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Minimnya penggunaan media pembelajaran yang inovatif di sekolah
terutama pada jenjang SD, padahal pada jenjang SD siswa sedang
sangat membutuhkan bantuan media pembelajaran untuk memahami
materi yang disampaikan oleh guru. Termasuk dalam materi Tumbuhan
pada mata pelajaran IPAS kelas IV. Tujuan dari penelitian ini adalah
untuk mengembangkan media pembelajaran komik digital bernuansa
etnosains pada materi tumbuhan. Pengembangan ini menggunakan
model ADDE. Subjek dari penelitian ini adalah 1 orang ahli materi, 1
orang ahli media pembelajaran, 1 orang praktisi yaitu guru. Subjek uji
coba yaitu 28 siswa kelas IV. Metode pengumpulan data yaitu obervasi,
wawancara, kuesioner, dan tes. Instrumen pengumpulan data berupa
lembar kuesioner dan soal tes. Teknik analisis data yang digunakan yaitu
analisis deskriptif kualitatif, kuantitatif, dan statitik inferensial. Hasil
penelitian yaitu hasil uji validitas media komik digital berdasarkan
penilaian dari ahli materi dan media didukung oleh tanggapan guru dan
siswa menunjukkan bahwa nilai validitas media sangat tinggi dan layak
dengan rata-rata nilai persentase 92%. Hasil uji keefektifan penggunaan
media komik digital menunjukkan bahwa media tersebut efektif. Hasil uji

T-test menunjukkan bahwa terdapat perbedaan signifikan hasil belajar
siswa dari sebelum dan sesudah penggunaan media. Disimpulkan bahwa
media pembelajaran komik digital bernuansa etnosains pada materi
tumbuhan layak digunakan dan efektif meningkatkan hasil belajar siswa.
ABSTRACT
There is minimal use of innovative learning media in schools, especially at the elementary school
level, even though students need help with learning media to understand the material presented by
the teacher. Included in Plant material in class IV science subjects. The aim of this research is to
develop digital comic learning media with ethnoscience nuances using plant materials. This
development uses the ADDE model. The subjects of this research were 1 material expert, 1 learning
media expert, 1 practitioner, namely the teacher. The test subjects were 28 class IV students. Data
collection methods are observation, interviews, questionnaires and tests. The data collection
instruments are in the form of questionnaires and test questions. The data analysis techniques are
qualitative descriptive analysis, quantitative and inferential statistics. The results of the research,
namely the results of the validity test of digital comic media based on assessments from material and
media experts supported by teacher and student responses, show that the validity value of the press
is very high and feasible, with an average percentage value of 92%. The effectiveness test results
using digital comic press show that the media is effective. The results of the T-test show that there is a
significant difference in student learning outcomes before and after media use. It was concluded that
digital comic learning media with ethnoscience nuances based on plant material is suitable for use and
is effective in improving student learning outcomes.

1. INTRODUCTION

The important components of learning are teachers, students, objectives, methods, materials,
media and learning evaluation. These components are mutually sustainable and related to achieving the
expected learning outcomes (Agustiana et al., 2020; Esi Febrina & Mukhidin, 2019; Mahardika & Siswoyo,
2021). Learning can be interpreted as an effort to create a good environmental system to optimize the
learning process (Nemeth et al,, 2019; Prihatin et al., 2018; Shishigu et al., 2018). Therefore, in learning
activities it is necessary to pay attention to the components contained in it. One important component in

Corresponding author
*E-mail addresses: isnadifans@students.unnes.ac.id (Dita Aminatur Rofiqoh)


mailto:isnadifans@students.unnes.ac.id
https://creativecommons.org/licenses/by-sa/4.0/

Jurnal Mimbar PGSD Undiksha Vol. 12 No. 1 Tahun 2024 pp. 163-174 164

learning activities is media. Media plays an important role in delivering material in learning activities,
namely as an intermediary between teachers and students (Hasanah et al., 2019; Saripudin et al., 2018;
Suwiantini et al., 2021). Learning media is one of the elements that must be present in the learning
implementation plan. Media can be said to be a tool in the learning process that functions as a means of
conveying material. Other research also reveals that learning media is anything that can be used to convey
messages or information in the learning process so that it can stimulate students' attention and interest in
learning (Basak et al., 2018; Hanafi et al., 2021; Ibrahim et al., 2023). Therefore, the media used in learning
must be appropriate. This is due to the use of appropriate learning media, the material delivered by the
teacher will be conveyed and received well by students (Hidayati et al., 2020; Satria & Herumurti, 2021).
This can realize the achievement of goals in learning. However, when the media used is inappropriate, it is
not impossible that the learning objectives will never be achieved.

