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I. Introduction 
 

At this time, the innovation needed in the field of education is to use more 

technology, because technology is very useful in the current era of the Covid-19 pandemic. 

Technology can help students in obtaining subject matter. In addition, technology also 

plays an important role in increasing the creativity of educators and students, educators can 

innovate in the delivery of learning materials and utilize technology to create learning 

media. The outbreak of this virus has an impact of a nation and Globally (Ningrum et al, 

2020). The presence of Covid-19 as a pandemic certainly has an economic, social and 

psychological impact on society (Saleh and Mujahiddin, 2020). Covid 19 pandemic caused 

all efforts not to be as maximal as expected (Sihombing and Nasib, 2020). 

Teachers as educators must provide insight by mastering learning media, teachers 

must think critically and creatively in the use of appropriate learning media for their 

students to participate in building the world of education. Responsible for the success of 

the teaching and learning process, the use of appropriate learning media is a very important 

factor in the teaching and learning process. 

Media is an inseparable part of the teaching and learning process to achieve learning 

goals. Media is also one of the learning components that can determine the success of 

learning (Kharisma, 2020).  Where in the learning process teachers are required to reduce 

the use of lecture methods and replace them with the use of learning media. The use of 

media can help convey learning materials to be more meaningful and clearer so that 

learning objectives can be achieved efficiently and effectively (Dwijayani, 2019). 

In fact, in the learning process, many teachers have not used digital media during 

learning because teachers are still not skilled in using these media. Finally, in the learning 

process in the classroom, the teacher is more dominant in explaining the material without 

learning media (Abdullah, 2017). Other problems such as teachers still having difficulty in 

choosing learning media that suits their learning conditions (Anugraheni, 2017) and 

teachers' technological competencies still lacking to develop computer-based media 
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independently (Sinsuw & Sambul, 2017), the use of media in social studies learning is still 
not optimal. Likewise, the availability of social studies learning media in schools has not been 

developed much only using visual media that are less interactive such as images and globes. 
This was reinforced by the results of an interview with one of the class IV teachers at 

SDN Kalibaru 07 who stated that the learning media available in schools was limited, the 

teacher stated that there were no learning media in the form of digital comics in schools, 

the teacher stated that social studies material was very necessary and the teacher stated that 

social studies material needed to be developed or packaged into digital comic media.  

The use of less-than-optimal media in learning also results in teachers having 

difficulty in explaining the material, especially abstract ones, which results in students 

having to think abstractly so that students have minimal knowledge of the concepts taught 

and it is difficult to remember learning materials in the long term which affects their 

learning outcomes. From this situation, it is necessary to transform the learning process 

towards a better direction so that the learning atmosphere becomes more pleasant. 

Learning can be said to be fun if in the learning process students are active, enthusiastic, 

and able to understand what is explained well. This can be overcome by developing 

reading media to be even more interesting both in terms of the language of delivery and 

appearance. Therefore, the development of digital comic media is needed.  

Digital comics are a form of a story with certain characters presented in the form of 

images and their presentation using certain electronic devices. This digital comic is 

interesting because the stories and dialogues between the characters will be packaged in 

the form of comics that are operated using a projector or cellphone so that readers will feel 

comfortable and easy to use because they can be operated anywhere and anytime, not only 

in class but also at home (Syahmi et al., 2022).  The advantage of developing this digital 

comic is that learning becomes more interesting because students can learn through visual 

elements (images). Where media with visual elements can convey learning material to be 

clearer and easier to digest because students do not think abstractly (Hilmi, 2016).  Able to 

describe events in a short time, the information conveyed quickly and easily, develops 

students' thoughts and participation, able to develop students' imagination. The delivery of 

the material has a sequential storyline so that it is easy for students to understand and 

remember (Raneza & Widowati, 2020).  With the implementation of this media 

development, the learning process becomes more meaningful (Nugraha, 2020) 

The purpose of this study is to develop digital comic media on the material on 

economic activities in grade IV elementary schools that are tested for validity. The 

existence of digital comic media can help teachers explain a material that is difficult for 

students to translate, and encourage student's enthusiasm and interest in learning so that the 

learning process becomes more meaningful that it can affect student learning outcomes and 

the achievement of learning objectives. 

