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ABSTRAK 

Tesis ini berjudul "Pengembangan Media Pembelajaran E-Komik Berbasis 

Aplikasi Canva Untuk Meningkatkan Hasil Belajar Akidah Akhlak Peserta Didik 

Kelas X MAN” disusun oleh Nurhapipah NIM: 2320010033, Jurusan Pendidikan Agama 

Islam, Pascasarjana, UIN Imam Bonjol Padang. 

Penelitian ini dilatar belakangi oleh permasalahan di MAN yang disebabkan oleh 

penggunaan media pembelajaran yang kurang bervariasi dan belum memanfaatkan 

teknologi digital, Era digital saat ini peserta didik memiliki karakteristik yang lebih tertarik 

pada media visual, interaktif, dan berbasis digital. Hal ini berpengaruh pada rendahnya 

motivasi, dan minat baca peserta didik sehingga hasil belajar belum optimal, untuk 

mengatasi hal tersebut , pengembangan media pembelajaran E-Komik berbasis Canva 

dipilih sebagai solusi karena mampu mengemas materi kedalam bentuk cerita bergambar 

yang menarik dan dekat dengan dunia peserta didik mengabungkan unsur gambar, teks 

narasi cerita yang menarik, dapat mudah di akses, dan dapat digunakan guru tampa 

memerlukan keahlian khusus sehinga E-Komik menjadi alternatif yang praktis dan efektif. 

Penelitian ini menggunakan metode R&D (Research and Development) dengan 

model pengembangan 4D yang terdiri dari 4 tahap, yaitu : Tahap pertama Define dilakukan 

untuk menganalisis kebutuhan, karakteristik peserta didik, dan analisis tujuan pembelajaran 

materi Mujahadah dan Riyadhah. Tahap kedua Design yaitu merancang e-komik mulai dari 

story board, naskah, hingga desain awal media. Tahap ketiga Develop dilakukan uji 

Kevalidan: Media E-Komik berbasis Canva dinyatakan sangat valid berdasarkan hasil 

validasi ahli materi. Tahap keempat Disseminate selanjutnya Uji Kepraktisan: Media 

dinyatakan sangat praktis berdasarkan hasil angket respon guru dengan persentase 92% 

berkategori sangat praktis dan angket respon peserta didik dengan persentase 88,6% 

berkategori sangat praktis. Selanjutnya, hasil uji hipotesis menggunakan uji t (uji 

indepennden sample T-Test pada taraf signifikansi α = 0,05 diperoleh nilai thitung = 9,82 

dan ttabel =1,994 Karena nilai thitung > ttabel, maka H₀ ditolak dan H₁ diterima. Keefektifan: 

Keefektifan media diuji melalui uji coba lapangan pada tahap yaitu menyebarluaskan 

produk e-komik yang telah valid dan praktis untuk dilakukan melalui sosialisasi dan 

penyebaran produk E-Komik kepada guru Akidah Akhlak dan peserta didik di MAN, 

Sedangkan Hasil analisis N-Gain menunjukkan rata-rata skor N-Gain kelas eksperimen 

76,32% dikategorikan tinggi sedangkan N-Gain kelas Kontrol 45,75% dikategoikan sedang 

Hal ini membuktikan bahwa terdapat perbedaan yang seignifikan antara hasil belajar kelas 

eksperimen dan kelas kontrol. 

Kata Kunci: E-Komik, Canva, Hasil Belajar, Akidah Akhlak, Model 4D 
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ABSTRACT 

This thesis is entilled "The Development Of Canva-Based E-Comic Learning 

Media To Improve Student Learning Outcomes In Akidah Akhlak For Class X At MAN". 

Islamic Religious Education Department, Postgraduate Program, UIN Imam Bonjol 

Padang. 

This research was motivated by the problems found at MAN, which were caused 

by the use of learning media that was less varied and had not utilized digital technology. 

In the current digital era, students have characteristics that are more interested in visual, 

interactive, and digital-based media. This affects the low motivation and reading interest of 

students, resulting in suboptimal learning outcomes. To overcome this, the development of 

Canva-based E-Comic learning media was chosen as a solution because it is able to package 

material into interesting illustrated stories that are close to the students' world. It combines 

elements of images, text, and interesting narrative stories, is easily accessible, and can be 

used by teachers without requiring special skills, thus making E-Comics a practical and 

effective alternative. 

This study used the R&D (Research and Development) method with the 4D 

development model consisting of 4 stages. The first stage, Define, was conducted to analyze 

the needs, student characteristics, and the material of Mujahadah and Riyadhah. The 

second stage, Design, involved designing the e-comic starting from the storyboard, script, 

to the initial media design. The third stage, Develop, consisted of 1) Validity: The Canva-

based E-Comic media was declared very valid based on the results of material and media 

expert validation. 2) Practicality: The media was declared very practical based on teacher 

response questionnaires with a percentage of 92% in the very practical category and 

student response questionnaires with a percentage of 88.6% in the very practical category. 

3) Effectiveness: The effectiveness of the media was tested through field trials in the 

Develop stage. The results of the N-Gain analysis showed that the average N-Gain score of 

the experimental class was higher than that of the control class. Furthermore, the results 

of hypothesis testing using the t-test (independent sample T-Test) at a significance level of 

α = 0.05 obtained a t-count value of 9.82 and a t-table value of 1.994. Because t-count > 

t-table, H₀ was rejected and H₁ was accepted. This proves that there is a significant 

difference between the learning outcomes of the experimental class and the control class. 

The fourth stage, Disseminate, involved disseminating the e-comic product that had been 

validated and was practical through socialization and distribution of the E-Comic product 

to Akidah Akhlak teachers and students at MAN. 

Keywords: E-Comic, Canva, Learning Outcomes, Akidah Akhlak, 4D Model 
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