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A B S T R A K 

Permasalahan yang ada saat ini adalah menurunnya karakter siswa dan 
media pembelajaran yang belum menerapkan budaya Bali. Penelitian ini 
bertujuan untuk mengembangkan media komik digital berbasis budaya Bali 
untuk memperkuat Profil Siswa Pancasila siswa kelas IV SD. Penelitian ini 
menggunakan model pengembangan ADDIE. Metode yang digunakan 
adalah kuesioner. Subyek penelitiannya adalah media komik digital 
berbasis budaya Bali, sedangkan objek penelitiannya adalah desain, 
validitas media yang dikembangkan, respon guru dan respon siswa 
terhadap media komik digital. Teknik analisis data yang digunakan adalah 
analisis deskriptif kualitatif dan kuantitatif. Hasil penelitian adalah desain 
terdiri dari sampul komik, pembuka komik, isi komik, sampul komik, dan 
dalam bentuk file PDF. Validitas media pembelajaran komik digital 
dinyatakan valid dan sesuai berdasarkan persentase ahli isi materi 98%, 
ahli media 95%, dan ahli desain 98% (sangat baik). Respon guru kelas IV 
SD berdasarkan uji praktik memperoleh persentase 100% (sangat baik) 
sehingga layak digunakan dalam kegiatan pembelajaran. Respon siswa 
berdasarkan uji coba individu diperoleh persentase sebesar 98,7% dan uji 
kelompok kecil 97,7% (sangat baik). Disimpulkan bahwa media komik digital 
berbasis budaya Bali layak digunakan dalam pembelajaran. 7% dan uji 
coba kelompok kecil 97,7% (sangat baik). Disimpulkan bahwa media komik 
digital berbasis budaya Bali layak digunakan dalam pembelajaran. 7% dan 
uji coba kelompok kecil 97,7% (sangat baik). Disimpulkan bahwa media 
komik digital berbasis budaya Bali layak digunakan dalam pembelajaran. 
 

A B S T R A C T 

The current problem is the decline in student character and learning media that does not yet apply 
Balinese culture. This research aims to develop digital comic media based on Balinese culture to 
strengthen the Pancasila Student Profile of grade IV elementary school students. This research uses 
the ADDIE development model. The method used is a questionnaire. The research subject is digital 
comic media based on Balinese culture, while the research object is the design, validity of the media 
developed, teacher responses and student responses to digital comic media. The data analysis 
technique used is qualitative and quantitative descriptive analysis. The results of the research are that 
the design consists of a comic cover, comic opening, comic content, comic cover, and in the form of a 
PDF file. The validity of digital comic learning media was declared valid and appropriate based on the 
percentage of material content experts 98%, media experts 95%, and design experts 98% (very 
good). The fourth grade elementary school teacher's response based on practitioner tests obtained a 
percentage of 100% (very good) so it is suitable for use in learning activities. Student responses 
based on individual trials obtained a percentage of 98.7% and small group trials 97.7% (very good). It 
was concluded that digital comic media based on Balinese culture is suitable for use in learning. 7% 
and small group trials 97.7% (very good). It was concluded that digital comic media based on Balinese 
culture is suitable for use in learning. 7% and small group trials 97.7% (very good). It was concluded 
that digital comic media based on Balinese culture is suitable for use in learning. 
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1. INTRODUCTION 

Education is a process of change and behavior through learning and training activities(Hulukati & 
Rahmi, 2020; Sari et al., 2022). The aim of changing the curriculum is to improve the quality of education 
for the next generation so that it is in line with current developments. The Independent Curriculum is a 
refinement of the 2013 Curriculum which is an option for schools that are ready to implement it in 2022-
2024 learning and for schools that are not ready to implement the Independent Curriculum, they are given 
another option, namely continuing to implement the 2013 Curriculum or continuing the Emergency 
Curriculum until an evaluation of the recovery curriculum is carried out. learning in 2024(Rahmadayanti 
& Hartoyo, 2022). The thing that is emphasized in the Independent Curriculum is quality learning in order 
to create students with quality Pancasila Student Profile character and competence as human resources 
who are able to face global challenges.(Mabsutsah & Yushardi, 2022; Miftakhuddin et al., 2022). 
Technology is developing rapidly, changes in the living environment, differences that will occur in the 
world of work in the future in the field of education and culture, as well as socio-cultural shifts are behind 
the emergence of the Pancasila Student Profile.(Kahfi, 2022; Wanti et al., 2019). 6 dimensions of Pancasila 
Student Profile character, namely faith, devotion to God Almighty and noble character; global diversity; 
worked together; independent; critical reasoning; and creative(Hidayati et al., 2022; Kahfi, 2022; 
Kurniawaty et al., 2022). 

