in general. However, it also
describes aspects that are specialized in various fields. This is so that it becomes
an attraction for the public as consumers or movie lovers. As a medium and source
of learning or learning materials, the types of a character cast in Indonesian
children's films are explained as follows.
Philanthrope
Generous is one of the characters with regard to generous nature, likes to share
with fellow living beings. In addition, also in religious teachings, generosity can be
realized through charity and charity activities. The generous character is
represented in the role of Sherina in the film Petualangan Sherina, when Sherina
feeds several chicks on a tree branch.
Devoted
Devotion is one of the characters regarding the nature of being loyal and obedient.
Loyalty is a trait that shows a determination to an attitude, is firm and obedient.
Meanwhile, submissive nature is a trait that shows a willingness to follow
something without various reasons, in this case not fighting as long as what is
being followed is related to positive things. The filial character has the goal of being
devoted to God as the creator and devoted to parents. Being devoted to parents
means having an obedient nature to parents. The character of being devoted to
parents is represented by the role of Sherina in the film Petualangan Sherina, when
Seherina agrees and agrees to accompany her parents who will move to Bandung
because her father was accepted to work in one of the plantations in North
Bandung. This gave up Sherina to part with her school friends (Ferdiawan & Putra,
2013; Sabilah, 2016).
The filial character is also represented by the actor Amek in the film Serdadu
Kumbang. Amek, despite having a physical disability in the form of a cleft lip, is
always devoted to the people he loves. The form of Amek's worship service is that
every time after school, Amek helps her mother and sister sell small items under
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the simple stilt house where they live. The character of filial piety, especially filial
piety, is represented by the role of Delisa in the film Memorizing Prayers Delisa,
when the actor of Delisa is praying in a state of complete solemnity even though
the earthquake and tsunami hit her. The prayer performed by Delisa is a
manifestation of her filial character, namely obedience as a servant to her creator.
Patient
Patience is one of the characters with regard to steadfastness. Resilience can be
manifested in a calm attitude. In this case, it is not impetuous, not irritable, and
does not like to hold grudges. The patient character is represented by the role of
Sherina in the film Petualangan Herina, when Sherian is allowed to meet his new
friends at his new school in Bandung after moving from Jakarta. When introducing
himself, suddenly one of Sherina's friends badmouthed her by calling her
"monkey". However, the slightest hint of Sherina's reaction to retaliate against her
friend's pranks.
Cooperate
Working together is one of the characters that reflects the attitude of living
together. Living together is inseparable from the life of every human being as a
social being. In another sense, that humans in living their daily lives need the help
of others. Working together is more about the attitude of mutual cooperation,
compactness, and unity in doing something. The characters working together are
represented by the main character consisting of 5 children in the film Lima Elang,
when the main characters work together and win one of the competitions held at a
camp event in order to fill the school holidays. In addition, the character of working
together is also represented by the actor Bayu in the film Garuda di Dadaku, when
he is able to mobilize and motivate his friends to fight and try to train to win soccer
matches (Nasution, 2018; Azzajjad et al., 2021).
Helper
Helper is one of the characters with regard to the nature of having care and
attention. Helping can be manifested in the form of providing assistance. This
assistance can also be in the form of material, energy, and thoughts. The helper
character is represented by the role of Sherina in the film Adventures of Herina,
when Sherina manages to help her kidnapped friend by sneaking into the car and
entering the house of the kidnapper who is sleeping.
Responsible
Being responsible is one of the characters related to alertness and readiness to
accept the burden in the form of a mandate or task that is given by being willing to
accept any risks that occur. The responsible character is represented by the role of
Rena in the film For Rena, when Rena always tries to protect her younger siblings
from people who they fear will disturb her. Rena also always looks after her sister
by telling her to be careful at all times.
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Sincere spirit
Sincere spirit is one of the characters with regard to sincerity, intentions
accompanied by a like and willing attitude. Sincere-spirited characters are
represented by the roles of Mr. Harfan Efendy Noor and Mrs. Muslimah in the film
Laskar Pelangi, both actors, although in their social life they are known to be very
poor people, they have never subsided in maintaining education in their village by
building a school for their soul and sincerity. In addition, the two actors work hand
in hand with sincerity to invite the children in their village to study at the school
that was established.
