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ABSTRAK 

 

Laboratorium pengolahan hasil nabati SMK Negeri 63 Jakarta memiliki work 

instruction sebagai media pembelajaran pengoperasian alat yang tersedia pada 

beberapa alat. Namun pada pelaksanaan praktikum ditemukan masalah, siswa tidak 

tertarik terhadap media tersebut karena penyajiannya berupa teks penuh bergambar 

monokrom, sehingga bergantungan terhadap instruksi guru. Untuk mencapai 

kemandirian siswa dan efisiensi praktikum dibutuhkannya komik digital. Penelitian 

ini bertujuan untuk mengetahui kelayakan komik digital, mengetahui hasil belajar 

kognitif dan psikomotorik siswa yang menggunakan work instruction dan komik 

digital, serta tanggapan siswa terhadap pengoperasian alat menggunakan instruksi 

kerja. Pengembangan komik digital menggunakan metode ADDIE dan 

penerapannya menggunakan metode Quasi-Experimental Design dengan model 

Non-Equivalent Grup Design. Hasil penelitian pengembangan komik digital 

dinyatakan “Sangat Layak” oleh para ahli dan respons siswa. Hasil belajar kognitif 

siswa menggunakan work instruction memperoleh N-Gain kategori “Sedang”, 

sedangkan siswa menggunakan komik digital memperoleh N-Gain kategori 

“Tinggi”. Hasil belajar psikomotorik siswa pada pengoperasian alat dehydrator, 

planetary mixer dan vegetable cutter menggunakan work instruction memperoleh 

kategori “Baik”, sedangkan siswa menggunakan komik digital memperoleh 

kategori “Sangat Baik”. Hasil tanggapan siswa terhadap pembelajaran 

pengoperasian alat menggunakan work instruction memperoleh kategori “Baik”, 

sedangkan yang menggunakan komik digital memperoleh kategori “Sangat Baik”. 

Kata Kunci: ADDIE, Komik Digital, Pengoperasian Alat, Work Instrction  
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DEVELOPMENT AND APPLICATION OF DIGITAL COMICS AS A 

LEARNING MEDIUM FOR OPERATING LABORATORY EQUIPMENT 
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ABSTRACT 

 

The Vegetable Processing Laboratory of SMK Negeri 63 Jakarta has work 

instruction as a learning medium for operating tools available on several tools. 

However, in the implementation of the practicum, a problem was found. Students 

were not interested in the media because the presentation was full text with 

monochrome images, so they were dependent on the teacher's instructions. Digital 

comics are needed to achieve student independence and practicum efficiency. This 

study aims to determine the feasibility of digital comics, the cognitive and 

psychomotor learning outcomes of students using work instructions and digital 

comics, and students' responses to the operation of tools using work instructions. 

The development of digital comics uses the ADDIE method  and its application uses 

the Quasi-Experimental Design method with the Non-Equivalent Group Design 

model. The results of the research on the development of digital comics were 

declared “Very Feasible” by the experts and students. The cognitive learning 

outcomes of the students using work instruction received the N-gain category of 

“Medium”, while the students using digital comics received the N-gain category of 

“High”. Students' psychomotor learning outcomes in operating the dehydrator, 

planetary mixer, and vegetable cutter using work instructions received the “Good” 

category, while students using digital comics received the “Very Good” category. 

The results of the students’ responses in learning the operation of the tools using 

work instructions received the “Good” category, while those using digital comics 

received the "Very Good" category. 

Keywords: ADDIE, Digital Comics, Tool Operation, Work Instrction  
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