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ABSTRAK 

 

Penelitian ini dilatarbelakangi oleh sulitnya siswa memahami materi Matematika 

yang bersifat abstrak. Media pembelajaran komik dipilih karena mampu 

menyajikan materi bilangan cacah melalui perpaduan teks, gambar, dan narasi 

berbasis kearifan lokal budaya Banjar sehingga membantu siswa memahami 

materi secara lebih konkret dan bermakna. Pengembangan media ini diharapkan 

menjadi alternatif media pembelajaran yang inovatif dan kontekstual. Penelitian 

ini bertujuan untuk mengembangkan media pembelajaran komik serta mengetahui 

kelayakan dan efektivitasnya dalam meningkatkan hasil belajar siswa kelas V di 

SDN Hakim. Penelitian ini menggunakan metode Research and Development 

(R&D) dengan model 4D (Define, Design, Develop, dan Disseminate). Sampel 

penelitian terdiri atas 13 siswa kelas V SDN Hakim. Data dikumpulkan melalui 

observasi, wawancara, angket, dan tes, kemudian dianalisis menggunakan validasi 

ahli, angket respon siswa, dan uji N-Gain. Hasil penelitian menunjukkan media 

pembelajaran komik memperoleh persentase kelayakan sebesar 84,35% dari ahli 

materi dan 94,62% dari ahli media dengan kategori sangat layak, serta respon 

siswa sebesar 88% dengan kategori sangat positif. Nilai rata-rata pretest 

meningkat dari 51,5 menjadi 83,8 pada posttest dengan nilai N-Gain sebesar 0,678 

berkategori sedang. Dengan demikian, media pembelajaran komik yang 

dikembangkan terbukti layak dan cukup efektif untuk meningkatkan hasil belajar 

Matematika siswa kelas V di SDN Hakim. Penelitian selanjutnya disarankan 

untuk mengembangkan dan menguji media pembelajaran komik pada cakupan 

subjek, materi, dan sekolah yang lebih luas serta menyempurnakan desain komik 

agar efektivitasnya dalam meningkatkan hasil belajar semakin optimal. 

Kata Kunci: Pengembangan Media, Komik, Hasil Belajar, Matematika. 
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DEVELOPMENT OF COMIC LEARNING MEDIA IN MATHEMATICS TO 

IMPROVE LEARNING OUTCOMES OF GRADE V STUDENTS  

IN SDN HAKIM SUNGAI PINANG 

 

ABSTRACT 

 

This study was motivated by the difficulty students face in understanding abstract 

mathematics concepts. Comics were chosen as a learning medium because they 

can present number concepts through a combination of text, images, and 

narratives rooted in the local wisdom of Banjar culture, thereby helping students 

understand the material in a more concrete and meaningful way. The development 

of this medium is expected to serve as an innovative and contextual alternative 

learning tool. This study aims to develop a comic-based learning medium and to 

determine its feasibility and effectiveness in improving the learning outcomes of 

fifth-grade students at SDN Hakim. This study employed the Research and 

Development (R&D) method using the 4D model (Define, Design, Develop, and 

Disseminate). The study sample consisted of 13 fifth-grade students at SDN 

Hakim. Data were collected through observation, interviews, questionnaires, and 

tests, then analyzed using expert validation, student response questionnaires, and 

the N-Gain test. The results showed that the comic-based learning media received 

a feasibility rating of 84.35% from subject matter experts and 94.62% from media 

experts, both categorized as “highly feasible,” as well as a student response rate 

of 88%, categorized as “very positive.” The average pretest score increased from 

51.5 to 83.8 on the posttest, with an N-Gain value of 0.678, categorized as 

moderate). Thus, the comic-based learning medium developed has proven to be 

viable and sufficiently effective in improving the mathematics learning outcomes 

of fifth-grade students at SDN Hakim. Further research is recommended to 

develop and test the comic-based learning medium across a broader range of 

subjects, content, and schools, as well as to refine the comic design so that its 

effectiveness in improving learning outcomes can be further optimized. 
 

Keywords: Media development, comics, learning outcomes, mathematics. 
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MOTTO 

 

"Kesuksesan bukanlah milik mereka yang pintar, tetapi milik mereka yang tidak 

pernah menyerah." 

 

"Sesungguhnya bersama kesulitan ada kemudahan." 

(QS. Al-Insyirah: 6) 

 

“Langkah kecil hari ini adalah awal dari perubahan besar di masa depan”  
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