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ABSTRAK 

Penelitian ini dilatarbelakangi oleh kurangnya variasi media pembelajaran digital yang 

menyebabkan kurangnya minat belajar peserta didik dalam memahami materi kegiatan 

ekonomi. Rendahnya minat peserta didik berdampak pada proses pembelajaran yang 

kurang optimal. Maka guru perlu memilih media pembelajaran yang tepat sesuai 

dengan kebutuhan peserta didik dan materi yang diajarkan. Penelitian ini bertujuan 

untuk mengembangkan media komik digital berbasis Google Sites sebagai upaya 

meningkatkan minat belajar dan memudahkan pemahaman peserta didik terhadap 

materi kegiatan ekonomi di kelas IV sekolah dasar. Penelitian ini menggunakan metode 

Design and Development dengan prosedur yang dikemukakan oleh Peffers, yang 

meliputi identifikasi masalah, deskripsi tujuan, desain dan pengembangan produk, uji 

coba produk oleh beberapa ahli, evaluasi hasil uji coba, dan komunikasi hasil uji coba. 

Teknik pengumpulan data yang digunakan yaitu wawancara, observasi, angket dan tes. 

Hasil uji kelayakan media komik digital berbasis Google Sites berdasarkan ahli materi 

memperoleh rata-rata 95,1%, ahli media 97,1% serta ahli bahasa memperoleh 87,5% 

dengan keseluruhan mendapatkan interpretasi “Sangat Layak”. Respon pengguna 

yakni guru dan siswa kelas IV SD terhadap media Google Sites mendapatkan 

interpretasi “Sangat Praktis” dengan hasil respon guru sebesar 100% dan respon minat 

siswa 92,4%. Hasil implementasi media komik digital berbasis Google Sites 

memperoleh skor rata-rata 85,1 dengan kategori “Tuntas”. Berdasarkan data yang 

didapatkan, media pembelajaran komik digital berbasis Google Sites layak digunakan 

dalam pembelajaran materi kegiatan ekonomi. Melalui media komik digital berbasis 

Google Sites, peserta didik dapat memperkaya pengalaman belajar yang inovatif. 

Kata kunci: Media pembelajaran, Komik Digital, Google Sites, Pembelajaran IPS, 

Kegiatan Ekonomi 
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THE DEVELOPMENT OF DIGITAL COMIC MEDIA BASED ON GOOGLE 

SITES FOR SOCIAL STUDIES LEARNING ON ECONOMIC ACTIVITIES 

IN 4TH GRADE ELEMENTARY SCHOOL 

Fira Ayu Dwiputri 

2000251 

ABSTRACT 

This research is motivated by the lack of variation in digital learning media which 

causes a lack of interest in learning students in understanding economic activity 

material. The low interest of students impacts the learning process which is less than 

optimal. Therefore, teachers need to choose the right learning media according to the 

needs of students and the material being taught. This study aims to develop digital 

comic media based on Google Sites to increase interest in learning and facilitate 

students' understanding of economic activity material in fourth-grade of elementary 

school. This study uses the Design and Development method with procedures proposed 

by Peffers, which include problem identification, description of objectives, product 

design and development, product trials by several experts, evaluation of trial results, 

and communication of trial results. Data collection techniques used are interviews, 

observations, questionnaires, and tests. The results of the feasibility test of digital 

comic media based on Google Sites based on material experts obtained an average of 

95.1%, media experts 97.1% and language experts obtained 87.5% with the overall 

interpretation of "Very Feasible". The response of users, namely teachers and fourth-

grade elementary school students, to the Google Sites media received an interpretation 

of "Very Practical" with a teacher response of 100% and a student interest response of 

92.4%. The results of implementing digital comic media based on Google Sites 

obtained an average score of 85.1 with the category "Complete". Based on the data 

obtained, digital comic learning media based on Google Sites is suitable for learning 

economic activity material. Through digital comic media based on Google Sites, 

students can enrich innovative learning experiences. 

Keywords: Learning Media, Digital Comics, Google Sites, Social Studies Learning, 

Economic Activities 
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