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ABSTRAK 

Idris Sarra, 2023. “Pengembangan Media Pembelajaran Berbasis Buku Komik 
Berbantuan Canva Pada Materi Puasa Ramadhan SIT Al-Hikmah 
Palopo”. Skripsi Program Studi Pendidikan Agama Islam Fakultas 
Tarbiyah dan Ilmu Keguruan Institut Agama Islam Negeri Palopo. 
Dibimbing oleh Salmilah dan Firman. 

 
Skripsi ini membahas tentang peningkatan pengembangan media 

pembelajaran berbasis buku komik berbantuan canva pada siswa kelas V SIT Al 
Hikmah Palopo. penelitian ini bertujuan unutk mengetahui hasil rancangan media, 
validasi, praktikalitas dan efektifitas media pembelajaran berbasis buku komik ini. 

Jenis penelitian ini adalah penelitian Research and Development (R&D), 
dengan model ADDIE yang terdiri dari lima tahap yaitu: analisis (Analysis), 
desain (Design), pengembangan (Development), implementasi (Implementation), 
evaluasi (Evaluation). Subjek pene;itian ini adalah siswa kelas V SIT Al Hikmah 
Palopo. Instrumen yang digunakan adalah lembar validasi ahli materi dan media, 
angket kepraktisan untuk siswa, serta lembar soal pre-test dan post-test siswa 
untuk mengetahui keefektifan produk dalam meningkatkan hasil belajar siswa. 
Teknik analisis data yang digunakan adalah deskriptif kualitatif dan analisis data 
deskriptif kuantitatif. 

Hasil pengembangan media pembelajaran berbasis buku komik. Hasil 
rancangan media berbasis buku komik berbantuan canva yaitu menghasilkan 
media pembelajaran berupa produk cetak. Hasil validasi media dan materi 
memenuhi syarat kevalidan yaitu 86,6% dengan kategori sangat valid. Hasil uji 
kepraktisn oleh guru dan siswa memenuhi syarat praktikalitas yaitu 85% dan 
dengan kategori sangat praktis. Hasil efektifitas media pembelajaran berbasis 
buku komik dapat dilihat dari skor pre-test dan post-test siswa diperoleh rata-rata 
nilai N-gain sebesar 57,7% dengan kategori “sedang”. Berdasarkan hasil tersebut
dapat disimpulkan bahwa media pembelajaran berbasis buku komik berbantuan 
canva efektif digunakan. Pengembangan media berbasis buku komik dapat 
mendukung terciptanya pembelajaran yang menarik dan dapat meningkatkan 
interaksi, serta meningkatkan minat belajar siswa ditinjau dari hasil belajar siswa. 

 
Kata kunci: Media Pembelajaran, Buku Komik. 
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ABSTRACT 

Idris Sarra, 2023. "Development of Comic Book-Based Learning Media Assisted 
by Canva on the Material of Ramadan Fasting SIT Al-Hikmah 
Palopo". Thesis Islamic Religious Education Study Program, Faculty 
of Tarbiyah and Teacher Science, Palopo State Islamic Institute. 
Supervised by Salmilah and Firman. 

This thesis discusses the improvement of canva-assisted comic book-based 
learning media development for grade V students of SIT Al Hikmah Palopo. This 
study aims to determine the results of media design, validation, practicality and 
effectiveness of this comic book-based learning media development. 

This type of research is a Research and Development (R&D) development, 
with the ADDIE development model consisting of five stages, namely: Analysis, 
Design, Development, Implementation, and Evaluation. The subjects of this 
research were fifth grade students of SIT Al Hikmah Palopo. The instruments 
used were material and media expert validation sheets, practicality questionnaires 
for students, and student pre-test and post-test questionnaires to determine the 
effectiveness of the product in improving student learning outcomes. The data 
analysis technique used was descriptive qualitative and quantitative descriptive 
data analysis. 

The results of developing comic book-based learning media. The results of 
canva-assisted comic book-based media design are to produce learning media in 
the form of printed products. The results of media and material validation meet the 
validity requirements of 86.6% with a very valid category. The results of the 
practicality test by teachers and students meet the practicality requirements, 
namely 85% and with a very practical category. The results of the effectiveness of 
comic book-based learning media can be seen from the pre-test and post-test 
scores of students obtained an average N-gain value of 57.7% in the "medium" 
category. Based on these results, it can be concluded that comic book-based 
learning media assisted by Canva is effective to use. Comic book-based media 
development can support the creation of interesting learning and can increase 
interaction, and increase student interest in learning in terms of student learning 
outcomes. 

