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PENGEMBANGAN MEDIA KOMIK BERBASIS PROBLEM BASED
LEARNING (PBL) DALAM MENINGKATKAN MOTIVASI BELAJAR
SISWA SMP (Oleh : Sri Irma Juwita, Pembimbing : Ellyna Hafizah, Mella
Mutika Sari, 2024; 144 halaman)

ABSTRAK

Penelitian ini merupakan pengembangan media komik berbasis problem based
learning (PBL) dalam meningkatkan motivasi belajar siswa SMP. Penelitian ini
bertujuan untuk mengetahui validitas, kepraktisan, efektivitas dan motivasi
belajar media pembelajaran komik pada sub materi gaya. Model pengembangan
penelitian adalah R & D dari Borg and Gall yang menggunakan 10 tahapan.
Namun peneliti hanya menggunakan 6 tahapan yaitu: (1) (Research and
Information Collecting), (2) (Planning), (3) (Develop Preliminary Form Of
Product), (4) (Preliminary Field Testing), (5) (main produk revision ), (6) (main
field testing). Teknik analisis data untuk lembar angket validasi, lembar respon
siswa dan lembar angket motivasi menggunakan skala likert dan analisis
peningkatan hasil belajar siswa menggunakan analisis N-gain. Hasil penelitian
menunjukkan bahwa (1) media pembelajaran dikategorikan sangat layak dengan
persentase skor 90.42% (2) media pembelajaran dikategorikan sangat praktis
dengan persentase skor 78.33% (3) motivasi belajar pada media pembelajaran
dikategorikan tinggi dengan persentase skor 76.76 % (4) media pembelajaran
dikategorikan efektif dengan skor n-gain sebesar 0.75 yang termasuk pada kriteria
tinggi. Berdasarakan hasil penelitian dapat diketahui bahwa media pembelajaran
komik berbasi PBL pada sub materi gaya adalah media pembelajaran yang sangat
layak , praktis, motivasi belajar tinggi dan efektif meningkatkan hasil belajar
siswa.

Kata Kunci : Media pembelajaran, komik, PBL, motivasi belajar

il



DEVELOPMENT OF PROBLEM BASED LEARNING (PBL) BASED
COMICS MEDIA IN INCREASING JUNIOR HIGH SCHOOL
STUDENTS' LEARNING MOTIVATION (By: Sri Irma Juwita, Supervisor:
Ellyna Hafizah, Mella Mutika Sari, 2024; 144 pages)

ABSTRACT

This research is the development of comic media based on problem based learning
(PBL) in increasing junior high school students' learning motivation. This
research aims to determine the validity, practicality, effectiveness and learning
motivation of comic learning media in the style sub-material. The research
development model is R & D from Borg and Gall which uses 10 stages. However,
researchers only use 6 stages, namely: (1) (Research and Information Collecting),
(2) (Planning), (3) (Develop Preliminary Form Of Product), (4) (Preliminary Field
Testing), (5) (main revision products), (6) (main field testing). Data analysis
techniques for validation questionnaire sheets, student response sheets and
motivation questionnaire sheets use a Likert scale and analysis of improving
student learning outcomes uses N-gain analysis. The research results show that (1)
learning media is categorized as very feasible with a score percentage of 90.42%
(2) learning media is categorized as very practical with a score percentage of
78.33% (3) learning motivation in learning media is categorized as high with a
score percentage of 76.76% (4) learning media categorized as effective with an n-
gain score of 0.75 which is included in the high criteria. Based on the research
results, it can be seen that PBL-based comic learning media in the style sub-
material is a learning media that is very feasible, practical, has high learning
motivation and is effective in improving student learning outcomes.

Keywords: Learning media, comics, PBL, learning motivation
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