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ABSTRAK

PENGEMBANGAN MEDIA KOMIK DIGITAL BERBANTUAN
CANVA UNTUK MENINGKATKAN MINAT BELAJAR PADA
MATERI NEGARAKU INDONESIA PELAJARAN
PPKN KELAS IV SDN 105359 SUMBEREJO

NOVIKA APRI YUNANDA
NPM 201434119

Penelitian ini bertujuan untuk mengembangkan media komik digital berbantuan canva untuk
meningkatkan minat belajar pada materi negaraku Indonesia pelajaran ppkn Kelas IV SD.
Penelitian ini merupakan penelitian pengembangan (Research and Development) dengan
menggunakan prosedur pengembangan ADDIE (Analyze, Design, Development,
Implementation, Evaluation) yang terdiri dari 5 tahap. Instrumen yang digunakan untuk
mengumpulkan data adalah observasi, Wawancara, angket atau kuesioner yang diberikan
kepada beberapa penelaah ahli, yaitu penelaah ahli materi, penelaah ahli media, respon guru,
respon siswa, dan minat belajar siswa. Skor validasi yang didapatkan dari penelaah Ahli materi
adalah sebesar 94%. Ahli media sebesar 88%. Respon Guru 88%. respon siswa sebesar 90,0%.
Dan minat belajar siswa sebesar 77,3%. Dari skor tersebut dapat dikatakan bahwa media komik
digital berbantuan canva untuk meningkatkan minat belajar pada materi negaraku Indonesia
pelajaran ppkn kelas Kelas IV SD yang dikembangkan sudah “Sangat Layak™ untuk digunakan
pada proses pembelajaran.
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ABSTRACT

DEVELOPMENT OF DIGITAL COMIC MEDIAASSISTED BY CANVA TO INCREASE
LEARNING INTEREST IN THE "NEGARAKU INDONESIA" TOPIC FOR CIVIC
EDUCATION IN GRADE IV SDN 105359 SUMBEREJO

NOVIKA APRI YUNANDA
NPM 201434119

The objective of this research was to develop digital comic media assisted by Canya to enhance
students' learning interest in the "Negaraku Indonesia" topic for Civic Education in grade IV
of elementary school. This research used the Research and Development (R&D) method,
Jfollowing the ADDIE development procedure (Analyze, Design, Development, Implementation,
Evaluation), which consists of five stages. Data collection instruments included observations,
interviews, and questionnaires administered to several expert reviewers: subject matter
experts, media experts, teacher responses, student responses, and student learning interest. The
validation scores obtained from the subject matter expert review were 94%, from the media
expi {Mé‘dy e 88%, teacher responses were 88%, student responses were 90%, and student

¢ & i s 77.3%. Based on these scores, it can be concluded that the digital comic
¢ i' danva to increase learning interest in the "Negaraku Indonesia" topic for
% Ml erade 1V of elementary school is considered "Highly Suitable” for use in
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