Based on the explanation above, it can be seen that learning media is an important element that
must be present in learning activities. However, in reality there are still many schools in Indonesia, one of
which is at the elementary school level, which do not pay much attention to the media that will be used in
learning activities (Janah et al,, 2019; Sumanto & Sadewo, 2021; Wati et al., 2021). This can certainly
interfere with achieving the expected learning objectives (Fahyuni et al, 2020; Hasanah et al,, 2019;
Mariyah et al,, 2021; Saripudin et al., 2018; Suwiantini et al., 2021). Apart from that, the problem that is
often found today is that there are still many teachers who have difficulty developing learning media.
Previous research findings also state that current learning activities are less interesting due to the lack of
learning media that facilitates students in learning (Masturah et al,, 2018; Widiarti et al., 2021). Previous
research also revealed that teachers have difficulty developing learning media, which has an impact on
students' lack of motivation in learning (Diah Purnami Dewi et al.,, 2022; Jerry Radita Ponza et al.,, 2018).
Other research also confirms that a lack of learning media can affect student learning outcomes (Juniari &
Putra, 2021; Wulandari & Wiarta, 2022). The choice of media for learning activities must be considered
carefully, and requires several considerations.

This problem was also found in one elementary school. Based on the results of observations,
interviews and distribution of questionnaires conducted in class IV of SD MII Kebumen, Tersono District,
Batang Regency, Central Java, several problems were found. Based on the results of observations, in class
IV MII Kebumen it is known that learning in this class still uses less interesting media. The media used in
class IV learning are printed books which contain more writing than pictures. This makes fourth grade
students bored and not interested in studying printed books. This condition was proven when the fourth
grade teacher gave instructions to students to read the printed science textbook, only a few students
actually read the book while the majority of students only looked at the pictures and only read the first
few paragraphs.

Based on these problems, the solution offered is to develop innovative media that can help
students learn. The use of media in the learning process is direct experience (enactive), image experience
(iconic) and abstract experience (symbolic). Students will understand better when teachers use real
media to explain learning compared to teachers only explaining or through abstract experiences
(Kurniawan et al.,, 2020; Masturah et al.,, 2018; Roemintoyo et al.,, 2022). The use of media is also
supported by previous research findings that the achievement of learning outcomes will be successful if
the right learning media is used (NMD Handayani et al., 2017; Kusuma et al., 2021; Suharsiwi et al., 2022).
Obtaining learning outcomes with the sense of sight is around 75%, then with the sense of hearing around
13%, and with other senses around 12%. One of the basic theories that is often used is Dale's theory,
namely Dale's Cone of Experience (Nursyaida & Hardiyanti, 2020).Teachers must be able to develop
learning materials taught creatively. The ability to develop material creatively can be proven by using
unique and interesting learning media.

In choosing the right media for students, a questionnaire on learning media needs was distributed
to fourth grade elementary school students. The results of the questionnaire were that the majority of
class IV students answered that they preferred learning media that contained more images. Students said
that the learning media used previously was less interesting because it contained text with minimal
images. This causes them to lose motivation in learning. Therefore, the right media to develop is digital
comic media. The selection of comic media as a learning medium for class IV MII Kebumen students is not
only based on observations, interviews and distribution of questionnaires, but is also based on several
existing principles in selecting media, namely efficiency, relevance and productivity (Sukmanasa et al,,
2017; Zahwa & Syafi'i, 2022). Media selection criteria include suitability, level of difficulty, cost,
availability, and technical quality (Hidayah et al.,, 2017; Wijaya et al., 2020; Zahwa & Syafi'i, 2022). Based
on these criteria, the comic has met these criteria.Digital comics can be used as learning media (Dewi,
2019; Syahmi et al,, 2022). This is because students in the 6-12 year age range, where fourth grade
students are also in that age range, tend to be more interested in books that are dominated by interesting
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pictures. Digital comics are also a medium that can be used to convey material clearly (Azizul et al., 2020;
Supartayasa & Wibawa, 2022). This is because comic media contains images, making it easier for students
to understand the material through images(Astutik et al., 2021; Hidayah et al., 2017; Pinatih & Putra,
2021; Wijaya et al.,, 2020; Zahwa & Syafi'i, 2022).

