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Penerapan sila Pancasila dalam kehidupan cukup sulit dipahami oleh peserta
didik, sebab sumber belajar yang digunakan peserta didik hanya terfokus pada
penekanan konsep. Pokok pembahasan yang memuat sila pertama hingga sila kelima
memiliki materi yang saling berkaitan, sehingga terkadang siswa menjadi bingung
membedakan Penerapan pancasila tersebut. Dalam hal ini perlu adanya inovasi media
pembelajaran, salah satunya membuat media pembelajaran digital yang efektif dan
efesien. Salah satu media pembelajaran yang inovatif dan dapat di gunakan dalam
pembelajaran Sila ke 4 adalah media komik digital.

Tujuan penelitian ini (1) Mendeskripsikan pengembangan media komik digital
berbasis Book Creator pada materi memahami sila ke- 4 Pancasila di kelas 1V Ml Darul
Huda Sumber. (2) Mendeskripsikan kelayakan media komik digital berbasis Book
Creator pada materi memahami sila ke- 4 Pancasila di kelas IV MI Darul Huda Sumber.
(3) Mendeskripsikan keterbacaan media komik digital berbasis Book Creator pada
materi memahami sila ke- 4 Pancasila di kelas IV MI Darul Huda Sumber.

Metode penelitian ini menggunakan metode penelitian dan pengembangan
(R&D) dengan menggunakan model pengembangan ADDIE yang melalui 5 tahapan,
yaitu tahapan Analysis (analisis), tahapan Design (desain), tahapan Development
(pengembangan), tahapan Implementation (implementasi), dan tahapan Evaluation
(evaluasi). Tahapan analisis dilakukan di MI Darul Huda dengan melakukan observasi
dan wawancara di kelas IV A. Tahapan kedua yakin desain adalah tahapan merancang
desain panel, pemilihan karakter, penulisan dialog, dan pewarnaan. Tahapan
pengembangan dilakukan dengan merealisasikan desain/ rancangan komik pada aplikasi
Book Creator, kemudian media yang sudah dikembangkan divalidasi kepada ahli
materi, ahli media, serta ahli bahasa. Tahapan implementasi dilakukan dengan
melakukan uji coba skala kecil dengan jumlah siswa 10 serta uji coba skala besar
dengan diikuti sebanyak 28 siswa kelas IV di MI Darul Huda. Tahap teakhir dari
penelitian ini adalah tahapan evaluasi dimana peneliti mengevaluasi media
pembelajaran dan pemahaman siswa dengan melakukan evaluasi formatif.

Hasil yang diperoleh menunjukan bahwa: (1) Pengembangan media komik
digital berbasis Book Creator dihasilkan melalui software Ibis Paint X, Canva, dan
Book Creator yang telah disesuaikan dengan cerita dan materi pelajaran. (2) Kelayakan
media komik digital berbasis book creator mendapat presentase nilai sebagai berikut: (a)
Penilaian ahli materi 94,75%. (b) Penilaian ahli media 91,9%. (c) Penilaian ahli bahasa
93,1 %. (3) Tingkat keterbacaan media komik digital yang didapat melalui angket
respon siswa mendapat skor 94,28%. Sehingga dapat disimpulkan bahwa media komik
digital berbasis Book Creator dapat digunakan dan dikembangkan serta memenuhi
persyaratan sebagai media pembelajaran yang valid.
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Application of Pancasila in life is quite difficult for students to understand,
because the learning resources used by students are only focused on emphasizing
concepts. The subject matter that contains the first precept to the fifth precept has
interrelated material, so sometimes students become confused about distinguishing the
application of pancasila. In this case, there is a need for learning media innovation, one
of which is making effective and efficient digital learning media. One of the innovative
learning media that can be used in learning the 4th Precept is digital comic media.

The aim of this research is (1) Describe the development of Book Creator-based
digital comic media on the material of understanding the 4th precept of Pancasila in
class IV MI Darul Huda Sumber. (2) Describe the feasibility of Book Creator-based
digital comic media on the material of understanding the 4th precept of Pancasila in
class IV MI Darul Huda Sumber. (3) Describe the readability of Book Creator-based
digital comic media on the material of understanding the 4th precept of Pancasila in
class IV MI Darul Huda Sumber.

This research method uses research and development (R & D) methods using the
ADDIE development model which goes through 5 stages, namely the Analysis stage
(analysis), Design stage (design), Development stage (development), Implementation
stage (implementation), and Evaluation stage (evaluation). The analysis stage was
carried out at M1 Darul Huda by conducting observations and interviews in class IV A.
The second stage of design confidence is the stage of designing panel design, character
selection, dialogue writing, and coloring. The development stage is carried out by
realizing the design / design of comics in the Book Creator application, then the media
that has been developed is validated to material experts, media experts, and linguists.
The implementation stage was carried out by conducting small-scale trials with 10
students and large-scale trials with 28 grade IV students participating in MI Darul Huda.
The final stage of this research is the evaluation stage where the researcher evaluates.

The results obtained show that: (1) The development of Book Creator-based
digital comic media is produced through Ibis Paint X, Canva, and Book Creator
software that has been adapted to the story and subject matter. (2) The feasibility of
book creator-based digital comic media gets the following percentage scores: (a)
Material expert assessment of 94.75%. (b) Media expert rating 91.9%. (c) Linguist
assessment 93.1%. (3) The readability level of digital comic media obtained through
student response questionnaires received a score of 94.28%. So it can be concluded that
Book Creator-based digital comic media can be used and developed and meet the
requirements as a valid learning media.
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