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	This study aims to produce a local wisdom– and ecoliteracy-based e-story book as a learning media for reading comprehension for students at SD Negeri Ulak Embacang that is valid, practical, and effective. The study employed a Development Research method using the ADDIE model, which consists of five stages: Analyze, Design, Develop, Implement, and Evaluate. Data collection techniques included observation, interviews, questionnaires, and tests. The validation results indicated that the media was rated highly valid by material experts (96.6%), media experts (95%), and language experts (93.3%). The practicality test, conducted through a small-group trial, produced an average score of 91.55%, categorized as highly practical. The effectiveness test was carried out by comparing students’ pretest and posttest results, showing an N-Gain score of 0.84, which falls into the high category. Therefore, this learning media is proven to be valid, practical, and effective for use in elementary school learning.
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1. INTRODUCTION
Elementary school students’ literacy skills are an essential aspect in developing language proficiency, critical thinking, and supporting lifelong learning success. Literacy not only includes the ability to read and write but also the capacity to understand and apply information effectively (Lestari et al., 2021. Good literacy enables individuals to comprehend information critically and make appropriate decisions; however, deep reading comprehension and contextual reasoning habits among students are still low (M. Nisphi et al., 2023).
		The low literacy performance of Indonesian students in the PISA (Programme for International Student Assessment) survey indicates the need for serious attention to literacy development at the elementary level. One finding shows that only 25.46% of students reached the minimum competency level (level 2) in reading, far below the OECD average of 73.75% (Pahlevi, 2023). According to (Dewi et al., 2021), the low interest in reading among Indonesians is due to a preference for watching television, enjoying music videos, and engaging in online activities rather than reading books.


In the field of education, literacy plays a crucial role. Reading has a significant impact on an individual’s life (P. S. Oktarina & Wilantari, 2021). One of the core skills in literacy is reading comprehension, which is not merely the ability to recognize words but also the process of understanding the meaning contained within them (Ayuningrum & Herzamzam, 2022). Reading comprehension is a process of constructing meaning from a text by connecting the information it contains with the reader’s prior knowledge and experiences (Sarika et al., 2024). However, reading instruction often fails due to low-quality teaching and learning processes. Without the use of learning media, teachers tend to rely solely on lectures, resulting in a monotonous classroom atmosphere that causes students to become bored quickly and lose focus (M. L. Nisphi et al., 2021).
The low level of student literacy in Indonesia is caused by the limited variety of reading materials that match students’ interests and experiences, as well as the lack of book collections in school libraries (Anisa et al., 2021). To address low literacy levels, innovative and meaningful reading media that align with students’ lives and characteristics—particularly those that incorporate local wisdom—are needed (Hilda et al., 2023). Attractive learning media that correspond to students’ characteristics can improve comprehension and learning interest, which is why teachers need to develop creative and relevant media that connect to everyday life (Hasan et al., 2021).
On the other hand, technology will become a key factor in shaping the future direction of education and ensuring the optimal use of new teaching tools (Haleem et al., 2022). In today’s digital era, technological advancements have greatly influenced the millennial generation. Digital learning materials can increase student engagement and provide flexibility in learning according to their individual pace and learning and needed by students today should keep up with technological advancements while instilling character values to face the changing times (Prasetyawan & Safitri, 2025;  Susilawati et al., 2020). Millennials tend to prefer using smartphones over reading printed books; therefore, e-story books serve as practical and efficient digital reading alternatives that align with technological developments (Fajrie et al., 2024). Various studies show that innovation through digital technology–based media can enhance the effectiveness of the learning process (Raharjo et al., 2024);(Raharjo & Safitri, 2024). To improve the effectiveness of learning, educators play an essential role in preparing students to become a high-quality future generation. They are responsible for nurturing competent individuals who master science and technology and possess 21st-century skills such as strong character, critical thinking, creativity, innovation, communication, collaboration, and competitiveness (S. Oktarina, 2024;  S. Oktarina et al., 2022).
Although e-books are used in learning, their impact may vary for each student. The presence of multimedia elements in an e-book does not automatically improve learning quality. Therefore, e-books should be designed based on instructional theories and approaches that align with students’ individual characteristics (Liu et al., 2020).. Learning media that is relevant to students’ cultural context (local wisdom) and environment (ecoliteracy) is essential for increasing the relevance of the material, promoting active student engagement, and strengthening the effectiveness of the learning (Arifah et al., 2024). The development of e-story books that integrate local wisdom and ecoliteracy has the potential to enhance students’ engagement and understanding in Indonesian language learning because such media are appealing and closely aligned with children’s world (Mastiah et al., 2021).
The ffirst step in developing an e-story book is examining students’ needs. A needs analysis is an essential step in designing a product, as its results serve as the foundation for developing a product that aligns with real conditions and field requirements (Afifulloh & Cahyanto, 2021). Needs analysis is the process of gathering information aimed at determining priorities in order to identify learning-related needs (Branch & Varank, 2009). It involves identifying and collecting information about students’ language learning needs, the gap between what students have already received, what they expect, and what they should receive in language learning (Prasetya. Rizky, 2021).
Based on the interview results with the fourth-grade teacher at SD Negeri Ulak Embacang, several issues were identified. First, there is a lack of digital learning resources available at the school. Second, students feel bored with the reading materials in the library. Interviews were also conducted with two students at SD Negeri Ulak Embacang, revealing that the teacher only uses printed books and the chalkboard as learning media. This condition leads to low student motivation during the teaching and learning process. Considering these circumstances, the development of digital learning resources is necessary. This is crucial for introducing e-story books to support reading comprehension instruction.
In response to these conditions, several studies have developed various forms of digital learning media. The study titled “Development of Local Culture-Based E-Story Book Media in Kediri City” shows that this media is feasible for use and can improve students’ literacy and learning outcomes (Putri, 2025). Another study by (Gogahu & Prasetyo, 2020) also demonstrates that E-Bookstory media is effective in enhancing students’ reading literacy skills.
Based on these findings, digital media contributes positively to improving literacy. The novelty of this study lies in the development of an e-story book specifically designed with: (1) texts aligned with learning outcomes, (2) the integration of local wisdom and ecoliteracy values, and (3) an independently developed design using Canva, featuring engaging illustrations to enhance student engagement.
Thus, the purpose of this study is to develop an e-story book media based on local wisdom and ecoliteracy for reading comprehension learning for students at SD Negeri Ulak Embacang. Therefore, it is necessary to conduct practicality and effectiveness tests on the use of this media. This article aims to describe the level of practicality and effectiveness of the developed e-story book media.

