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Abstract. The development of Android-based interactive digital textbooks is one of the means which is expected to help improve stu-
dents' understanding of concepts in the learning process. Interactive digital books can be used as a tool by lecturers in the learning pro-
cess in the classroom so that lecturers do not only use conventional learning methods in the learning process. In line with the times,
many lecturers, students and even the public generally access all information via digital. This paper aims to create an Android-based
interactive digital textbook as media and resources for Nonformal Education (PLS) learning tools. The ADDIE Model (Branch, 2009) is
used in this study. It consists of five stages: analysis, design, development, implementation, and evaluation. The research starts with a
literature review and need’s assessment of 47 students for an Android-based interactive digital textbook, followed by a textbook draft.
After compiling the Android-based interactive digital textbook, it is validated by three experts: content/material expert, presentation
expert, and Indonesian language expert. After being evaluated by three experts, the draft of an Android-based interactive digital text-
book is revised to accommodate individual and small group testing. In the outstanding category, interactive digital media textbooks and
PLS learning resources based on Android received a total score of 146 (91.25%) from three expert validators. This research shows that
interactive digital textbooks are very practical, with a practicality percentage of 83.33% for one-to-one and 83.16% for small groups.
The android-based PLS media and learning resources are valid and valuable. Due to the lack of availability of media teaching materials
and learning resources in out-of-school education, the presence of Android-based textbooks that can be accessed anywhere and at any
time can help both lecturers and students understand media materials and learning resources outside of school.
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INTRODUCTION nonformal education. There is still a lack of available
textbooks to support the learning process, especially
about media and learning resources used in
Nonformal Education, so it is felt essential to develop
interactive digital-based textbooks for media courses
and learning resources for nonformal education (Ta-
hir & Elihami, 2019; Fibrianti, & Suhanadji, 2020;
Widianto, 2021). This textbook is designed digitally,
which is interactive and contains writing, pictures,
videos, and animations to increase students'
understanding of the concept of media and learning

Learning development in today's modern era
always involves technology and information (Cloete,
2017; Hashim, 2018; Ratheeswari, 2018). The
instructor is a critical component of the educational
process's continuation. Educators as learning planners
must be able to design learning that utilizes various
types of media and appropriate learning resources to
create an effective and efficient learning process (Lin
& Chen, 2017; Sutarto et al., 2019). In Nonformal

Education Department, the learning process carried
out, especially in media development and learning
resources, has been going quite well where an
educator has designed the learning process well,
utilizing available media and learning resources such
as using general reference books, powerpoints, e-
learning, and other learning resources from the
internet (Elihami & Ibrahim, 2019; Hidayat et al.,
2021).

However, the implementation of learning process
still requires additional reference books or handbooks
for students that are in accordance with the study of

resources that can be used in nonformal education
context.

The Nonformal Education (PLS) Department at
the Faculty of Teacher Training and Education
University of Sriwijaya requires the study of media
and learning materials for Nonformal Education. The
goal of the two-credit learning media and PLS
resources is to help students become more adept at
selecting and utilizing learning resources outside of
the classroom. So far, the community education study
program has not developed many teaching materials
for compulsory and elective courses. In the learning
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process, the lecturer uses several media in media
courses and PLS learning resources, one of the media
often used is PowerPoint slides, e-learning and
general knowledge books about media and learning
resources.

According to Government Regulation No. 19 of
2005, educators are expected to develop instructional
materials, which was later confirmed by Minister of
National Education Regulation No. 41 of 2007
concerning process standards, which regulate, among
other things, the planning of the learning process by
requiring students to educators in education units to
develop lesson plans. One of the elements in the
lesson plan is a learning resource (Puspitarini &
Hanif, 2019; Shofwan et al., 2021). The educators are
expected to develop teaching materials as a source of
learning (Avidov-Ungar & Forkosh-Baruch, 2018).
Therefore, the learning resources used must be
practical and selective in accordance with the subject
being taught (Shofwan et al., 2019). The development
of teaching materials is expected to help in solving
problems in learning activities (Aydin & Aytekin,
2018; Darari & Firdaus, 2020; Risnawaty et al.,
2021).