 

II. Research Method 
 

In this study, researchers used a type of research & development.  Research and 

development (R&D) are a research method that produces or tests the effectiveness of a 

particular design, program, or product through the stages of design, trial, and revision to 

achieve certain qualities and standards (Kamal, 2020).  In research and development, there 

are several models for a development flow, while the model used by researchers is guided 

by the ADDIE model which consists of 5 stages of development.  The ADDIE model has 

more because at each stage it always goes through the evaluation stage first so that it can 

minimize any errors (Dwiqi et al., 2020). 
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Meanwhile, the approach used in this study uses 2 types of approaches, namely 

quantitative and qualitative. The quantitative approach is obtained through the results of 

questionnaires and validations that have been given to material experts, media experts, and 

student trials as research objects. Meanwhile, in the qualitative approach of the data 

produced through interviews and assessment of criticisms as well as suggestions from 

media experts and material experts on the quality of the media developed. 

The subject of this study was in the form of a digitalized comic media product with 

material on the economic activities of grade IV elementary school students and experts 

who are competent in their fields. The expert consists of one teacher as a material expert 

who competes in social studies content, one lecturer as a media expert to provide media 

reviews that have been developed, and a small group of 5 students and a large group of 10 

students. With the object of research, namely digital comic media, the material of 

economic activity. The grid of digital comic assessment sheets is presented in the 

following table. 

 

Table 1. Material Expert Media Validation Instrument Grids 

Aspects  Indicator 

Material - Conformity of the material 

- Clarity of material delivery 

- Ease of the material to understand 

Language Using language that is easy for students to greet 

Learning - Assist in the learning process 

- Improving the ability of participants to be educated 

 

Table 2. Media Expert Media Validation Instrument Grid 

Aspects  Indicator 

Display  - Text is presented 

- Illustrator is presented 

- Fusion in the use of color 

- Layout design 

- Accuracy in font selection and size 

- Attractive background view 

Characterization  - Character selection of characters 

- Character interest 

Programming - Flexibility in use 

- Overall media operation is easy to operate  

 

Table 3. Grid of response instruments by educators 

Aspects  Indicator 

Learning   - Conformity of the material too basic competencies 

- Flexibility in the presentation of the material 

- Facilitate educators in the learning process and can 

motivate teachers to improve 

Language - Use language that is easy for learners to understand 

Media  - Ease of Use 

- Suitability of selection of type, size, and color of huruf 

- Character selection of characters 

- Character interest 
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Table 4. Grid of response instruments by students 

Aspects  Indicator 

Learning   - Activeness during learning 

- Assist in the learning process 

Material  - Conformity of the material 

- Clarity of material delivery 

- Ease of the material to understand 

Media  - Presentation of digital comic learning media 

  

The score guidelines with the assessment scale validate material experts and media 

experts are using a check form Likert scale with a scale of 5 which is presented in the 

following table: 

 

Table 5. Description of Research Instrument scores 

Shoes Category 

5 Excellent 

4 Good 

3 Enough 

2 Not Good Enough 

1 Very Bad 

 

According to Purwanto (Widiastika et al., 2020), the following formula is used for 

data analysis of media expert validation results, educator validation, and student trials: 

 

Information: 

NP: The average value of the indicator being searched for  

R: The score obtained by each indicator  

SM: Maximum score  

 

The above formula can determine the level of success of learning media development 

based on the level of feasibility and product revision. The following eligibility criteria are 

contained in the table  

Table 6. Eligibility criteria 

Achievemen

t Rate (%) 

Category Information 

100% - 80% Very Worthy Valid (no revision 

required) 

79% - 62% Proper  Fairly Valid (no 

revision required) 

61% - 40% Decent Enough Less Valid (Revised) 

39% - 0% Less Viable Invalid (Revision) 

        (Widiastika et al., 2020) 
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III. Result and Discussion 

 
3.1 Population Policy During Turki Utsmani 1512-1566 M 

This research was conducted to develop and validate the learning media used in the 

learning process.  The learning media developed is declared feasible to be used based on 

validation by learning media experts, validation of material experts, and trial results by 

teachers and student responses.  