Keywords: Learning Media, Comic Book.  
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 املخص

،بس 0203إدس٠ذبّ ٌّصٛس ٌىت ٍٝ ّذٌّع ع١ّ١ٍٌ بٌٛ "ط٠ٛش .             
Canva ٚش ."ٛٌٛب ٌّحى  سِضب ١ب ِبد ٟِشٔب 

ٌذ١ٕ٠ ١شٌ ِعٙذدس ٌّع١ٍّٓ، ٚذس٠ت ١شٌ و١ٍ ،١ِ
٘ذٜ ٌحىِٟٛ. ِٟ ٛٌٛبشِبٚ ٍ١ٍّ . 

ذبّ ٌّصٛس ٌىت ٍٝ ١ٕٌّ ٍعٌ بٚ ط٠ٛش ٓ١ح ٚش ٘زٖ  ٕبؼ
Canva ٌّحى و١ٍ ٟ ٌِخب ٌص ٔبٌطة حذ٠ذ إٌٝ حٌ ٘ز ٠ٙذ .ٛٌٛب
ٍٝ ١ٕٌّ ٍعٌ ًبٚ ط٠ٛش عب١ٌٚ ٌعٍّٟ ٌٚط١ك ِٕٙب ٌٚحمك بٌٛ ص١ّ
ٌّصٛس  .ٌىت

ٌٚط٠ٛش حٌ ط٠ٛش ٛ٘ حٌ ِٓ ٌٕٛ ٘ز (R&D)ط٠ٛشٌ ّٔٛرج ٛى٠ ١ 
ADDIE ٛطٌ ،ص١ّٌ ٌح١ًٍ، :ٟ٘ٚ ،ًِش ّ ِٓوب .م١١ٌ ٌٕف١ز، ٠ش،
ٟ ٌِخب ٌص ة حٌ ٘ز ٛِٛ SIT ٚد ٔٚوب .ٛٌٛب ٌّحى
ٌعٍّٟ ٌط١ك ١بٔبٚ ،بٌٛٚ ٌّٛد شء ح ِٓ ٌحمك ٚسق ٟ٘ ِخذٌّ

ٌّٕ عب١ٌ ِذٜ ٌحذ٠ذ ٌٚعذٞ ٍٟٌم بس ٍئ ٚسق إٌٝ بب ٌٍٟطة، 
ف١ٌٛ ١بٔبٌ ح١ًٍ ٟ٘ ِخذٌّ ١بٔبٌ ح١ًٍ م١ٕ ٌطة. ٍع بٔ ٓ١ح
ٌى١ّٚ ١ٌٕٛ. 

إٌٝ ٕذٌّ بٌٛ ص١ّ بٔ .ٌٟٌٙ ٌىبة ٍٝ ١ٕٌّ ٍعٌ ًبٚ ط٠ٛش بٔ
ذبّ ٌّصٛس ِ  Canvaٌىت بِٕ ؽىً ٟ ع١ّ١ٍ بٚ إٔبج ٟ٘.ٛط

ٟ٘ٚ ،١ٌص بٍطِ ِ ٌّٛٚد بٌٛ ح ِٓ ٌحمك بٔ ٛ86.6ٟك %
ٌط١ك بٍطٌّ ١ٛِ ٌٚطة ٌّع١ٍّٓ ً ِٓ ٌعٍّٟ بس بٔ .ذ بٌح ئ

ٟ٘ٚ 85١ٕٌّٌعٍّٟ ٍعٌ ًبٚ عب١ٌ بٔ سؤ٠ ٠ّىٓ . ذ ٌعٍّٟ ئ ٟ مٚ %
ٛّ ٌٍطة، ٌٚعذٞ ٍٟٌم بس بدس ي ِٓ ٌّصٛس ٌىت ٍٝّ١  N-

gain ٍػ٠57.7بٌٛ  ٕبج ٠ّىٓ ،بٌٕ ٘زٖ ٍٝ ٕبءٚ ."طٛٌّ" ٌفئ ٟ %
ِٓ ِٛٌّذٚ ٌّصٛس ٌىت ٍٝ ١ٕٌّ ع١ّ١ٍٌ Canva  ٠ّىٓ .خذ ٟ ٌعب

ط٠ٛ ٠ذ٠ذ٠  ٠ّٚىٓ ّب٘ٌ ِث١ش ٍع إٔؾبء ٌّصٛس ٌىت إٌٝ ٕذٌّ بٌٛ ش
ٌطة ٍع بٔ ١ ِٓ ٍعٌب ٌطة ّب٘ ٠بد ٓ ض ،ًفبٌ ِٓ. 

ٌّصٛس ٌىت ،ع١ّ١ٍٌ بٌٛ :١بٌّف ٌىٍّب. 

  