In terms of delivery of subject matter, sometimes
the material is difficult to understand if only using
printed books with the lecture method delivered by
educators  both classically and individually
(Handrianto et al., 2020; Ramadhani et al., 2022).
Alternatively, those who have been teaching that still
often use conventional methods. The learning media
used by educators are still categorized as minimal,
mainly using PowerPoint media in delivering
material, with learning resources that are still limited,
especially discussing media and learning resources
used in educational practice in education outside of
school.

Several previous research related to interactive
digital books have been conducted by researchers,
including Kucirkova et al. (2021) with the title An
Empirical Investigation of Parent-Child Shared
Reading of Digital Personalized Books, Sari (2017)
with the title Book Development Digital through Sigil
Applications in Cookies and Candys Courses, Yagin
(2017) with the title Development of Android-Based
Digital Pocket Books as Supporting Teaching
Materials for PPH Article 21, Suyasa and Divayana
(2018) with the title Development of Digital Books
for Assessment and Assessment Courses Evaluation
Based on Kvisoft Flipbook Maker, and Marselina &
Muhtadi (2019) with the title Development of
Interactive Mathematics Digital Books on Geometry
Materials.

The similarity of this study with previous research
is that they both develop digital books. Meanwhile,

the difference in each research lies in the software
used and the object being the research target.
Previous research used software or applications such
as Adobe Creative Suite, Sigil Application, Android,
Kvisoft Flipbook Maker (Ahmadi et al.,, 2022;
Hazizah & Ismaniar, 2020). This research will use the
execute format (.exe). The reason the researchers
chose this format is that the interactive digital
textbook media with the execute format (.exe) can be
read offline via personal electronic devices in the
form of particular media textbooks and PLS learning
resources and will also be developed in the form of an
Android-based interactive digital textbook application
(Hediansah & Surjono, 2019; Hutabri & Putri, 2019;
Humairah et al., 2020; Mudiartana, Margunayasa, &
Divayana, 2021). For the targets or objects of
previous research, primarily students and one of the
materials, while this research will develop interactive
digital textbooks on all materials in accordance with
the lesson plans and the target or object of the
research is the students of the Nonformal Education
Department, Faculty of Teacher Training and
Education University of Sriwijaya.

In addition, based on the observations and
observations of researchers during their time as
educators in the Nonformal Education Department,
there are still not many educators or lecturers who
develop textbooks both in print and digitally, so there
is still a gap between expectations and reality which
one to look for reference sources. Readings about
PLS learning media and resources are still lacking,
thus encouraging researchers to develop a product in
the form of Android-based Interactive Digital
Textbooks and Nonformal Education Learning
Resources, which will later be accessible offline and
online and equipped with supporting applications.

METHOD

The research method used by the researcher is re-
search and development. The products developed in
this research are interactive digital textbooks on me-
dia courses and learning resources for Nonformal
Education Department. This study uses the ADDIE
development model (Analysis, Design, Develop, Im-
plement, and Evaluate). According to Branch (2009),
the ADDIE development model is that in its applica-
tion, it can be modified in such a way as to suit re-
search needs.

This research is to be carried out for one year,
from January to December 2021, starting from identi-
fying the problem, putting it in the form of a proposal
to the stage of the final research report. The place of
research is located in the Nonformal Education
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Department, Faculty of Teacher Training and Educa-
tion University of Sriwijaya.

In carrying out research and development of inter-
active digital textbook products based on Android,
several methods are used, namely descriptive, evalua-
tive and experimental methods. A descriptive re-
search method was used in the initial research to col-
lect data about the existing conditions. The evaluative
method was used to evaluate the trial process for
developing textbook products, and the experimental
method was used to test the validity and practicality
of the resulting product.

RESULT AND DISCUSSION

The ADDIE model is used in this study to conduct
development research in a development-oriented
manner (Analyze, Design, Development,
Implementation, Evaluation). The following sections
explain the various steps of this investigation.