The character with a sincere heart is also represented by the role of Delisa in the
film Memorizing Delisa Prayers, namely when Delisa was hit by two major
disasters, namely the earthquake and tsunami that hit her and secondly due to the
earthquake, Delisa finally had to lose one of her legs. Apart from that, having a
sincere spirit is depicted when the role of Delisa graciously accepts all the trials
that befall her and admits that everything that befalls her is a trial from God.
Sincerity is also related to the inner strength of surrender.
Independent
Independence is one of the characters related to growing self-confidence, namely
not depending on others. In this case it is also related to the ability to do something
with oneself. The independent character is represented by the role of Sherina in the
film Petualangan Sherika, when Sherina herself can successfully save her friend
from being kidnapped. In addition, the independent character is also represented
by the actor Amik in the film Serdadu Kumbang, namely the actor Amik can
complete his school education without financial assistance from his parents.
School fees are obtained from the results of selling every day when they come home
from school. Amik is also able to solve every problem he faces without the help of
friends, other people, and let alone family or parents.
Creative
Creative is one of the characters with regard to the ability to create something or
have creativity. Creativity involves the process of thinking carefully and critically so
that you can find creative ideas, both in the form of techniques, strategies and in
the form of created objects. The creative character is represented by the main
character consisting of five children in the film Lima Elang, when the cast can win
a group competition held at camp. The victory obtained by the main character team
is the result of creative thinking together.
The types of character cast in Indonesian children's films are found to be in line
with the concepts and objectives of character education launched by the
Indonesian government since 2010 as an effort to develop students' personalities
through quality educational activities and learning processes. Character is
something related to psychological or psychological aspects. Character formation is
a process that must be built and shaped in line with the physical development of
students. In addition, character formation is also supported by situations and
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conditions or the environment (Erbas et al., 2021; Zavolzi, 2021; Suryasa et al.,
2019).
Character can be formed in the process of education and learning. The formation of
student character can be through various elements in learning. In addition to the
direct guidance of a teacher, the interaction between students and their friends,
the interaction of students with the school or classroom environment, is also more
important through a learning process that is supported by media or learning
materials. Therefore, the selection of media, learning resources, and learning
materials must also be adjusted to the needs of students. Because, basically the
purpose of learning is not only to fulfill the task of the teacher as a teacher and not
just to convey subject matter to students, but it is important to shape the
character of students.
Based on the statements of several teachers, Indonesian children's films are very
appropriate and appropriate to be used as learning media as well as learning
resources and learning materials. The stories or storylines presented in Indonesian
children's films represent the world of children. Every scene, even all scenes in
Indonesian children's films, is in harmony with the real-life experienced by
students. Thus, scenes from Indonesian children's films make students feel as if
they are exploring the story of the film they are watching.
Based on the previous statement, the character of the actors in Indonesian
children's films can stimulate student development, both physically and the
development of students' positive thinking, even physical development and thinking
can take place simultaneously. Because, every character will be built and shaped
by students both in the form of actions and thoughts, of course this is in line with
the mind. In this case, that the embodiment of the student's character is processed
through the mind.
Two basic findings are considered important in this section. First, the characters of
the actors in Indonesian children's films are subjects that can be used by students
as subjects as well as teachers who directly demonstrate a character, even though
it is virtual because it is through fictional stories that are filmed, but these
characters can be applied in real life by students in everyday life. -day. Second, the
characters of the cast of Indonesian children's films describe several behavioral
concepts that can be used by students as a way of understanding themselves and
others in socializing and interacting. Both findings are closely related to
psychology.
The role of Indonesian children's films as media and learning resources or
learning materials
The essence of film as a learning medium can also be a medium to introduce
Indonesian culture. In Indonesian children's films, they depict Indonesian activities
and culture. Thus the coverage in these films can be of high value in developing
students' character. The characters in question include; hone students'