The increasingly advanced development of technology is proven by the Industrial Revolution 4.0 
which encourages the use of technology in various fields, one of which is education. Therefore, in the 
world of education, 21st century learning is being implemented which is marked by the development of 
digital information. 21st century learning must be able to prepare generations of people in Indonesia to 
follow the flow of information and communication technology which is increasingly advanced and 
developing in society(Nugraha & Octavianah, 2020; Somantri, 2021; Syahputra, 2018). The use of 
technology in learning can help teachers activate students, so teachers are required to be creative in using 
technology to apply it in learning media. Learning media is anything that is physical or technical as an 
intermediary from teacher to student in facilitating the delivery of teaching material(Astutik et al., 
2021;Adam & Syastra, 2015).Learning media has the benefits of unifying teaching materials, making the 
learning process interesting, learning activities more interactive, saving time and energy, improving 
student learning outcomes, making teachers more productive, and allowing learning activities without 
being limited by space and time.(Karo-Karo & Rohani, 2018). Conditions at SD Negeri 2 Ambengan show 
that there is an implementation of the Merdeka Curriculum at grade IV level which emphasizes the 
character of the Pancasila Student Profile. There is a decline in student character due to previous learning 
carried out via WhatsApp Group during the Covid-19 pandemic.learning media that applies technology is 
only in the form of PowerPoint media and learning videos and Balinese culture has not been applied in 
learning media. 

The solution offered to introduce the character of the Pancasila student profile to students is by 
using learning media. Learning media that utilizes technology are digital comics. Comic media is a visual 
media that is popular with children because it can create a desire to read in children(Nuraeni & Habibi, 
2021; Parera, 2021; Rosyida, 2019). Digital comics are comics that are published digitally, contain images 
arranged in several parts, have a synchronized reading path, have frames, have word balloons, and have a 
writing style that communicates the meaning of the images.(Lestari & Irwansyah, 2020; Rohmanurmeta & 
Dewi, 2019). The application of digital comics as a learning medium can increase learning effectiveness 
and student enthusiasm(Hidayah et al., 2017; Riwanto & Wulandari, 2018).Children generally enjoy 
reading comics, comics that contain real depictions of stories accompanied by illustrations and supporting 
dialogue, comics that are easy to use, and comics that can be read anywhere and at any time are 
considerations for choosing comic media in learning.(Kanti et al., 2018; Elly Sukmanasa & Windiyani, 
2017). In line with the use of digital comics as a learning medium, cultural diversity can be used in digital 
comics. The word culture comes from the word buddhayah which is Sanskrit. Buddhayah is the plural 
form of buddhi (mind or reason) which means everything that is related to human reason and 
reason.(Suweta, 2020). The elements of culture consist of 7 universal elements, namely language, 
technological systems, livelihood systems, social organizations, knowledge systems, religion and art. 
(Pitriani et al., 2013).The diversity of Balinese culture can be applied in digital comics, including Balinese 
folklore, traditional Balinese clothing, typical Balinese names, and typical Balinese buildings. However, the 
diversity of Balinese culture in digital comic learning media has not been implemented in strengthening 
the Pancasila Student Profile in elementary schools. Research that applies Balinese culture is utilizing 
Balinese culture in the form of Balinese folklore as a science learning tool(Riastini et al., 2020)and 
research that utilizes Balinese culture in the development of kolok (deaf mute) friendly teaching material 
media on social studies learning outcomes and attitudes of love for Balinese culture(Widiana et al., 2019). 
Both studies show that the product developed has high validity. 
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Previous research findings reveal that the digital comics developed are suitable for use in 
learning(Supartayasa & Wibawa, 2022; Sedana Putra & Semara Putra, 2021). The digital comics based on 
Indonesian hero characters that have been developed can be used as learning media(Wijaya et al., 
2020).Apart from that, other research findings reveal that comics can be used as an alternative medium to 
convey the message of the Pancasila Student Profile characters, presenting comics in digital form can 
make it easier for students to understand the values of the Pancasila Student Profile characters. (Ngazizah 
& Laititia, 2022).Other research findings also reveal that digital comics can be used as a medium to 
strengthen the character of fourth grade elementary school students(Astutik et al., 2021). The advantage 
of the digital comic learning media that will be developed is that it presents digital animation elements 
with the diversity of Balinese culture and storylines containing the Pancasila Student Profile. Based on 
this, the aim of this research is to determine the design, validity, teacher response and student response to 
digital comic media based on Balinese culture towards strengthening the Pancasila Student Profile for 
grade IV elementary school students. The novelty of this research is that in accordance with the Merdeka 
Curriculum, it contains the character values of the Pancasila Student Profile which are conveyed through a 
Balinese folk tale entitled "I Durma" as a story in a comic. It is hoped that this digital comic can help 
teachers and students in strengthening the character of the Pancasila student profile. 
 