2. METHODS 
This study employed a Research and Development (R&D) method using the ADDIE development model, which consists of five main stages: Analysis, Design, Development, Implementation, and Evaluation. The detailed procedures for media development refer to the model proposed by Branch and Varank (2009). This research falls under the category of development research, focusing specifically on practicality testing through small-group trials and field testing. Overall, the stages of developing the e-story book based on local wisdom and ecoliteracy were systematically arranged according to this model.
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Figure 1. The ADDIE Stages (Branch, 2009)
The implementation stage refers to the direct application of the e-story book in the learning process. At this stage, the media is used by students to determine the practicality of the e-story book during teaching and learning activities. The trial was conducted on a small group consisting of 8 students from SD Negeri 1 Ulak Embacang. The research data consisted of quantitative and qualitative data. Quantitative data were obtained through questionnaires and tests, while qualitative data were collected through interviews. The practicality test instrument was developed based on indicators covering aspects of appearance, accessibility, and material presentation in supporting reading comprehension learning. The practicality questionnaire indicators are presented as follows:

Table 1. Practicality Questionnaire Grid
	No
	Aspect
	Indicator
	Question Number

	1. 
	E-Storybook Display
	Attractive display
	1

	2. 
	
	Image suitability
	2

	
	
	Display consistency
	3

	
	
	Colour consistency
	4

	
	
	Good image quality
	5

	2.
	Accessibility
	Ease of access 
	6

	
	
	e-story books can be used without an internet connection 
	7

	
	
	Loading speed when opening the e-story book.
	8

	3. 
	Presentation of material
	Clarity of material
	9,10

	4. 
	
