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ABSTRAK 

 

Zahra Lailatuz, Alifia. 2025. Pengembangan media e-comic berbasis reading 

aloud dalam materi ide pokok pada kelas 4 SD Negeri 2 Kademangan. 

Skripsi, Jurusan Pendidikan Guru Sekolah Dasar, FKIP, Universitas 

Muhammadiyah Malang. Pembimbing : (I) Delora Jantung Amelia, M.Pd. 

(II) Abdurrohman Muzakki, M.Pd.  

 

Kata Kunci : pengembangan, media, e-comic, reading aloud  

 

 Pada saat proses pembelajaran berlangsung materi ide pokok pada kelas 4 

SD Negeri 2 Kademangan terdapat permasalahan dimana saat menjelaskan materi 

guru tidak menggunakan media pembelajaran dan hanya menggunakan buku 

paket, sehingga peserta didik kurang tertarik dan kurang memperhatikan guru 

dalam menjelaskan materi tersebut. Dengan menggunakan media pembelajaran 

diharapkan dapat membantu guru untuk meningkatkan motivasi belajar peserta 

didik. Tujuan dari penelitian ini untuk menghasilkan media pembelajaran e-comic 

pda materi ide pokok pada pembelajaran Bahasa Indonesia.   

 Metode penelitian ini menggunakan jenis penelitian Research and 

Development (RnD) menggunakan model ADDIE (Analyze, Design, 

Development, Implementation, Evaluation). Subjek penelitian peserta didik kelas 

4 SD Negeri 2 Kademangan. teknik pengumpulan data mengunakan lembar 

observasi, wawancara, angket validasi ahli materi, angket validasi ahli media, 

angket respon guru, angket respon peserta didik. Teknik analisis data yaitu 

analisis data kualitatif dan kuantitatif. 

 Berdasarkan penelitian yang didapatkan yaitu, untuk mengetahui 

kevalidan media pembelajaran dilakukan uji validasi ahli. Validasi ahli materi 

menunjukkan persentase 70%, dan validasi ahli media mendapat persentase 

89,28%. Sedangkan untuk angket respon peserta didik mendapat persentase 94% 

dan angket respon guru mendapat persentase 100%. Dari hasil persentase tersebut 

menunjukkan bahwa media e-comic mampu menarik perhatian peserta didik dan 

memudahkan peserta didik dalam memahami materi ide pokok pada pembelajaran 

Bahasa Indonesia.  
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ABSTRACT  

 

Zahra Lailatuz, Alifia. 2025. Development of e-comic media based on reading 

aloud in main idea material in class 4 of SD Negeri 2 Kademangan. 

Thesis, Departement of Primary School Teacher Education, FKIP, 

Muhammadiyah University of Malang. Supervisor: (1) Delora Jantung 

Amelia, M.Pd, (II) Abdurrohman Muzakki, M.Pd. 

 

 Keywords: development, media, e-comic, reading aloud 

 

 When the learning process took place on the main idea material in class 4 

of SD Negeri 2 Kademangan there was a problem where when explaining the 

material the teacher did not use learning media and only used textbooks, so that 

students were less interested and paid less attention to the teacher in explaining 

the material. By using learning media, it is hoped that it can help teachers to 

increase students' learning motivation. The aim of this research is to produce e-

comic learning media on the main idea material in Indonesian language learning. 

 This research method uses Research and Development (RnD) research 

using the ADDIE (Analyze, Design, Development, Implementation, Evaluation) 

model. The research subjects were 4th grade students at SD Negeri 2 

Kademangan. Data collection techniques use observation sheets, interviews, 

material expert validation questionnaires, media expert validation questionnaires, 

teacher response questionnaires, student response questionnaires. Data analysis 

techniques are qualitative and quantitative data analysis. 

 Based on the research obtained, to determine the validity of the learning 

media, an expert validation test was carried out. Material expert validation 

showed a percentage of 70%, and media expert validation received a percentage 

of 89.28%. Meanwhile, for the student response questionnaire, the percentage 

was 94% and the teacher response questionnaire received a percentage of 100%. 

The percentage results show that e-comic media is able to attract students' 

attention and make it easier for students to understand the main ideas in learning 

Indonesian. 
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