2. METHOD 

This type of research is development that applies the ADDIE development model. This model 
consists of 5 stages, namely the analysis stage (Analyze), the design stage (Design), the development stage 
(Development), the implementation stage (Implementation), and the evaluation stage 
(Evaluation).(Hidayat & Nizar, 2021). The subjects of this research were 2 learning material content 
experts, 2 learning design experts, and 2 learning media experts. The test subjects were 1 class IV teacher 
and 12 class IV students. The method used for data collection is a questionnaire method in the form of a 
list of questions to respondents. The instrument for collecting data is a questionnaire. The instrument grid 
is presented inTable 1, Table 2, Table 3, Table 4 and Table 5. 

 

Table1. Expert Instrument Grid Learning Material Content 

No Aspect Indicator 
1 Material 1) Complete digital comic identity on the cover 
  2) Suitability of digital comics to the material 
  3) The material presented is easy to understand 
  4) Suitability of material to student characteristics 
  5) The connection of material with everyday life 

2 Grammar 6) Conformity of language with Indonesian rules. 
  7) Clarity in the use of punctuation and symbols 
  8) Clarity of sentence usage 

3 Presentation 9) Integration of material with story in digital comics 
  10) Comics are presented based on Balinese culture 

 

Table2. Learning Design Expert Instrument Grid 

No Aspect Indicator 
1 Objective 1) Learning objectives are in accordance with strengthening the 

Pancasila Student Profile 
2 Strategy 2) There are clear instructions for using digital comic media 
  3) There is an introduction to digital comic story characters 
  4) The material presented is based on Balinese culture 
  5) Delivery of material according to student characteristics 
  6) Delivery of material is easy to understand 
  7) Delivery of material can strengthen the Pancasila Student 

Profile in everyday life 
3 Evaluation 8) There is an evaluation question 
  9) Clarity of instructions for working on evaluation questions 

  10) Evaluation questions provide reinforcement of the 6 
dimensions of the Pancasila Student Profile 
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Table3. Learning Media Expert Instrument Grid 

No Aspect Indicator 
1 Technical 1) Ease of use of digital comic media 
  2) Media can be read repeatedly 

2 Appearance 3) Use of typeface 
  4) Appropriate use of font size 
  5) Text readability 
  6) The color combinations in digital comics are interesting 
  7) The attractiveness of digital comic displays 
  8) The suitability and attractiveness of image illustrations in 

digital comics 
  9) The language used is easy to understand 

  10) Clarity of story line 
 

Table 4. Practitioner Trial Instrument Grid 

No Aspect Indicator 
1 Material 1) Suitability of digital comic stories with the Pancasila Student 

Profile 
  2) The relationship between the content of digital comic stories 

and the values of the Pancasila Student Profile 
  3) The accuracy of the content of comic stories in strengthening 

the Pancasila Student Profile 
2 Presentation of Material 4) Clarity of story line 
  5) Presentation of character images 
  6) Digital comic support for student involvement in 

strengthening the Pancasila Student Profile 
3 Grammar 7) The use of language in digital comics is in accordance with 

student characteristics 
  8) Conformity of language with Indonesian rules 
  9) Ease of understanding the flow of material using language 