Need Analysis

The analysis carried out in this development
research is a needs analysis. A needs analysis was
carried out to collect data on the basis for developing
interactive digital media textbooks and PLS learning
resources based on android, which consisted of
analyzing problems in the field. Analysis of field
problems was carried out by distributing
questionnaires using google forms to 47 students.
Student needs for teaching materials were determined
through an analysis of student needs for teaching
materials during the pandemic. The findings revealed
that: first, during the pandemic, in online lectures, up
to 91.5 percent of students expressed a preference for
finding references or lecture materials digitally. As
for the second reason, as many as 66.7 percent of
students answered that they chose digital teaching
resources because they were more convenient to use
than traditional teaching materials. Third, digital
instructional resources that are engaging for all
students are required by law. Fourth, increasing
student desire to study by as much as 76.6 percent is
effective. Fifth, when it comes to the kind of
educational materials that students need, as many as
82.6 percent of students require android-based
interactive textbooks since they are easy to access
from any location and simple to grasp. In the case of
the epidemic, where lectures are done online, this
demonstrates that students need instructional
materials that assist the lecture process.

Design
Based on the results of the descriptions presented
at the analysis stage, after obtaining the results of the

needs analysis, the next step is to make a product
design for developing interactive digital media and
PLS learning resources based on android. After
completing the preparation of the initial design of the
textbook, the next step is to determine the
involvement of related parties in the design of
product implementation. From this design activity,
the final form of the initial product design was
obtained, namely interactive digital media textbooks
and android-based PLS learning, which will be
applied to students of the Nonformal Education
Department, Faculty of Teacher Training and
Education University of Sriwijaya.

Development

Research products that have been designed are
then developed to produce products before being
tested. The development carried out is by validating
experts and students as users of interactive digital
book applications, media and PLS learning resources
that have been designed. The validation carried out
includes material validation, presentation validation
and language validation. Based on the final results of
the validation carried out, if the product has been
declared valid by the 3 expert validators, the product
can be continued to the trial stage. A limited trial was
carried out to students of the Faculty of Teacher
Training and Education University of Sriwijaya
Nonformal Education Department for the 2021/2022
semester 3 (three).

Validity Test

Three validators carry out the product validity test,
and validation will be carried out on the material and
design of the interactive digital textbook application,
media and PLS learning resources consisting of
material experts, namely Dr Azizah Husin, M.Pd., in
the field of language, namely Armilia Sari, S.Pd.,
M.Pd., and in the field of presentation, Shomedran,
S.Pd., M.Pd. The following table will present the
results of the validation that has been carried out.

Table 1. Validation of Media Interactive Digital
Textbook Materials and Android-Based PLS Learn-
ing Resources (By Content/Material Experts)

Indicators Assessment I?Ea[
of As-  Items of Assessment 1 2 3 4 5
sessment V B M G V
Conformi- __Completeness of lesson 7 N 13
ty/Approp —The breadth of lesson
vi Denth of lesson materi- N

Accuracy of concepts N

_and definitions

Accuracy Accuracy of data and y
of Materi- _ Accuracy of exercises N 23
als Accuracy of figures and N

illiistration

Accuracy of terms N
Types of Using images that are N 8

pasy to tnderstand
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Material Using videos that are
interactive, interesting v
and ancve far ! +o
Encourage __Encourage curiosity N 10
insi i ility _to N
Total 54
Percentades 90%
__Cataaory Valid

Based on the validation results from material
experts, interactive digital media textbooks and
Android-based PLS learning resources have a very
good value with a 90% validity percentage. Although
it has been declared very good, there are some
comments from the validator to improve this android-
based interactive digital textbook. Furthermore, the
validation results from experts can be seen in table 2.

Table 2. Validation of Presentation of Interactive
Digital Textbooks Media and Android-Based PLS
Learning Resources (By Presentation Feasibility Ex-

pert)

Conformity with _Grammatical 2]/ 8
_Lanauace Rules  Spellina accuracy

Total 40

Percentages 88.88%

Cateaorv Valid

Based on the validation results from language
experts, interactive digital media textbooks and PLS
learning resources based on Android are categorized
as having very good scores with a validity percentage
of 88.88%. Even though it is in the very good
category, there are still some comments from the
validator to improve the interactive digital media
textbooks and PLS learning resources based on
Android.