The comic media that will be developed also uses a learning approach, namely an ethnoscience
approach. Ethnoscience has the meaning of combining culture with science(Damayanti et al., 2017; Utari
et al, 2021; Wibowo & Ariyatun, 2020). The choice to use this approach was based on various expert
opinions, namely that the appropriate approach to be applied in Indonesian education today is
Ethnoscience. Ethnoscience contains original knowledge in the form of language, customs and culture,
morals and technology created by certain groups of people or people that contain scientific knowledge
(Nisa et al., 2015; Puspasari et al,, 2020; Rahayu & Sudarmin, 2015). This is in line with research which
states that learning processes based on culture or cultural realization provide opportunities for students
to create meaning and sharpen students’ understanding of the material they study (Resterina et al., 2020;
NP Sari et al., 2020; Winangun, 2020). Therefore, with the existence of interesting learning media, in this
case, comics with ethnoscience nuances, it is hoped that it can motivate students in learning and make
learning more meaningful.

Previous research findings stated that the use of digital comic media can increase students'
enthusiasm for learning so that it is suitable for use in learning (Angga et al., 2020; T. Handayani, 2021).
Previous research also confirms that the use of comics can improve student learning outcomes (Hobri et
al, 2019; Rahmata et al.,, 2020; Siregar et al., 2019). Other research also states that the ethnoscience
approach can help students learn (Nisa et al.,, 2015; Puspasari et al., 2020; Rahayu & Sudarmin, 2015).
Based on this, it can be concluded that the use of Ethnoscience digital comic media can help students
learn. The advantage of using Ethnoscience digital comic media is that the digital comic media that will be
developed combines cultural elements so that students not only understand the learning material about
plants, but also know the cultures that exist around the students. However, there has been no study
regarding the development of Ethnoscience digital comic media for class IV elementary school plant
material. Based on this, the aim of this research is to develop Ethnoscience digital comic media for class IV
elementary school plant material.

2. METHOD

This type of research is development research. The research method used is the development
method or Research and Development. The development method is a research method used to produce a
particular product and test the effectiveness of the product. In this research, the product that will be
produced is a learning media product, namely comics. The development model used by ADDIE. The stages
in developing the ADDIE model include the analysis, design, development, implementation and evaluation
stages (Anugrahini & Windrawanto, 2017).The first stage is analysis (Analyze), at this stage the problems
occurring in the school are identified, through various methods, namely observation of the learning
process, non-structured interviews with teachers and students, as well as analysis of the needs of students
and teachers through distributing needs questionnaires to find problems. to find the right solution to
overcome this problem. Then, after finding the problem and solution, the second stage is continued,
namely the design stage. Second, the design stage. In the stage of designing the media that will be
developed. First, start compiling the storyline of the digital comic, starting from the comic plot, the
characters in it and the material that will be conveyed through the digital comic. After the storyline is
arranged, start developing media using the Canva application. However, before developing the results of
the storyline that has been prepared using the Canva application, first ask for suggestions and responses
from the supervisor regarding the storyline that the researcher has created. After the media design is
complete, the development stage continues with the digital comic that has been designed, then validated
by experts to determine the quality and validity of the media that has been created. After the media is
declared valid by experts, the next step is the product testing stage. After testing the product, it was then
continued to distribute response questionnaires regarding media use to practitioners and students. In this
research, the role of the practitioner was the teacher.

The research subjects who will assess the feasibility of this digital comic media are 1 material
expert, namely a science course lecturer, 1 learning media expert, namely a media expert lecturer, then 1
practitioner, namely a class IV teacher, and 28 class IV students. The role of material content experts and
media experts is to provide values, comments and suggestions related to theoretical science on material
and media to ensure scientific truth in the product. Product trials were carried out in 2 groups, namely a
small group and a large group. Data collection techniques in this research are test and non-test techniques.
Data collection techniques using tests were obtained using question instruments (pretest and posttest),
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needs questionnaires and response questionnaires. Meanwhile, non-test data collection techniques were
obtained using non-structured interview instruments with teachers and students as well as observation.
Qualitative data was obtained through observation, non-structured interviews, expert advice and
responses from teachers and class IV MII Kebumen students. Then quantitative data is obtained from
questionnaires, questionnaires and tests (pretest and posttest) which are converted into a numerical
score. The data collection instrument uses a questionnaire sheet. The questionnaire sheet grid is
presented in Table 1 and Table 2.