	Completeness of information in the material
	11,12

	
	
	Material in line with learning objectives
	13,14

	
	
	Materials are arranged in sequence
	15


                          							   (Source; Iin Santika,2022)

Furthermore, the practicality questionnaire data obtained will be analysed using the Likert scale.
Table 2. Likert Scale Rating Levels
	Category
	Score


	Very Good
	4

	Good
	3

	Fairly Good
	2

	Not Good
	1






												                                     
                                                                                   (Source; Sugiyono,(2019)
The questionnaire results for the assessed aspects will produce data. Next, the average will be calculated using the formula;
  Response Value =              Score achievement            x 100 %
                                                                                 Maximum Score

The results obtained from the average will be categorised according to the criteria set out in the following table:



Table 3.  Practicality Questionnaire Score Assessment Criteria
	Range
	Category


	81-100 
	Very Practical

	61-80
	Practical

	41-60
	Fairly Practical

	21-40
	Less Practical









                                                                                           Source: Sugiyono; 2019

The evaluation stage was carried out with the aim of assessing the effectiveness of the developed learning media. The evaluation process was carried out comprehensively, starting from the determination of criteria, selection of instruments, to the implementation of assessment in learning activities. The evaluation design was systematically arranged so that the data obtained was objective. The tests used in this study were pre-tests and post-tests. Data on learning outcomes were collected to determine the initial condition of the students and the changes after learning using e-story book media. The effectiveness of the product was assessed by comparing the pre-test and post-test results to see the improvement in students' reading comprehension skills after using the developed media. The following are the pre-test and post-test grids;
Table 4. Pretest and Posttest Assessment Grid
	No
	Learning Objective Flow
	Question Indicators
	Level 
Cognitive
	Question number

	1. 
	Through reading the text, students can clearly identify the characters, plot, setting, characters, and message in the story.
	State the theme of the story
	C1
	 1

	1. 
	
	Identifying the characters in the story 
	C1
	 2

	2. 
	
	Identifying the plot in a story
	C1
	3


	3. 
	
	Identifying the setting in a story
	C1
	4

	4. 
	
	Describing the characters in the story
	C2


	5

	
	
	Explaining the message contained in the story being read
	C2
	6

	2
	Through reading activities, students are able to explain the moral message contained in the story in their own words in a coherent manner.
	Explaining the meaning of the message clearly in their own words.
	C2
	7

	
	
	Identify the moral message accurately based on the content of the story.
	C2
	8

	
	
	Connecting the moral message in the story to everyday situations accurately.
	C3
	9

	3.
	Through reading activities, students can accurately connect the cultural values in stories about the origins of their ancestors with their daily lives.

	Identify the cultural values (local wisdom) contained in the stories accurately.
	C2
	10


	
	
	Accurately identifying environmental awareness values (ecoliteracy) contained within the stories.

	C2
	11

	
	
	Providing examples of the application of cultural values (local wisdom) from the story in everyday life.
	C3
	12

	
	
	Providing examples of the application of environmental awareness values (ecoliteracy) from stories in everyday life.
	C3
	13


	4
	Through reading story texts, students are expected to be able to apply the moral messages from the texts in their daily behaviour to preserve cultural and environmental sustainability.
	Connecting the moral messages in the text with concrete actions that can be taken to preserve cultural and environmental sustainability.
	C3
	14

	
	
	Analysing the relationship between the moral messages in the text and cultural and environmental issues occurring in the surrounding area.
	C4
	15




The test instrument used was a reading comprehension test for students, while the questionnaire instrument was designed to assess the practicality of learning media in the teaching and learning process. This questionnaire assessed three main aspects, namely media display, accessibility, and material presentation. Non-test instruments in the form of interviews were used to explore the strengths and weaknesses of the learning media developed. Before use, all instruments were validated by three experts to ensure their suitability. The interview data were analysed qualitatively, such as media appearance, accessibility, and material presentation. Meanwhile, the questionnaire and test results were analysed quantitatively using a four-point Likert scale, namely very good (4), good (3), not so good (2), and not good (1).