Table 4. Recapitulation of Validation Results of In-
teractive Digital Media Textbooks and PLS Learning
Resources Based on Android

Indicators Assessment

Total

Maximum Score /  Percentages
Validators Validation of - Conclusion
Score 1 M
Content/Material 60 54/ 90% ) valid
Expert
Presentation Expert 55 52 / 94,54% - Valid
Language Expert 45 40/ 88,88% - Valid
Skor/ Rata-rata 146/ 91,25% Valid

of Assess-  Items of Assessment 1 2 3 4 5 Score
ment
VB B M G VG
_Concentual Seauence \
Presentation —Glearance of concents \ 14
Completeness of infor- N
mation
The existence of learn- N
instructions N
Supports Summarv N %
Exercises B
Biblioaraphv N
_Infoaraphic instructions N
i Interaction/involvement N
Media of students 13
Availability of  pic- N
tires/videns
Total 52
Percentages 94,54%
Category Valid

Based on the validation results from experts in
presentation feasibility, interactive digital media
textbooks and PLS learning resources based on
Android can be categorized as having a very good
value with a percentage of validity of 94.54%.
However, even though it is in the very good category,
there are still some comments from the validator for
improving  the interactive digital textbook.
Furthermore, the validation results from Indonesian
language experts can be seen in the following table:

Table 3. Language Validation of Interactive Digital
Textbooks Media and PLS Learning Resources Based
on Android (By Language Expert)

Assessment

Indicators of Items of Assess- Total

2 3 4 5
Assessment ment VE B M G vg_ Score
Sentence  Struc- B
Straightforward Sentence _effectivi- N 12
Standard term B
Communicative Understanding ~ of V 5
messane or
Dialogic and  Ability to motivate N 5
Interactive stidents
. Conformity  with N
Conformity  to 40 intellectiial
the Development  Appropriateness to 10
of Learners v

the level of emo-

tinnal davnl

Based on the recapitulation table of the validation
results above, it can be seen that the interactive digital
media textbooks and PLS learning resources based on
Android that has been validated by the validator team
of material, presentation and Indonesian language
experts are declared valid with an average score of
146 or 91.257%.

Limited trial (One to One and Small Group)

Students enrolled in the Nonformal Education
Department at Faculty of Teacher Training and
Education University of Sriwijaya participated in a
limited trial of Android-based interactive digital
textbooks and PLS learning resources in the form of
guestionnaires to determine the feasibility and
usability of the digital textbooks that had been
designed. Three students filled out the questionnaire
sheet (one to one stage). Then from the questionnaire
results, revisions will be made if difficulties are found
or input from how to use it or others. Next, a
questionnaire will be given to 10 (ten) students (small
group stage) to measure the feasibility and usability
of interactive digital textbooks, media again, and
learning resources based on Android revised in the
previous stage. The following table shows the results
of the questionnaire that has been given to students of
Nonformal Education Department to see the
practicality and usability of interactive digital media
and PLS learning resources based on Android.
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Table 5. Student Questionnaire Results regarding
Interactive Digital Media Textbooks and PLS Learn-
ing Resources Based on Android Phase One to One

Students _ No. Item

Code 1 2 3 4 5 6 7 8 9 10 11 12
Names

PS 4 4 3 5 5 5 5 3 4 3 3 4
AS 5 4 5 5 5 5 5 4 5 4 5 5
Al 3 3 4 4 4 5 4 4 3 4 3 4
Total 12 11 12 14 14 15 14 11 12 11 11 13
Total Percentage Practicality

Score

150 83,33% Practical

Based on the table above, it can be seen that the
student response at the one-to-one stage to interactive
digital media textbooks and PLS learning resources
based on Android is 83.33%, which is in the very
good category, implying that the developed
interactive digital media and textbooks Android-
based PLS learning resources can be used practically.