Table 1. Expert Assessment Grid for Digital Comic Material Plant Material

No Aspect Indicator

1 Content Eligibility Conformity of content I, KD, Indicators, and learning objectives
Accuracy of material Organization of material Compliance with laws
and regulations

2 Linguistic Feasibility Student development Readability Conformity with Indonesian rules
Use of Terms and Symbols

3 Feasibility of Presentation = Presentation techniques Learning presentation Feasibility of
presentation

Table 2. Digital Comic Media Expert Assessment Grid for Plant Material

No Aspect Indicator

1 Images/Illustrations Digital comic media images/illustrations are of good quality

The digital comic media images/illustrations look interesting
Digital comic media images/illustrations have proportional sizes
Pictures/illustrations depict the characters well

The choice of fonts used in digital comic media can be read clearly.
Use the right font size, so that the writing can be read clearly
Select the font color used to match the background

The writing is placed correctly, so it can be read clearly.

The composition of text, colors and images is correct

Precise layout settings.

The color choices used are good, so that digital comics look more
attractive.

2 Appearance

NOUTE W = W=

8. Suitability of images to support the material
9. The neatness of the digital comic media layout is good
3 Media Use 1. Educational digital comic media is easy to use in learning.
2. Digital comic media is appropriate as a tool for developing learning
media.
3. Digital comic media provides clear instructions for using the media.
4. Digital comic media can be accessed via PDF and can be read via PC,
laptop and cellphone
4 Media Convenience 1. Digital comic media can be accessed offline
2. Digital comic media includes a table of contents.

3. Digital comic media includes material.

The data analysis techniques used in this research are qualitative descriptive analysis,
quantitative and inferential statistics. Qualitative descriptive analysis was used to analyze data in the form
of input and suggestions provided by experts regarding the digital comic media Ethnoscience. Quantitative
descriptive analysis is used to analyze data in the form of scores given by experts regarding the digital
comic media Ethnoscience. Inferential statistics are used to test product effectiveness. The data analysis
techniques used to process the data are the normality test, the T test and the N gain test. The normality
test is used to determine that the data obtained is normal, so that it can determine what type of statistics
can be used (Sugiyono, 2016).Then the T test aims to test the researcher's hypothesis in differentiating the
means in the two populations. Then finally the N gain test is used, this test is used to determine the
effectiveness of the media used.
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3. RESULT AND DISCUSSION

Result

The results of this research include the development of learning media in the form of digital
comics with ethnoscience nuances in science and science subjects, plant material for class IV elementary
school, the results of the feasibility of digital comics as a learning media and the results of the
effectiveness of using digital comic media in improving learning for class IV MII students in Kebumen
Regency. Stem. The digital comic media was developed using the ADDIE model, but this research only
used 3 stages of the ADDIE model, namely the analysis, design and development stages.

The first step in this research is the analyze or analysis stage, at this stage the researcher
identifies problems that occur in learning activities where it is found that in class IV MII Kebumen learning
there is still minimal use of creative digital media and only relies on textbooks as learning media. Then, so
that the media developed meets needs, the researcher carries out a needs analysis by distributing a needs
questionnaire to teachers and students. Apart from that, the analysis stage also analyzes the curriculum,
basic competencies, indicators, teacher books and student books. The second stage is design, at this stage
the researcher begins to develop the storyline of the comic that will be developed. The final stage is
development, in this stage the researcher is able to produce learning media products, namely digital
comics whose validity has been tested by media experts and material experts and received responses
from teachers and students. The following are the results of the media development that has been
developed by researchers. Media presented on Figure 1.

PETUALANGAN DI DUNIA
TUMBUHAN

Figure 1.Digital Comic Media "Adventures in the World of Plants

The results of the feasibility test of the digital comic media "Adventures in the World of Plants”
with an ethnoscience nuance show that this media is suitable for use as a learning medium to support the
learning process. In this feasibility test, the media is assessed by experienced education experts (lecturers
in the PGSD FIPP UNNES science course as material experts and lecturers in the PGSD FIPP UNNES
learning media course as media experts). Responses from teachers and class IV MII Kebumen students
also took part in the assessment. The results of these assessments show that digital comic media with
ethnoscience nuances is in line with the existing curriculum, practical and easy to use as a learning
medium and effective in increasing student motivation and learning outcomes. The results of the
feasibility test for digital comic media are presented in Table 3.

