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ABSTRACT 

Susanti, Rani. 2022. " Development of Interactive Comic Media   for Science 

Subjects for Class V Elementary School Students in Mlonggo District, 

Jepara ". Thesis. Basic Education Study Program with PGSD Concentration. 

Graduate program. Muria Kudus University. Advisor I Dr. Irfai 

Fathurohman, S.Pd., M.Pd., Advisor II Dr. Khamdun, S.Pd., M.Pd. 

Keywords: Learning Media  , Interactive Comics, Science 

This study aims to (1) analyze the needs of teachers and students for 

interactive comics, (2) develop interactive comic designs, (3) analyze the 

feasibility of interactive comics, (4) analyze the effectiveness of interactive 

comics. 

This research belongs to the type of Research and Development (R&D) 

research with research and development procedures consisting of two stages, 

namely media   development and media   testing. The method used for the 

development and testing of learning media   uses the Borg and Gall model. The 

product trial design used a pretest posttest control group design for students at 

SDN 2 Jambu as the experimental class and students at SDN 11 Jambu and SDN 

4 Srobyong as the control class. Data were collected by observation, 

questionnaires, tests, interviews and documentation. 

The data from the validation results were analyzed by accumulating the 

number of scores. The statistical test of effectiveness was carried out with SPSS. 

Data on the effectiveness of interactive comics learning media   were analyzed by 

gain test, t test at a significance level of 0.05. Learning media   developed in the 

form of interactive comics. The interactive comic was developed based on a needs 

analysis conducted on fifth grade students and teachers in three elementary 

schools in Mlonggo sub-district, Jepara district. 

The validation result data is analyzed by accumulating the number of scores. 

Statistical tests of effectiveness are carried out with SPSS.Data on the 

effectiveness of interactive comic learning media are analyzed by gain tests, t test 

at significance level 0.05.The learning media developed is in the form of 

interactive comics.Interactive comics are developed based on needs analysis 

performed in class V students and teachers in three elementary schools in 

Mlonggo sub-district, Jepara Regency. 

The interactive comic was developed based on a needs analysis conducted 

on students and teachers of grade V in three elementary schools in Mlonggo 

subdistrict, Jepara Regency.Interactive comics proved feasible because the 

number of scores obtained from the four validators was 88 and 86 "very decent" 

score criteria respectively. The response from students was 88.50% and the 

response from teachers in three elementary schools with an average of 87.80% 

with the product category " very decent". The use of interactive comics is 

effective as evidenced by the improvement of learning outcomes.The average 



 

ix 
 

percentage of prettest in the control and experimental classes is almost the same, 

namely 30.00 and 30.67. After being given the intervention, the average posttest 

of the control class and experiment increased to 50.00 and 74.83.The result of the 

t test obtained a calculated t value = 8.803 with a significance level of 0.000< α = 

0,05. 

The conclusion obtained is that the development of interactive comic media 

is proven as needed, feasible and effective for use in learning in the fifth grade of 

elementary school. It is recommended that teachers use interactive comics in 

learning because it can improve student learning outcomes. 
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ABSTRAK 

 

Susanti, Rani. 2022. “Pengembangan Media Komik Interaktif Mata Pelajaran IPA 

Pada Siswa Kelas V Sekolah Dasar di Kecamatan Mlonggo Jepara”. Tesis. 

Program Studi Pendidikan Dasar Konsentrasi PGSD. Program 

Pascasarjana. Universitas Muria Kudus. Pembimbing I Dr. Irfai 

Fathurohman, S.Pd., M.Pd., Pembimbing II Dr. Khamdun, S.Pd., M.Pd.  

Kata Kunci: Media Pembelajaran, Komik Interaktif, IPA. 

 

Penelitian ini bertujuan (1) menganalisis kebutuhan guru dan siswa terhadap 

media komik interaktif , (2) menyusun desain media komik interaktif , (3) 

menganalisis kelayakan media komik interaktif , (4) menganalisis keefektifan 

media komik interaktif .  

Penelitian ini termasuk jenis penelitian Research and Development (R&D) 

dengan prosedur penelitian dan pengembangan terdiri dari dua tahap, yaitu 

pengembangan media   dan pengujian media. Metode yang digunakan untuk 

pengembangan dan pengujian media   pembelajaran menggunakan model Borg 

and Gall. Desain uji coba produk menggunakan pretest posttest control group 

design pada siswa di SDN 2 Jambu sebagai kelas eksperimen dan siswa SDN 11 

Jambu sebagai kelas kontrol. Data dikumpulkan dengan observasi, angket, tes, 

wawancara dan Dokumentasi.  

Data hasil validasi dianalisis dengan mengakumulasikan jumlah skor. Uji 

statistik keefektifan dilakukan dengan SPSS. Data keefektifan media   

pembelajaran komik interaktif dianalisis dengan uji gain, uji t pada taraf 

signifikansi 0,05. Media   pembelajaran yang dikembangkan berupa komik 

interaktif. Komik interaktif dikembangkan berdasarkan analisis kebutuhan yang 

dilakukan pada siswa dan guru kelas V di tiga SD di kecamatan Mlonggo 

Kabupaten Jepara.  

Produk yang dikembangkan berupa media komik interaktif mata pelajaran 

IPA. Komik interaktif dikembangkan berdasarkan analisis kebutuhan yang 

dilakukan pada siswa dan guru kelas V pada tiga SD di kecamatan Mlonggo 

Kabupaten Jepara. Komik interaktif terbukti layak karena jumlah skor yang 

diperoleh dari empat validator masing-masing 88 dan 86 kriteria skor “sangat 

layak”. Hasil respon dari siswa sebesar 88,50% dan respon dari guru di tiga SD 

dengan rata-rata sebesar 87,80% dengan kategori produk “sangat layak”. 

Penggunaan komik interaktif efektif yang terbukti dari adanya peningkatan hasil 

belajar. Rata-rata persentase prettest pada kelas kontrol dan eksperimen hampir 

sama, yaitu 30,00 dan 30,67. Setelah diberikan intervensi, rata-rata posttest kelas 

kontrol dan eksperimen meningkat menjadi 50,00 dan 74,83. Hasil uji t diperoleh 

nilai t hitung = 8,803 dengan taraf signifikansi 0,000< α = 0,05.  

Kesimpulan yang diperoleh yaitu pengembangan media komik interaktif  

terbukti sesuai kebutuhan, layak dan efektif untuk digunakan dalam pembelajaran 

dikelas V SD. Disarankan agar guru menggunakan media komik interaktif dalam 

pembelajaran karena dapat meningkatkan hasil belajar siswa. 
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