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Abstract: The study aims to develop a digital module for English subjects in elementary 
schools. The development follows the flow of the ADDIE model. The study subjects were 2 
validators and 9 students during the small group trial and 31 during the large group trial. Data 
collection used a needs identification questionnaire, a validation questionnaire for material 
experts and design experts, a small group trial questionnaire, and a test. Data were calculated 
by calculating scores and percentages for validity and student responses, while the 
effectiveness test used the Wilcoxn and n-gain tests. The study results found that identifying 
student needs was in the required qualifications. The results of the validity level of the digital 
module from the assessment of the material expert validator were 89% and the media/design 
expert 94% (very valid). The results at the level of practicality obtained from the analysis of 
the small group response questionnaire were 97 (very practical). Furthermore, the level of 
effectiveness of the digital module was 0.8 (high), with significant test results showing a 
significant difference before and after learning. It was concluded that the product can be used 
in the classroom learning process to teach students English. 

Keywords: Development media, digital module, English subject, student interest 

Abstrak: Penelitian ini bertujuan untuk mengembangkan modul digital mata pelajaran 
Bahasa Inggris di sekolah dasar. Pengembangan mengikuti alur model ADDIE. Subjek 
penelitian adalah 2 orang validator dan 9 siswa pada uji coba kelompok kecil dan 31 pada uji 
coba kelompok besar. Pengumpulan data menggunakan angket identifikasi kebutuhan, 
angket validasi ahli materi dan ahli desain, angket uji coba kelompok kecil, dan tes. 
Penghitungan data dilakukan dengan menghitung skor dan persentase validitas dan respon 
siswa, sedangkan uji keefektifan menggunakan uji Wilcoxn dan n-gain. Hasil penelitian 
menunjukkan bahwa identifikasi kebutuhan siswa sudah memenuhi kualifikasi yang 
dipersyaratkan. Hasil tingkat kevalidan modul digital dari penilaian validator ahli materi 
sebesar 89% dan ahli media/desain sebesar 94% (sangat valid). Hasil pada tingkat 
kepraktisan yang diperoleh dari analisis angket respon kelompok kecil sebesar 97 (sangat 
praktis). Selanjutnya, tingkat keefektifan modul digital sebesar 0,8 (tinggi), dengan hasil uji 
signifikansi yang menunjukkan adanya perbedaan yang signifikan sebelum dan sesudah 
pembelajaran. Disimpulkan bahwa produk tersebut dapat digunakan dalam proses 
pembelajaran di kelas untuk mengajarkan bahasa Inggris kepada siswa.  

Kata kunci: Media pengembangan, modul digital, mata pelajaran bahasa Inggris, minat siswa 

*Corresponding author: syahnaznap14@gmail.com 

INTRODUCTION 

The change in the education curriculum to the independent curriculum has made the 

use of technology in learning a global trend. Various efforts have been made to support the 

implementation of the current independent curriculum, including planning student-

centered learning (Kamila et al., 2024). One of the efforts made by teachers is to design 

learning using effective, interesting and efficient media, the selection of media is directed 

according to the competencies to be achieved by students (Dita et al., 2024; Haq et al., 2024; 

Nurhikmah et al., 2022; Pattaufi & Arnidah, 2019). This learning design is expected to be 

able to meet students' needs, be interesting and fun according to the identification of 
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students' own needs in fulfilling their learning (Damayanti et al., 2024; Husnaini, 2023; Yani 

et al., 2024), one of which is the use of digital modules. 

Currently, digital modules are widely used because they have many advantages when 

compared to printed books (Divayana et al., 2019; Rahmawati et al., 2021). In addition, 

according to Febriati et al. (2019), the use of conventional books as a learning resource is 

considered to only provide theoretical understanding without providing facilities for 

practice. Furthermore, according to Utomo et al. (2021), technology plays an important role 

in presenting a positive impact in the education sector through the application of the 

paperless concept. This means that the application of this digital module can be an effort in 

transforming learning because of its more effective and practical nature. With this digital 

module, it is also an effort not only to reduce paper use but also to provide easy access and 

flexibility for students and teachers in accessing learning materials (Setyantoko et al., 2023; 

Yomaki et al., 2023). 