4 Appearance 10) The attractiveness of the digital comic cover page design 
  11) Appropriate selection of type and size of letters 
  12) Color combination 

5 Media Presentation 13) The attractiveness of the character designs 
  14) Appropriateness of panel presentation 
  15) The complexity of presenting digital comics 

6 Visual 16) Suitability of digital comic illustrations to student 
characteristics 

  17) Layout suitability 
  18) Integration of panels, word balloons, characters and 

illustrations 
 

Table 5. Instrument Grid for Individual Trials and Small Group Trials 

No Aspect Indicator 
1 Appearance 1) Comic appeal 
  2) Text readability 
  3) Image clarity 
  4) Attractive color 

2 Technical 5) Ease of use of digital comics 
  6) Digital comics can be read repeatedly 

3 Material 7) The material in digital comic stories is easy to understand 
  8) Suitability of material to everyday life 
  9) Usefulness of the material 

4 Evaluation 10) Given evaluation questions 
 

The research instrument was validated by 2 judges so that it was found that the content validity 
of the research instrument was valid or suitable for use. The analysis techniques used are qualitative 
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descriptive analysis techniques and quantitative descriptive analysis techniques. Qualitative descriptive 
analysis is data processing by making a systematic arrangement in the form of words or sentences so that 
general conclusions are obtained, while quantitative descriptive analysis is data processing arranged in 
the form of numbers and/or percentages about the object under study in order to obtain general 
conclusions. The scores obtained are then adjusted to the 5 scale achievement level conversion provisions 
to provide meaning and decision making(Tegeh et al., 2014). 

 

3. RESULT AND DISCUSSION 

Result 
This research develops digital comic learning media based on Balinese culture to strengthen the 

Pancasila Student Profile for fourth grade elementary school students using the ADDIE development 
model. The design for digital comic media based on Balinese culture is based on the Balinese folklore 
entitled "I Durma" and is in the form of a PDF file.The ADDIE model is a dynamic and interactive learning 
design that can be used as a guide in device development(Nurjanah & Rahayu, 2022).The ADDIE model 
research procedure includes the analysis stage, design stage, development stage, implementation stage 
and evaluation stage(Purnamasari, 2020). At the analysis stage (Analyze) it was carried out using 
observation and interview methods so that it was found that the conditions in the field implemented the 
Independent Curriculum which emphasized the character of the Pancasila Student Profile at grade IV 
level,there was a decline in student character due to previous learning carried out via WhatsApp Group 
during the Covid-19 pandemic,learning media that applies technology is only in the form of PowerPoint 
media and learning videos and Balinese culture has not been applied in learning media.Comics can be 
used as an alternative medium to convey the message of the Pancasila Student Profile character. 
Presenting comics in digital form can make it easier for students to understand the character values of the 
Pancasila Student Profile(Ngazizah & Laititia, 2022). 

At the design stage, digital comic designs are created, media elements are collected which include 
appropriate images, fonts and colors. Digital comic learning media is designed with story lines, character 
images, and settings that are appropriate to Balinese culture. The elements of Balinese culture used are 
the storyline of the Balinese folk tale entitled I Durma, typical Balinese buildings, traditional Balinese 
clothing, and Balinese names. The color selection is adjusted to bright colors, so it has an attractive 
appearance. The typeface uses a font that is easy to read and the language used is simple so that it is easy 
for students to understand. One element of learning media that needs to be considered is simplicity, 
namely using simple fonts that are easy to read and using concise sentences so that they are 
understood.(Pebrianti, 2019). The design stage steps taken are creating a story synopsis, synopsis 
illustration, creating a storyline, creating verbal and visual characters, preparing a storyboard, coloring 
with a tablet gadget using the Medibang Paint application, creating text balloons and their contents, 
creating a cover, comic book layout. , and finishing (Kustandi & Darmawan, 2020). At the development 
stage, the product is made according to the design that has been made. The development stage includes 
product editing, product preparation, and creating questionnaires. Digital comics which were previously 
still in the form of JPG image files were combined into PDF filescanaccessed repeatedly and long-lastingly 
without worrying about the comics getting damaged quickly(Nurrita, 2018). The parts of a digital comic 
consist of the comic cover, comic opening, comic content, and comic cover. The product input is (1) Use of 
font type and size, (2) learning objectives, (3) and the name of the supervisor on the closing page. The 
results of the revision are presented inFigure 1. 

