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ABSTRAK 

Skripsi berjudul “Pengembangan Media Komik Digital Materi Luas Daerah 

Bangun Datar untuk Meningkatkan Hasil Belajar Peserta Didik MI Riyadlotul Uqul 

Tulungagung” ini ditulis oleh Niha Salsabila, NIM. 1860205221004, pembimbing 

Dr. Khabibur Rohman, M.Pd.I.  

Kata Kunci: Komik Digital, Luas Daerah Bangun Datar, Model 4D, Hasil Belajar. 

Studi ini berawal dari keterbatasan media pembelajaran matematika yang 

didominasi oleh LKS monokrom dengan penyajian materi yang bersifat tekstual. 

Kondisi tersebut menyebabkan peserta didik fase C kesulitan mengimajinasikan 

hubungan antara konsep abstrak geometri dan ilustrasi nyata, terutama dalam 

memahami konsep dasar petak satuan. Akibatnya, penguasaan materi luas daerah 

bangun datar rend ah dengan rata-rata nilai di bawah 50. Berdasarkan isu yang ada, 

diperlukan media komik digital yang dapat mengubah konsep geometri yang 

abstrak menjadi visualisasi naratif dengan cerita yang relevan. Penelitian ini 

bertujuan untuk mengembangkan serta mendeskripsikan kelayakan media komik 

digital menggunakan model pengembangan 4D (define, design, develop, dan 

disseminate) di MI Riyadlotul Uqul Tulungagung. 

Jenis penelitian ini merupakan penelitian dan pengembangan (R&D). 

Tahapan penelitian diawali dengan tahap define untuk memetakan kebutuhan media 

berdasarkan analisis karakteristik peserta didik dan kurikulum, yang dilanjutkan 

dengan perancangan, pengembangan, hingga penyebaran produk. Instrumen 

pengumpulan data meliputi pedoman observasi, pedoman wawancara, serta angket 

validasi. Data kualitatif berupa saran validator dianalisis secara deskriptif, 

sementara data kuantitatif dari skor persentase digunakan untuk menentukan indeks 

kelayakan produk secara objektif. 

Hasil penelitian menunjukkan: 1) Tahap define menetapkan parameter 

kebutuhan media yang berfokus pada visualisasi konsep petak satuan. 2) Tahap 

design menghasilkan rancangan komik digital berformat A4 portrait dengan alur 

naratif "Petualangan di Negeri Geometria". 3) Tahap develop menghasilkan produk 

flipbook interaktif dengan hasil validasi ahli materi rata-rata sebesar 92% dan ahli 

media rata-rata sebesar 94,5%, yang keduanya masuk dalam kriteria "Sangat 

Layak" berdasarkan skala konversi kelayakan produk. Respons peserta didik pada 

uji coba sebesar 95% (Sangat positif). 4) Tahap diseminasi menghasilkan produk 

yang disebarluaskan melalui platform digital dalam bentuk tautan akses daring. 

Berdasarkan hasil validasi pada ahli materi dan ahli media, dapat disimpulkan 

bahwa media komik digital yang dikembangkan memenuhi kriteria sangat layak 

digunakan sebagai sarana pembelajaran matematika kontekstual bagi peserta didik 

pada fase C.  
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ABSTRACT 

This thesis, entitled “Development of Digital Comic Media on the Area of Two-

Dimensional Shapes to Improve the Learning Outcomes of Pupils at MI Riyadlotul 

Uqul Tulungagung”, was written by Niha Salsabila, Student ID No. 

1860205221004, supervised by Dr. Khabibur Rohman, M.Pd.I.  

Keywords: Digital Comics, Area of Plane Figures, 4D Model, Learning Outcomes. 

This research was motivated by the limitations of mathematics learning 

materials, which are dominated by monochrome worksheets presenting material in 

a textual format. This situation has caused students in Phase C to struggle to 

visualize the relationship between abstract geometric concepts and real-world 

illustrations, particularly in understanding the basic concept of unit squares. 

Consequently, mastery of two-dimensional shapes is low, with an average score 

below 50. In light of these issues, there is a need for digital comic media that can 

transform abstract geometric concepts into narrative visualizations with 

contextualized stories. This study aims to develop and describe the feasibility of 

digital comic media using the 4D development model (define, design, develop, and 

disseminate) at MI Riyadlotul Uqul Tulungagung. 

This study is a Research and Development (R&D) project. The research 

procedure began with a definition phase to specify the requirements for the teaching 

materials, based on an analysis of student characteristics and the curriculum, and 

was followed by the design, development, and distribution of the product. The data 

collection instruments included observation guidelines, interviews, and a validation 

questionnaire. Qualitative data in the form of validators’ suggestions were analyzed 

descriptively, whilst quantitative data from percentage scores were used to 

determine the product’s suitability index objectively. 

The research findings show that: 1) The define phase established the 

parameters for the media requirements, focusing on the visualization of the unit grid 

concept. 2) The design phase produced a digital comic in A4 portrait format with 

the narrative storyline “Adventures in the Land of Geometria.” 3) The develop 

phase produced an interactive flipbook with a validation score of 92% from subject 

matter experts and 94.5% from media experts, both falling within the “Highly 

Suitable” criteria based on the product suitability conversion scale. Student 

response during the pilot test was 95% (Very positive). 4) The dissemination phase 

resulted in the product being distributed via digital platforms in the form of online 

access links. Based on the validation results from subject matter experts and media 

experts, it can be concluded that the digital comic medium developed meets the 

criteria for being highly suitable for use as a tool for contextual mathematics 

learning for students in Phase C. 
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