Validation of media experts is carried out to find out the shortcomings of digital 

comic media which concern the aspect of learning media assessment. The assessment and 

input given by media experts, namely, spelling and writing are still not correct. The results 

of the calculation of the validation of the feasibility of media experts for the product 

developed got a score of 69/75 as a result if the percentage was 92% and was included in 

the "Very Feasible" category. 

 

Table 7. Media Expert Value Data 

Validator Name Scores obtained Maximum score Average percentage 

Siti Muthi'ah 

Rachman, M.Pd 

69 75 92% 

 

At the validation stage, the material expert aims to determine the feasibility and 

suitability of the material on the developed media. Assessment from material experts, 

namely the material used is following the running curriculum and the abilities of students. 

The final result of the material assessment from the validated digital comic available 

obtained a score of 75/75 so that if it is presented, it becomes 100% and is included in the 

"Very Feasible" category. 

 

Table 8. Expert M Value Data 

Validator Name Scores obtained Maximum score Average percentage 

Darti Isyanti, M. Pd 75 75 100% 

 

Validation by education experts is carried out to see the feasibility of using digital 

comic media used in the classroom. Researchers chose Mrs. Sariyati, S. Pd., as a validator 

of education experts at SDN Kalibaru 07. After seeing and using digital comic media, 

validators assessed that this media was considered quite creative and able to attract 

students' interest and attention in social studies learning. In addition, he also assessed that 

this product was able to increase students' enthusiasm for learning. The final result of the 

Digital Comics media validated by education experts obtained a score of 73/75 so that 

when presented it became 97% and fell into the "Very Feasible" category. 

 

Table 9. Education Expert Value Data 

Validator Name Scores obtained Maximum score Average percentage 

Widayati, S. Pd 73 75 97% 

 

After the product has been validated by three validators and categorized as Very 

Feasible, a small group and large group trial are then carried out. A small group trial 

involved 5 grade IV students. Instruments were used in small group trials by providing 

questionnaires to determine the feasibility of Digital Comics media before being tested in 

larger groups. The small group trial was held on July 1, 9, 2022. The results of the small 

group trial can be seen in Table 10 
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Table 10. Small Group Trials 

Student respondents Shoes (Max 75) Percentage Kelayakan  

1 70 93% Very Worthy 

2 66 88% Very Worthy 

3 68 91% Very Worthy 

4 69 92% Very Worthy 

5 68 91% Very Worthy 

Average 341/375 91% Very Worthy 

 

After conducting small group trials by providing questionnaires, students got an 

average score of 341/375 reaching 91% and entering the very decent category, and in this 

small group, the trial did not get revisions from students so that they could proceed to the 

large group trial stage. The large group trial involved 10 grade IV students. Large group 

trials will be held on July 20, 2022 

 

Table 11. Large Group Trials 

Student respondents Shoes (Max 75) Percentage Kelayakan  

1 69 92% Very Worthy 

2 67 89% Very Worthy 

3 70 93% Very Worthy 

4 69 92% Very Worthy 

5 75 100% Very Worthy 

6 75 100% Very Worthy 

7 75 100% Very Worthy 

8 75 100% Very Worthy 

9 75 100% Very Worthy 

10 75 100% Very Worthy 

Average 725/750 96% Very Worthy 

 

The trial in the large group was carried out by providing questionnaires to students 

and testing media to students with a purpose, and the average score results obtained from 

large trials were 725/750 so if they were concentrated, they got 96% results and fell into 

the very decent category. The results of validation by three validators and conducted small 

group and large group trials showed that digital comic media is very feasible to be used in 

learning activities 
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Figure 1 Digital Comic Media developed 

 

IV. Conclusion 
 

Based on the results of the research that has been explained, the development of 

Digital Comics media in social studies subjects, and economic activity material has been 

tested on class IV students and validated by experts, namely media experts, material 

experts, and educational experts. The final result of this study is that Digital Comic media 

can be used as a learning medium in supporting the learning activities of students in 

schools. It can be concluded that this research produced a Digital Comics media with a 

very decent category and can be used well in schools. 
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