Table 3. Results of the Feasibility Test for Digital Comic Media with Ethnoscience Nuances

Subject Percentage Results Criteria
Materials Expert 92% Very Worth It
Media Expert 88.75% Very Worth It
Teacher Responses 95% Very Worth It
Students Responses 95% Very Worth It
Average 92% Very Worth It
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Based on Table 3, it can be seen that digital comic media with an ethnoscience nuance is worthy
of being implemented in science and science learning about plant material in order to increase the
motivation and learning outcomes of fourth grade elementary school students. The results of the
effectiveness test of the digital comic media "Adventures in the World of Plants" with an ethnoscience
nuance show that the media is effective. The effectiveness of digital comic media is proven by the
completeness of student learning outcomes that exceed the predetermined KKTP (Learning Goal
Achievement Criteria), and there are differences in student learning outcomes before and after using
digital comic media. The following is the completeness of student learning outcomes before and after
using media Table 4.

Table 4. Completeness Results of Student Learning Scores Before & After Using Media

Data Many Students Average Information
Pretest 22 58.68 8 students completed; 14 students did not
complete
Posttest 22 81.86 21 students completed; 3 students did not
complete

The results of the effectiveness of digital comic media, apart from being seen from the
completeness of student learning outcomes, are also known through a series of data analysis tests, which
go through 2 stages, namely initial data analysis using a normality test and then final data analysis using
the T-test and N-gain test. In the first stage, initial data collected from the pretest and posttest results of
class IV MII Kebumen students on a large scale consisting of 22 students were analyzed using a normality
test using the Liliefors formula in Microsoft Excel. The results of the normality test are presented below
Table 5.

Table 5. Normality Test Results

Data Many Average Standard L-count Table Information
Students Deviation

Pretest 22 58.68 15.39754576  0.122660854 0.189 Normal Data

Posttest 22 81.86 10.50304017  0.085135415 0.189 Normal Data

Based on the results of the normality test for digital comic media with ethnoscience nuances
Table 5 It is known that Lcount < Ltable so it can be concluded that the data is normally distributed. After
the data is verified as normal, the next stage is final data analysis using the t-test and N-gain test. The t-
test was carried out using parametric statistical techniques to determine the difference in average pretest
and posttest scores. The following t-test test results are presented below Table 6.

Table 6. t-test test results

Many Standard

Data Average . t-count t-table Information
Students Deviation
Pretest 22 58.68 15.39754576  -13.71832826 2.080 Ha accepted,
Posttest 22 81.86 10.50304017 Ho was rejected

Based on the t-test for digital comic media with ethnoscience nuances Table 6 It can be seen that
tcount > ttable so that Ha is accepted and Ho is rejected. So it can be concluded that there is a significant
difference in student learning outcomes before and after using digital comic media. Once the data is
known to have significant differences, it can be continued with the N-gain test. The N-gain test results are
presented in Table 7.

Table 7. N-gain Test Results

Many Maximum Average N-gain S
Data Students Average Score Difference value Criteria
Pretest 22 58.68
Posttest 22 81.86 100 23.18 0.58 Currently
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The N-gain test aims to determine the effectiveness of using the media that has been developed.
Based on the results of the N-gain test on digital comic media with deep ethnoscience nuances Table 7 It
can be seen that the use of digital comic media can improve student learning outcomes. The N-gain test
results above show that digital comic media has medium N-gain score criteria.

Discussion

The results of data analysis show that the digital comic media "Adventures in the World of Plants"
has an ethnoscience nuance, indicating that this media is suitable for use as a learning medium to support
the learning process. This is caused by the following factors. First, the digital comic media "Adventures in
the World of Plants" with ethnoscience nuances is suitable to be used because it can improve student
learning outcomes. The development of digital comic content must be adjusted to the curriculum, KD,
indicators and learning objectives (Aeni & Yusupa, 2018; Hidayah et al., 2017; Sukmanasa et al., 2017).
This causes digital comics to be developed to make it easier for students to learn. The language used in
digital comics is in accordance with students' development in reading, the language, symbols and terms
used are also in accordance with linguistic rules and use language that is easy for students to understand
(Azizul et al,, 2020; T. Handayani, 2021; Lestari & Irwansyah, 2020; Wijaya et al., 2020). The presentation
of material in comics is complete and coherent. This is what causes the digital comic media that has been
developed to make it easier for students to learn and improve student learning outcomes (Kanti et al,,
2018; Pinatih & Putra, 2021). Ethnoscience-based digital comic media has been proven to be effective in
improving student learning outcomes in various subjects and contexts. The use of digital comics
containing ethnoscience elements can increase students' understanding, engagement and critical thinking
skills, making them a suitable medium for learning.