3. FINDINGS AND DISCUSSION
A. FINDING
After the e-story book media was validated by media experts, material experts, and language experts and declared suitable for use, the next stage was to conduct a small group trial and field trial. The small group trial was conducted to measure the practicality of the e-story book media based on  local wisdom and ecoliteracy in reading comprehension learning for students at Ulak Embacang State Elementary School. Meanwhile, the field trial was conducted to measure the effectiveness of the learning media that had been developed.

3.1 Small Group Trial
 This trial was conducted at SD Negeri 1 Ulak Embacang, involving eight students. To determine the practicality of the media, the researcher distributed a questionnaire after the trial was completed. The questionnaire consisted of 15 multiple-choice questions used to assess the media in terms of appearance, accessibility, and material presentation. The results of the questionnaire analysis are presented in the following section.

Table 1 Results of the Student Practicality Questionnaire
	Name
	Media Display
	Accessibility
	Material Presentation
	Score
	Average 
	%
	Category

	MS
	20
	14
	22
	56
	     3.73
	93.3%
	Very Practical

	NKP
	18
	12
	22
	52
	3.46
	86.6%
	Very Practical

	RAY
	18
	12
	22
	52
	3.46
	86.6%
	Very Practical

	RL
	19
	15
	23
	57
	3.8
	90
	Very Practical

	Hospital
	20
	15
	23
	58
	3.86
	96.6%
	Very Practical

	RA
	19
	15
	23
	57
	3.8
	90
	Very Practical

	SA
	18
	12
	22
	52
	3.46
	86.6%
	Very Practical

	VAP
	20
	15
	23
	57
	3.8
	90
	Very Practical

	Number
	
	
	
	
	29.37
	719.7
	

	Average
	
	
	
	
	3.67
	89.96%
	Very Practical


							Source: Primary data processing, 2025
Based on Table 1 above, the final average score was 3.67 with a practicality percentage of 89.96%. These figures indicate that the developed product, the e-story book, falls into the highly practical category.  Meanwhile, the recapitulation results are presented in Table 2. The following provides an overview of the practicality of the developed product from the perspective of students as respondents.
Table 2 Recapitulation of Practicality Test Results
	Aspect
	Score Obtained
	Maximum Score
	Percentage

	Media Display
	152
	160
	95

	Accessibility
	110
	128
	85.93%

	Presentation of Material
	180
	192
	93.75

	Average
	147.3
	160
	91.55



Based on the recapitulation results, the e-story book obtained an average practicality score of 147.3 out of an ideal score of 160, or 91.55%, placing it in the highly practical category. The assessment covered three main aspects: appearance, accessibility, and presentation of material. The appearance aspect scored 95%, indicating an attractive design for students; the accessibility aspect scored 85.93%, indicating that the media was easy to use despite minor obstacles; while the presentation of material aspect scored 93.75%, indicating that the content of the e-story book was appropriate for the cognitive development of students and easy to understand.
Based on the results of small group trials, this study shows that e-story book media based on local wisdom and ecoliteracy in reading comprehension learning is very practical and effective. This is supported by the results of a questionnaire given to students. The average student assessment shows a very practical category with a score of 95% for media display, 85.93% for accessibility, and 93.75% for material presentation. 

3.2 Field Testing of   
Field testing was conducted to determine the effectiveness of learning media in real classroom conditions. The media was applied to all students as research subjects through pre-tests and post-tests. The results of data analysis from both tests were used to assess the extent to which the developed media was able to improve student understanding.
The data was obtained from the pretest and posttest results, which were analysed using the N-Gain calculation to determine the improvement in learning outcomes. The research subjects were 15 fourth-grade students at SDN 2 Ulak Embacang. The instrument consisted of 15 multiple-choice questions, with a minimum passing grade of 70 for Indonesian language. The pretest was given before the learning process, while the posttest was given after the learning process. The following are the pretest and posttest results:

Table 3 Pre-test and Post-test Results 
	No
	Name 
Student
	Pretest
	Post-test

	1
	MS
	67
	100

	2.
	IDR
	67
	100

	3.
	SN
	73
	80

	4.
	AR
	33
	87

	5.
	MDA
	47
	100

	6.
	RA
	27
	93

	7.
	RS
	53
	100

	8.
	IM
	33
	93

	9.
	SY
	47
	93

	10.
	YO
	33
	100

	11.
	ZA
	53
	100

	12.
	FE
	33
	93

	13.
	SK
	40
	100

	14.
	MA
	73
	80

	15.
	MD
	33
	93

	
	Total
	712
	1412

	
	Average
	47.46
	94.13

	
	Score ≤70
	86.67
	0

	
	Score ≥70
	13.33
	100


	       
						 
