 

 
Picture1. Digital Comic Revision Results 
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The validity of digital comic learning media is obtained from (1) expert testing of learning 
material content, (2) expert testing of learning media, and (3) expert testing of learning design. The 
results of the data analysis are presented sequentially according to the results obtained at each stage 
which can be seen inTable 6. 

 

Table 6. Percentage of Validity of Development of Digital Comic Learning Media Based on Balinese Culture 

No 
Test Subjects 

Validity 
Results 

Percentage Qualification 

1. Test the Content of 
Learning Material 

98% Very good 

2. Test Learning Media 95% Very good 
3. Test Learning Design 98% Very good 

 

Data on teacher responses to digital comic learning media based on Balinese culture was obtained 
from practitioner tests. The results of data analysis obtained a percentage of 90% so that the percentage 
qualification was very good. Data on student responses to digital comic learning media based on Balinese 
culture were obtained from individual trials and small group trials. The results of this data analysis can be 
seen inTable 7AndTable 8. 
 

Table 7. Individual Trial Results 

No Test Subjects Percentage Percentage Qualification 
1. 1 100% Very good 

2. 2 98% Very good 
3. 3 98% Very good 

 Ideal Maximum 
Score 

50  

 Total Percentage 296  

 Average Percentage 98.7% Very good 

 

Table 8. Results of Small Group Trials 

No Test Subjects Percentage Percentage Qualification 
1. 1 100% Very good 
2. 2 96% Very good 
3. 3 94% Very good 
 Ideal Maximum 

Score 
50  

 Total Percentage 290  
 Average Percentage 96.7% Very good 

 
Discussion 

The design for digital comic media based on Balinese culture is based on the Balinese folklore 
entitled "I Durma" and is in the form of a PDF file. The digital comic sections consist of comic cover, comic 
opening (learning objectives, instructions for using the comic, and character introduction), comic content 
(opening story page, comic story, story closing page, Pancasila Student Profile material, quiz opening page, 
quiz instructions , and quiz content), and a comic cover (developer profile). The assessment from the 
material content expert was declared valid. This achievement is in accordance with aspects which include 
material aspects, namely the identity of the digital comic on the cover is complete, the digital comic is in 
accordance with the material, the material presented is easy to understand, the material is in accordance 
with student characteristics, and the material is related to everyday life. The grammatical aspect is that 
the language used is in accordance with Indonesian rules, the use of punctuation and symbols is clear, and 
the sentences used are clear(Sukmanasa et al., 2017; Widana et al., 2018). From the presentation aspect, 
the digital comic material and stories have been integrated and the comics are presented based on 
Balinese culture. The assessment from learning media experts is said to be valid. This is because it is in 
accordance with the technical aspects, namely digital comics are easy to use and can be read repeatedly, as 
well as from the appearance aspect, namely appropriate typeface, appropriate font size, readable text, 
attractive color combinations in digital comics, attractive appearance, illustrations the images are 



Jurnal Mimbar PGSD Undiksha Vol. 11 No. 2 Tahun 2023 pp. 305-314 310 

JJPGSD P-ISSN: 2614-4727 E-ISSN: 2614-4735 

appropriate and attractive, the language is easy to understand, and the storyline is clear(Hidayah et al., 
2017; Rohmanurmeta & Dewi, 2019). The assessment from the learning design expert was declared valid. 
This is because it is in accordance with the objective aspect, namely the learning objectives in accordance 
with the Pancasila Student Profile. The strategy aspect is that there are clear instructions for using digital 
comics, there is an introduction to the characters, the material delivered is based on Balinese culture, the 
material is in accordance with student characteristics, the material is easy to understand, and the material 
can provide reinforcement of the Pancasila Student Profile in everyday life(Kanti et al., 2018; Sukmanasa 
et al., 2017). In the evaluation aspect, evaluation questions have been given, clear instructions for working 
on the questions and evaluation questions have also strengthened the Pancasila Student Profile. Based on 
the expert's assessment, it was concluded that digital comic media had very good qualifications so that it 
was valid and suitable for use in learning. The role of comics as a learning medium is that they can be used 
as an alternative in conveying messages(Azizul et al., 2020; Ngazizah & Laititia, 2022; Wahyudin et al., 
2020). 

