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ABSTRAK 

Nabila Nurul Amaluna 

(2108107102) 

 

“Pengembangan Media Komik Berbasis Digital 

Bermuatan Profil Pelajar Pancasila untuk 

Meningkatkan Keterampilan Kolaborasi Siswa di 

SDN Kutamanggu 1” 

Saat ini siswa dituntut untuk memiliki keterampilan dalam membantu 

mengatasi permasalahan abad 21 terdiri dari keterampilan berpikir kritis, kreatif, 

komunikasi, dan kolaborasi. Keterampilan kolaborasi termasuk salah satu 

kemampuan abad 21 yang penting untuk ditingkatkan, karena dapat mendukung 

kerja sama antar siswa meskipun terdapat perbedaan antar mereka. Berdasarkan hasil 

observasi dan wawancara yang dilakukan oleh peneliti ditemukan bahwa rendahnya 

keterampilan kolaborasi siswa akibat kurangnya penggunaan media pembelajaran 

yang inovatif dan menarik. 

Teori yang digunakan dalam penelitian ini adalah teori keterampilan 

kolaborasi untuk menganalisis siswa di kelas V SDN Kutamanggu 1. Indikator dalam 

keterampilan kolaborasi mencakup berpartisipasi secara aktif (1), bekerja secara 

produktif (2), bertanggung jawab (3), fleksibilitas dan kompromi (4), dan saling 

menghargai (5) 

Tujuan dari penelitian ini diantaranya: (1) untuk mengetahui bagaimana 

pengembangan media komik berbasis digital bermuatan profil pelajar Pancasila, (2) 

untuk mengetahui bagaimana kelayakan  media komik berbasis digital bermuatan 

profil pelajar Pancasila, (3) untuk mengetahui apakah media komik berbasis digital 

bermuatan profil pelajar Pancasila efektif dalam meningkatkan keterampilan 

kolaborasi siswa.  

Metode yang digunakan dalam penelitian ini  yaitu, Research and 

Development (R&D) dengan model pengembangan ADDIE yang meliputi tahapan 

Analyze, Design, Development, Implementation, dan Evaluation. Teknik 

pengumpulan data dilakukan melalui observasi, wawancara, dan angket. Teknik 

untuk teknik analisis data menggunakan uji deskriptif, uji normalitas, uji wilcoxon, 

dan uji N-Gain. 

Hasil validasi menunjukkan bahwa media komik digital dinyatakan sangat 

layak berdasarkan penilaian ahli media dengan persentase sebesar 95%, ahli bahasa 

sebesar 95%, dan ahli materi sebesar 87%. Selain layak digunakan, media ini juga 

terbukti efektif dalam meningkatkan keterampilan kolaborasi siswa. Hasil uji 

efektivitas dengan analisis N-Gain menunjukkan peningkatan keterampilan 

kolaborasi dengan rata-rata skor 0,86 pada seri pertama dan meningkat menjadi 0,96 

pada seri kedua, keduanya termasuk dalam kategori tinggi, yang menandakan adanya 

peningkatan keterampilan kolaborasi secara signifikan.  

Kata Kunci: Komik digital, Profil Pelajar Pancasila, keterampilan kolaborasi, 

pengembangan media, siswa sekolah dasar. 
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ABSTRACT 

Nabila Nurul Amaluna 

(2108107102) 

 

"Development of Digital-Based Comic Media 

Containing Pancasila Student Profiles to Improve 

Students' Collaboration Skills at SDN Kutamanggu 1" 

 

Currently, students are required to have skills to help overcome 21st century 

problems consisting of critical thinking, creative, communication, and collaboration 

skills. Collaboration skills are one of the 21st century skills that are important to 

improve, because they can support cooperation between students even though there 

are differences between them. Based on the results of observations and interviews 

conducted by researchers, it was found that the low collaboration skills of students 

were due to the lack of use of innovative and interesting learning media. 

The theory used in this study is the theory of collaboration skills to analyze 

students in class V of SDN Kutamanggu 1. Indicators in collaboration skills include 

actively participating (1), working productively (2), being responsible (3), flexibility 

and compromise (4), and mutual respect (5). 

The objectives of this study include: (1) to find out how to develop digital-

based comic media containing Pancasila student profiles, (2) to find out how feasible 

digital-based comic media containing Pancasila student profiles is, (3) to find out 

whether digital-based comic media containing Pancasila student profiles is effective 

in improving students' collaboration skills. 

The method used in this study is Research and Development (R&D) with the 

ADDIE development model which includes the stages of Analyze, Design, 

Development, Implementation, and Evaluation. Data collection techniques are 

carried out through observation, interviews, and questionnaires. Techniques for data 

analysis techniques use descriptive tests, normality tests, Wilcoxon tests, and N-Gain 

tests. 

The validation results show that digital comic media is declared very feasible 

based on the assessment of media experts with a percentage of 95%, language 

experts at 95%, and material experts at 87%. In addition to being feasible to use, this 

media has also proven effective in improving students' collaboration skills. The 

results of the effectiveness test with N-Gain analysis showed an increase in 

collaboration skills with an average score of 0.86 in the first series and increasing to 

0.96 in the second series, both of which are included in the high category, indicating 

a significant increase in collaboration skills. 

Keywords: Digital comics, Pancasila Student Profile, collaboration skills, media 

development, elementary school students. 
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