					                     Source: Primary data processing in 2025
               Based on the data in Table 3, the pretest and posttest results show that all fourth-grade students have achieved the minimum completion criteria (KKM). Before the implementation of learning using e-story books, with an average score of 47.76, 86.67% of students had not achieved the KKM, and only 13.33% were declared complete. However, after the implementation of e-story book media, there was a significant increase in post-test results with an average score of 94.13. These findings indicate that the use of e-story books is effective in improving students' understanding of the material being studied. The following is Table 3, which presents the N-Gain scores calculated for all students.
Table 4. Results of N-Gain Score Calculations
	No
	Name
Student
	Score
Pre-test           Post-test
	Posttest - Pre-test
	Maximum Score – Pre-test
	N-gain
	Category

	1.
	MS
	67
	100
	33
	     33
	1
	Height

	2
	IDR
	67
	100
	33
	33
	1
	Height

	3
	SN
	73
	80
	7
	27
	0.25
	Moderate

	4
	AR
	33
	87
	54
	67
	0.80
	Height

	5.
	MDA
	47
	100
	53
	53
	1
	Height

	6
	RA
	27
	93
	66
	73
	0.90
	Height

	7
	Hospital
	53
	100
	47
	47
	1
	Height

	8
	IM
	33
	93
	60
	      67
	0.89
	Height

	9
	SY
	47
	93
	46
	53
	0.86
	Height

	10
	YO
	33
	100
	67
	67
	1
	Height

	11.
	ZA
	53
	100
	47
	47
	1
	Height

	12
	FE
	33
	93
	60
	67
	0.89
	Height

	13
	SK
	40
	100
	60
	60
	1
	Height

	14
	MA
	73
	80
	7
	27
	0.25
	Moderate

	15
	MD
	33
	93
	60
	67
	0.89
	Height

	Average
	47.46
	94.13
	46.66
	52.53
	0.84
	Height


							    Source: Primary data, processed in 2025
Based on Table 4 above, the pretest results were 47.46   , and the posttest results were 94.13 and N-gain of 0.84, which is classified as high. This shows that the developed e-story book is effective for use in learning. Based on these findings, the researcher concluded that the e-story book was able to change the learning outcomes of students who were previously incomplete/needed guidance to very good. The following is a graph of the pretest and posttest results;

Graph 1  Pre-test and Post-test Results
In the digital era, e-story books are an innovation in the form of a digital version of books that are structured to provide an interactive and practical reading experience (Dwi, 2020) .  Students also showed great enthusiasm in using this media and actively explored the various features available. These findings are in line with the demands of digital literacy and technological engagement, which are key requirements in 21st-century learning (Ajabshir, 2024) . Recent research shows that the integration of technology in learning, such as the use of Android-based digital books in flexible and effective  learning activities, can improve students' reading skills (Muhammad et al., 2017 ; Retna Safitri et al., 2022). 
Furthermore, the rapid development of digital technology also demands continuous updates in the framework and practices of digital literacy in the world of education (Nikawanti, 2021). A comprehensive understanding of the current state of digital literacy research, including trends, patterns, and insights, is needed to form the basis for future education policies. Digital literacy encompasses not only the use of technology, but also research, analysis, and digital communication skills (Weninger, 2023).
Thus, the development of e-story book media is a strategic step in strengthening students' digital competencies. This media not only serves to improve reading skills but also helps students adapt to the demands of learning in the digital age. Research on the development of e-story books contributes significantly to educational innovation by providing a more flexible learning process.