Table 6. Student Questionnaire Results regarding
Interactive Digital Media Textbooks and PLS Learn-
ing Resources Based on Android Small Group Stage

Students _ No. Item

Code 1 2 3 4 5 6 7 8 9 10 11 12
Names

EN 4 2 5 5 5 5 5 3 5 3 3 4
RHP 3 4 4 5 5 5 5 3 5 5 5 5
RR 4 4 4 4 4 4 4 3 4 3 4 4
AAZ 3 4 4 5 5 4 5 5 5 4 4 5
SP 3 2 3 3 4 3 4 3 4 3 4 2
FEU 3 4 5 5 5 4 4 4 5 5 5 5
FF 4 3 3 4 4 4 3 3 4 3 3 2
FV 5 4 5 5 5 5 5 4 5 4 5 5
Al 4 4 4 4 5 5 4 5 4 4 4 4
MSA 5 4 5 5 5 5 5 4 5 4 5 5
Total 38 35 42 45 47 44 44 37 46 38 42 41
Total Percentage Practicality

Score

499 83,16% Practical

Based on the table above, it can be seen that the
student responses at the small group stage to
interactive digital media textbooks and PLS learning
resources based on Android are in the very good
category with a percentage of 83.16%, meaning that
interactive digital media textbooks and Android-
based PLS learning resources were developed. It can
be used practically by students of Nonformal
Education Department, Faculty of Teacher Training
and Education University of Sriwijaya.

Android-based interactive digital textbooks and
PLS learning resources developed by the research
team were carried out in three stages: a preliminary
study or needs analysis, followed by product design
and product trials. This interactive digital textbook
has also gone through the expert review stage or
expert validation involving three validators:
material/content experts, presentation experts, and
language experts (Darmawan et al., 2021). After the
interactive digital media textbooks and PLS learning
resources based on Android were declared valid and

feasible by the three validators, the next step was to
conduct one-to-one and small group trial stages.

After the development of interactive digital
textbooks, media and Android-based PLS learning
resources have been completed, a team of experts will
carry out validation, where there are three expert
teams, namely content/material experts, presentation
experts and language experts (Falim & Prestiliano,
2018). This is done to determine the level of validity
of interactive digital media textbooks and Android-
based PLS learning resources that have been
compiled.

The validation results were obtained from 3
validators: content experts with a score of 54/90%,
presentation experts with 52/94.54%, and Indonesian
language experts 40/88.88%. As a result, the three
validators' average validation evaluation is
146/91.25%, with a very excellent or valid category.
During the validation assessment by the validator
team, there were also comments or input for product
improvement that was developed so that it became a
reference by researchers to be revised before
proceeding to the testing phase of Android-based PLS
media textbooks and learning resources in one-to-one
and small group trials (Arwin et al., 2022).

In the product trial stage, the stages that have been
carried out are one to one and small group trials
(Pernantah et al., 2022). In the one to one stage to 3
students, it was found that the interactive digital
media textbooks and Android-based PLS learning
resources had a very good level of practicality, with
the percentage of student questionnaires amounting to
83.33%. After the one-to-one trial phase was
completed, the next step was to conduct a small group
trial with ten students. The practicality level of
interactive digital media textbooks and Android-
based PLS learning resources was 83.16%, with a
very good category.

The testing of interactive digital media items and
PLS learning materials has not yet been carried out in
the field assessment trial stage. This trial stage is not
the research goal, given the limited time in
conducting product trials, but the field evaluation
trials will still be carried out at the following research
stage (Ibrahim et al., 2021; Nengsih et al., 2022).
After completing all the series of stages in the
research on the development of interactive digital
textbooks for media and PLS learning resources
based on Android, it can be said that the resulting
product in the form of an interactive digital textbook
application is in the valid and practical category for
use by students in supporting the learning process in
the eye. Media lectures and PLS learning resources.
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CONCLUSION

The findings of the research and discussion
indicate that the interactive digital media textbooks
and PLS learning resources based on Android that
have been developed were declared valid by three
validators, namely the content/material expert with a
score of 54/90%, the presentation expert with a score
of 52/94.54%, and Indonesian language experts with
a score of 40/88.88%, resulting in an average
validation assessment of a. The trial results in the one
to one stage to 3 students obtained a very good
practicality score with a percentage of 83.33%, and in
the small group stage trial conducted on ten students
obtained a percentage of 83.16% with a very good
practicality category. So the results of this research
product indicate that the interactive digital media
textbooks and PLS learning resources based on
Android have a very good level of validity and
practicality.
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