The teacher's response to digital comic media was obtained based on trials from practitioners 
with very good qualifications, because it is in accordance with the material aspects, namely the story in 
the digital comic is in accordance with the Pancasila Student Profile, the content of the story is related to 
the values of the Pancasila Student Profile, and the content of the story has provided strengthening of the 
Profile. Pancasila students. Aspects of material presentation, namely the digital comic storyline is clear, 
the character images are presented clearly, and the digital comic supports student involvement in 
strengthening the Pancasila Student Profile. The grammatical aspect, namely the use of language in digital 
comics according to student characteristics, digital comics use language according to Indonesian rules, 
and the flow of the material is easy to understand. The appearance aspect is that the digital comic cover is 
attractive, the type and size of the letters are appropriate,(Handayani, 2021; Pinatih et al., 2021). Then in 
the visual aspect, namely the digital comic illustrations are in accordance with the characteristics of the 
students, the layout and integration between panels, word balloons, characters and illustrations are 
appropriate. Based on the results of the teacher's response, digital comic media is suitable for use in 
learning. Digital comics can be used as a learning medium because they have the advantage of being a 
medium for increasing vocabulary and developing interest in reading(Azizul et al., 2020; Megantari et al., 
2021; Ngazizah & Laititia, 2022; Wahyudin et al., 2020). Apart from that, digital comics can be read 
anytime and anywhere because they are published digitally, are easy for teachers and students to use, 
generate interest and innovation in student learning, and help students understand abstract 
concepts.(Sukmanasa & Windiyani, 2017;Kustianingsari & Dewi, 2021;Syahmi et al., 2022;Eva et al., 
2020;Syarah, 2022). 

In the individual test the qualifications were very good and in the small group trial the 
qualifications were very good, because it was in accordance with the display aspect, namely digital comics 
based on Balinese culture that were presented attractively, the text could be read easily, the images were 
clearly visible, and the colors used interesting. The technical aspect is that digital comics are easy to use 
and can be read repeatedly. The material aspect is that the material contained in digital comics is easy to 
understand, appropriate to everyday life and useful, as well as the evaluation aspect, namely that 
evaluation questions have been given. Based on these results, digital comic learning media based on 
Balinese culture is suitable for use in learning activities. Introduction to culture can be done from an early 
age in various ways, one of which is through education in elementary school(Aditya Dharma, 2019; Hanifa 
et al., 2021).Digital comics help foster interest in reading, so students can understand the values of the 
characters conveyed in comics (Fathoni et al., 2016; Suwarti et al., 2020). Apart from that, one of the 
reasons children read comics is because comics can be used as a medium for character learning(Suwarti et 
al., 2020). 

The implication of this development research is that digital comics based on Balinese culture that 
have been developed can be used by teachers in learning in fourth grade elementary school as a medium 
for strengthening the Pancasila Student Profile, students can understand the values of the Pancasila 
Student Profile in a fun way while getting to know Balinese culture, and for Researchers can find out the 
design of digital comics, the validity of digital comics, teacher responses and student responses to the 
digital comic media that has been developed. The limitation of this development is that the development 
of digital comic media only extends to validity testing and limited trials. However, digital comic media can 
still be used because it meets the standard validity criteria so it is valid and suitable for use. It is hoped 
that teachers will use digital comic media in learning to strengthen the Pancasila Student Profile for fourth 
grade elementary school students. Other researchers are expected to continue development research in 
accordance with the ADDIE stage. 
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4. CONCLUSION 

The validity of digital comic learning media based on Balinese culture in strengthening the 
Pancasila Student Profile for grade IV elementary school students has received very good qualifications. 
The response from teachers and students who received very good qualifications. Based on this, it is 
concluded that digital comic learning media based on Balinese culture is suitable for use in learning. 
Digital comic learning media based on Balinese culture can make it easier for students to learn and 
increase students' enthusiasm for learning. 
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