imagination and thinking power; directing students on how to deal with and solve a
problem, educating students to learn independently and work together.
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Students' ability in understanding the characters of Indonesian children's
films
Understanding the subject matter is a manifestation of cognitive skills. The main
goal expected in language learning in general and Indonesian language learning in
elementary schools, in particular, is the ability of students to integrate previous
understanding with the understanding received through ongoing learning. The
result of the process of integrating these two things is the ability of students to
produce a variety of texts that can be retold through the students' own language.
Based on research from the results of teaching several elementary school teachers
using Indonesian children's films as a medium as well as learning resources and
learning materials can develop students' language skills, especially in
understanding the characters of Indonesian children's films. In the learning
process, there are two things that students develop language skills, namely
understanding context and understanding signs.
First, understanding the context relates to students' understanding of the
conversations of the actors. The conversations carried out by the actors contain
contexts that unite and form meaning. Thus, through the context that students
understand, students will also get a complete set of understanding. In this case,
the context that the student understands can be retold. Therefore, when students
are able to retell, it shows that through films, especially Indonesian children's films
which are used as media as well as learning resources and learning materials can
stimulate and make it easier for students to understand what is being listened to.
Second, understand the cues regarding the expressions and movements made by
the actors. The gesture or movement in question is sign language. Gestures or
movements made by the actors are not mere gestures or movements. However, it
has meaning and certainly requires a response for the other person to
communicate. Gestures or movements made by Indonesian children's film actors
provide a set of illustrations to provoke students to think so that they also require
students to understand. This is called the signal context. Sign context relates to
interaction and communication activities in which there is a process of speaking,
but through gestures or body language.
Both language skills, especially students' understanding skills, relate to students'
abilities and cognitive skills in relation to language. These two skills can be
integrated, namely, the process of understanding, identifying, classifying,
compiling, and producing a text. This is the main goal of the literacy aspect in
terms of language skills. Therefore, the findings of this section are that the use of
Indonesian children's films as media as well as learning resources and learning
materials can develop students' abilities and skills in critical-creative thinking
based on the understanding gained from Indonesian children's films.
The advantages of Indonesian children's films as media and learning resources or
learning materials also have a positive impact on the development of student
achievement, both in terms of psychological development, aspects of using
technology as a medium, and also on aspects of language skills. Student
achievement in question can be seen based on student learning outcomes in the
form of values in the form of numbers presented in the form of percentages. The
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student learning outcomes obtained from several elementary school teachers are
presented in the following table.
Table 1
Learning outcomes are seen based on psychological aspects
No.
1
2
3

Aspect Type
Student motivation
Student interest
Learning reaction

Score
105
89
93

%
100.0
84.76
88.57

Table 2
Learning outcomes seen based on technological aspects
No.
1
2

Aspect Type
Students' understanding of the role of
films as media, learning resources,
and learning materials
Making learning more effective

Score %
84
78.78
95

89.84

Table 3
Learning outcomes seen by language aspect
No.
1
2
3

Aspect Type
Students' ability to understand
Students' ability to identify
Students' ability to integrate and produce

Score
95
89
93

%
90.50
84.76
88.57

The findings of this study are twofold, namely Indonesian children's films as a
medium as well as a source of learning and learning materials can shape students'
character and improve student achievement.
Conclusion
Based on the results and discussion, the respondents who were involved in the
research and the majority of elementary school teachers considered that films that
were used as media and learning resources or learning media should be applied
and used frequently. In this case, the teacher is not only monotonous using
manual media and makes books as learning resources or learning materials. In
addition, many academics and curriculum designing teams suggested that films as
media and learning resources or learning materials could not only be applied to
elementary school students with certain subjects. However, it can also be applied
to students at all levels, both junior high and high school, and can even be applied
to students in college.
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