B. DISCUSSION
Digital learning resources are a combination of hardware and software that can help overcome various learning obstacles and support the smooth running of the learning process (Eka, et al., 2023) .  E-story books are digital learning media in the form of interactive storybooks that combine text, images, and multimedia elements. This medium was developed based on local wisdom and ecoliteracy to present children's literature in an engaging and contextual manner, as well as to foster students' interest in reading and environmental awareness (Fajrie  et al., 2024). 
		The design stage is the stage of designing a product based on needs analysis. Researchers first compile a flowchart, which is arranged in the form of a chart. Next, researchers design a storyboard based on the flowchart that has been created previously. This storyboard takes the form of a module content framework arranged in a table. This is in line with the research (Setianingsih & Suharto, 2021) , which created a flowchart and storyboard design before developing the product. Next, the researcher collected materials from several sources, namely books, scientific articles, websites, and YouTube. 
		The next stage was product development, during which the researchers developed an e-storybook. The content of the e-storybook was compiled using several applications. Canva was used to design the e-storybook. Canva was used to design the appearance of the e-storybook because it functions as a modern learning medium that can help overcome various obstacles in the learning process (Novitasari et al., 2024) . This application also provides a variety of attractive templates that can increase students' interest in learning and reading (Ismariani et al., 2024) ; Susanti et al., 2022) . After the design was completed in Canva, the researchers converted it into an e-book using the Heyzine Flipbook website. Through this platform, researchers can add various supporting links, such as Google Forms and YouTube, to make the e-storybook more interactive.
After the product has been developed, the next stage is expert validation. At this stage, the e-story book undergoes feasibility testing in terms of content, media and language. This expert validation is carried out by lecturers from the Indonesian Language and Literature Education study programme, Faculty of Teacher Training and Education, Sriwijaya University, adapted from (Pujiani et al., 2023) . In addition, there are suggestions from language experts that there are several weaknesses, such as the use of capital letters and punctuation marks that can interfere with students' understanding. Therefore, further editing is required. After expert validation, the next stage is product revision (design improvement) based on the suggestions provided by the expert validators. This is in line with the research by (Balqis et al., 2021) , which states that product revision needs to be carried out based on the suggestions provided by the validators.
Based on expert validation, this was declared valid and feasible by the validators. Of course, there is related research, namely the study by (Zahra & Isdaryanti, 2025) , which states that the product developed in the study was categorised as feasible by the validators and could therefore be used for learning. Another study, (Vina et al., 2023) , states that the product developed in this study is also categorised as feasible and valid by expert validation. Based on the results of expert validation, this product is feasible to proceed to the next stage. 
Based on the results of small group trials, this research shows that e-story book media based on local wisdom and ecoliteracy in reading comprehension learning is very practical and effective. The average student assessment shows a very practical category with a score of 91.55% for media display, 85.93% for accessibility, and 93.75% for material presentation. This indicates that the developed e-storybook is effective for use in learning, so that overall, this media is feasible to proceed to the field trial stage on a larger scale.
Meanwhile, based on the results of field trials, the pretest and posttest scores of students initially increased from 47.46 to 94.13 with an N-Gain score of 0.84, which is classified as high. This shows that the e-story book developed by is effective for use in learning. According to (Gogahu & Prasetyo, 2020) , the research results indicate that  e-story books are effective as digital learning media.
Based on the research results, the e-story book media based on local wisdom and ecoliteracy was declared valid after being assessed by three experts. This media is also considered practical because it is easy to use and suits the needs of teachers and students based on the results of trials. In addition, this media has been proven effective in improving students' understanding of folklore material. These findings indicate that the developed media can be a contextual learning solution, encourage student engagement, and is appropriate for fourth-grade students.

4. CONCLUSION 
	 Based on the results of research and development, it can be concluded that e-story book based on local wisdom and ecoliteracy in reading comprehension learning at Ulak Embacang State Elementary School are feasible, practical, and effective media. The results of the small group trial showed that the e-storybook based on local wisdom and ecoliteracy had an excellent level of practicality with an average score of 91.55%, so the media was considered easy to use, interesting, and suitable for students' needs. Furthermore, the results of field trials prove that this medium is effective in improving reading comprehension skills. This is demonstrated by an increase in the average pretest score from 47.46 to 94.13 on the posttest, as well as an N-Gain score of 0.84, which is classified as high. Thus, the developed e-storybook is deemed feasible, practical, and effective for use in reading comprehension learning in primary schools.
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