Second, the digital comic media "Adventures in the World of Plants" with ethnoscience nuances is
suitable to be used because it increases students' learning motivation. This is because digital comic media
has several good aspects, where these aspects include image or illustration aspects, appearance aspects,
media use aspects and good and appropriate media comfort aspects. The images in digital comics are of
good quality, attractive, proportional in size and depict the characters well so they are interesting.
Previous research findings also reveal that good digital comic media can increase students' learning
motivation (Astutik et al.,, 2021; Hidayah et al., 2017; Pinatih & Putra, 2021; Wijaya et al., 2020; Zahwa &
Syafi'i, 2022).Ethnoscience-based digital comic media is suitable for increasing student learning
motivation because it is able to attract and involve students. Previous research also shows the
effectiveness of digital comic-based learning media in increasing student motivation and learning
outcomes (Hobri et al,, 2019; Rahmata et al.,, 2020; Rochmah & Fahyuni, 2021). Other findings also show
that the use of comic-based learning media can improve students' understanding and critical thinking
skills in various subjects (Aeni & Yusupa, 2018; Laksmi & Suniasih, 2021). Therefore, evidence suggests
that ethnoscience-based digital comic media can be a valuable tool for increasing student motivation and
learning engagement.

Third, the digital comic media "Adventures in the World of Plants" with ethnoscience nuances is
suitable for use because it is practical and easy to use. The results of responses from teachers and students
of class IV MII Kebumen show that the ethnoscience continent digital comic media is very easy to use and
helps them in learning activities, so the digital comic media is suitable for use as a learning medium. This
was also revealed by previous research findings which stated that practical digital comic media would
make it easier for students to learn (Abdurrohim et al,, 2020; Hobri et al.,, 2019; Indriasih et al., 2020).
Judging from the usage aspect, the digital comic media is also very clear, includes instructions for use, and
is easy and practical to use. Lastly, there is the media convenience aspect, digital comics are comfortable
to use because they can be accessed anywhere and anytime, both online and offline (Abdurrohim et al,,
2020; Udayani et al., 2022).

Digital comic media with ethnoscience nuances that have been created by researchers are very
suitable to be used as learning media. Previous research findings also state that comic media that has been
validated by experts with high validity values and then tested is suitable to be used as learning media
(Azizi & Prasetyo, 2018; Melliyanti & Suniasih, 2022). Using digital comics as a learning medium can make
students more motivated to learn because the media used is interesting so learning can be more
meaningful (Febriyandani, 2021; Sukmanasa et al., 2017). Based on the explanation above, it can be
concluded that the digital comic media "Adventures in the World of Plants" with ethnoscience nuances in
Class IV Elementary Plants material is very suitable to be used as a learning medium, because it is easy to
use and is able to increase student learning outcomes and motivation. This digital comic is considered
interesting for students because by using digital comics students not only read text but students also see
colorful pictures. Apart from that, digital comics are suitable to be used as a learning medium because
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digital comics can be a medium for visualizing material that sometimes cannot be presented directly in
learning activities.

The implication of this research is that in this research the researcher used an ethnoscience
approach in developing digital comics, which is different from previous research which only researched
digital comics but did not use an ethnoscience approach (Ramadhani et al., 2022). Then, although this
research has similarities with research conducted by research related to digital comics using regional
languages, namely that both use culture as an approach in comics, there is a difference in that this
research explains Javanese culture, namely siraman and regional food from Central Java (RK Sari, 2023).
Therefore, this research has novelty value and is different from previous studies. However, it cannot be
denied that the development of comic media has limitations, namely that media use requires internet
support, so that schools that have difficulty accessing the internet may experience problems, but
researchers have a solution to overcome this by making digital comics accessible online. offline even
though there are video features that cannot be accessed.

4. CONCLUSION

Based on the results of the development of digital comic media, it shows that the media was
declared valid by material experts and media experts, and received a positive response from teachers and
students. The digital comic media has also been tested for its effectiveness as seen from the completeness
and significant differences in learning outcomes before and after using digital comic media, as well as the
results of the N-gain test which shows that the media is effective with moderate criteria. It was concluded
thatThe digital comic media "Adventures in the World of Plants" with ethnoscience nuances in Plant
material for Class IV Elementary School is very feasible and effective in improving student learning
outcomes.
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