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ABSTRAK 

 

 

 Anggraeni. Dessy.2024. Pengembangan Media Pembelajaran Dalam Bentuk Kota (Komik 

Digital) Pada Pembelajaran Tematik Kelas 2 Sekolah Dasar.Skripsi,Jurusan 

Pendidikan Guru Sekolah Dasar,FKIP, Univertitas Muhammadyah Malang. 

Pembimbing: (1) Setiya Yunus Saputra,M.Pd, (II) Dian Ika Kusumaningtyas,M.Pd 

 

             Kata Kunci : Media pembelajaran,komik digital,ADDIE 

 

Media pembelajaran memang diperlukan pada saat proses pembelajaran sebagai 

perantara guru dan siswa.Sering diketahui bahwasannya media pembelajaran yang 

inovatif dan menarik akan berpengaruh terhadap pembelajaran yang telah berlangsung.   

Berdasarkan observasi dan wawancara guru kelas II SDN Blimbing 5 Malang belajar 

siswa masih berpacu pada buku guru dan buku siswa dalam pelaksanaan pembelajaran. 

Padahal  Sarana dan prasaran di sekolah cukup lengkap apabila digunakan sebagai 

inovasi dalam menciptakan media pembelajaran terutama  berbentuk komik digital yang 

dapat memotivasi belajar siswa agar lebih aktif dalam proses pembelajaran.Penelitian 

bertujuan mengembangkan media pembelajaran dalam bentuk komik digital. Dalam 

pengembangan komik digital ini dibutuhkan penilaian ahli media dan ahli materi 

,respon guru dan siswa serta pengaruh penggunaan media terhadap hasil belajar 

siswa.Penelitian pengembangan ini menggunakan model pengembangan ADDIE 

(analysis,design,development,implementation,evaluation). Instrumen penelitian terdiri 

atas : 1)  daftar wawancara untuk observasi analisis kebutuhan 2)lembar validasi ahli 

materi dan ahli media pembelajaran 3) angket respon guru dan siswa 4) soal pretest-

posttest untuk mengetahui pengaruh media pembelajaran media komik digital terhadap 

hasil belajar. 

 Berdasarkan validasi ahli media pembelajaran dan validasi ahli materi,dapat 

diketahui dari hasil validasi tersebut dengan validasi ahli media pembelajaran sebesar 

85% atau layak dan validasi ahli materi sebesar 85% atau layak untuk 

diimplementasikan kepada peserta didik. Berdasarkan uji keefektifitas kepada peserta 

didik saat implementasi media pembelajaran mendapatkan 90% atau efektif digunakan 

dalam pembelajaran. Angket respon peserta didik diperoleh hasil presentase 100% atau 

sangat menarik. Responden guru mendapatkan presentase sebesar 96% sangat menarik 
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ABSTRACT 

 

 

 Anggraeni. Dessy.2024. Development of Learning Media in the Form of Cities (Digital 

Comics) in Thematic Learning in Grade 2 Elementary School. Thesis, 

Department of Elementary School Teacher Education, FKIP, University of 

Muhammadyah Malang. Supervisor: (1) Setiya Yunus Saputra, M.Pd, (II) Dian 

Ika Kusumaningtyas, M.Pd 

 

             Keywords : Learning media, digital comics, ADDIE 

 

Learning media is indeed needed during the learning process as an intermediary 

between teachers and students. It is often known that innovative and interesting learning 

media will affect the learning that has taken place.   Based on observations and interviews 

of grade II teachers of SDN Blimbing 5 Malang, students are still racing on teacher books 

and student books in the implementation of learning. Even though the facilities and 

infrastructure in schools are quite complete if used as an innovation in creating learning 

media, especially in the form of digital comics that can motivate student learning to be 

more active in the learning process. The research aims to develop learning media in the 

form of digital comics. In the development of digital comics, it requires the assessment of 

media experts and material experts, teacher and student responses and the influence of 

media use on student learning outcomes. This development research uses the ADDIE 

development model (analysis, design, development, implementation, evaluation). The 

research instrument consists of: 1) interview list for observation, needs analysis, 2) 

validation sheet for material experts and learning media experts, 3) teacher and student 

response questionnaires, 4) pretest-posttest  questions to determine the influence of digital 

comic media learning media on learning outcomes. 

 Based on the validation of learning media experts and material expert validation, it 

can be known from the results of the validation with learning media expert validation of 

85% or feasible and material expert validation of 85% or feasible to be implemented to 

students. Based on effectiveness tests to students when the implementation of learning 

media gets 90% or is effectively used in learning. Student response questionnaires obtained 

100% percentage results or very interesting. Teacher respondents get a percentage of 96% 

very interesting 
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