The researcher intends to conduct research on the development of this digital module 

in the area of SD Negeri 35 Kendari. SD Negeri 35 Kendari is located in the center of Kendari 

City which is supported by good internet network access and the use of mobile phones is 

also allowed in the school environment in a limited category. Mobile phones are only 

allowed during learning with teacher supervision. This school has implemented the 

Merdeka Curriculum since 2022. English subjects from grades 1-4 have used this 

curriculum. The development of teaching materials in this digital module development plan 

is for English subjects. This can be used as a potential for the school environment to design 

learning that is integrated with technology. Good internet facilities open up opportunities 

to utilize online learning resources and platforms. 

Based on initial data in the form of an interview with one of the teachers, although the 

concept of the independent curriculum has been implemented and supported by adequate 

internet access and technology, the learning that is taking place has not fully utilized 

interactive multimedia, especially in English learning. The teacher has prepared a teaching 

module by the guidelines for the independent curriculum where the module contains 

components of learning objectives, activity steps, and assessments needed in one unit/topic 

based on the flow of learning objectives or within a predetermined time frame. However, in 

the learning process, the teaching module has not been fully utilized by students as a 

reference for learning in class. Furthermore, the teacher stated that there were difficulties 

in combining various media to meet the various learning styles of students. The minimal 

variation in the use of these media causes a lack of diversity in learning approaches that do 

not cover all types of students. Learning is still carried out based on textbooks that tend to 

be one-way, where the teacher is the provider of information and the student is the recipient 

of information. The use of textbooks only comes from the ministry. It is not designed based 

on the needs of students at the school. This can result in a lack of interactivity in the 

classroom and impact some students' involvement. Initial data on the number of grade IV 

students is 122 consisting of 4 classes. Class 4A has 31 students, 4B has 31 students, 4C has 

30 students, and 4D has 30 students. The ownership of printed English books at SDN 35 

Kendari is only 13 so it cannot accommodate all grade IV students. 

The development of digital books helps teachers provide a stock of books that suit 

students' needs. Digital books can be formed into digital modules. Digital modules provide 

benefits for improving student performance. For example, research Karina et al. (2024)  has 
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developed digital learning resources to help students write an observation report. Dita et 

al. (2023) has developed a digital module and the results are that the digital module meets 

valid and practical criteria. The results of their research show that student learning 

outcomes show differences. Mustofa et al. (2024) in their research have provided digital-

based learning resources for students. They found that digital learning resources provide 

benefits for student success in learning. Students who use learning resources give very good 

responses. 

English learning becomes more interactive if digital learning resources are used. 

Digital modules, which combine sound, text, and images, are an alternative technology-

based learning resource in English subjects that function as teaching materials or media 

(Dewi et al., 2022). The digital module has excellent quality in terms of material and media 

and is suitable for use as a digital learning resource for English language learning (Daud et 

al., 2022). Research by Wulandari et al. (2022) found that using digital modules in flipbooks 

has helped improve students' speaking skills in English subjects. The same research by 

makhroji et al. (2023) has found that using digital modules in the form of flipbooks has 

increased students' speaking skills in the medium category. Using digital modules helps 

improve students' reading skills (Syaputra et al., 2024) and vocabulary (Tania & Astutik, 

2024) in learning English. Thus, it is proven that using digital modules has a good effect on 

developing students' abilities in learning English. Digital-based learning resources can help 

students quickly develop skills in teaching English. 

Ultimately, the development of this digital module is expected to help increase 

student engagement in the English learning process in grade 4 of SD Negeri 35 Kendari. This 

development is carried out through an adaptation process to existing teaching modules in 

accordance with the concept of an independent curriculum. The use of innovative and 

effective learning technology can also help improve the quality of education in Indonesia, 

especially at the elementary school level. Therefore, the development of learning technology 

must continue to be developed and improved in order to help create a more interactive, 

efficient, and effective learning process in the future. This research aims to develop a digital 

English learning module to improve student learning outcomes. 

METHOD 

The type of research and development that has been carried out in this development 

is Research and Development (R & D). Research procedures In the ADDIE (Branch, 2009) 

stage there are 5, namely: 

1. Analyze. In the analysis phase, researchers conduct preliminary studies or exploratory 

studies to examine, investigate, and collect information by means of observation, 

interviews and focus group discussions (FGD). In the process of analyzing needs, 

researchers identify problems that exist at SDN 35 Kendari through initial observations 

by conducting interviews with teachers, providing needs identification questionnaires 

to students, material analysis, and student characteristic analysis. 

2. Design. After conducting a needs analysis and obtaining information that the digital 

module product is needed as a learning medium, the next phase is planning starting with 

analyzing learning achievements, compiling learning objectives and learning objective 

flows, installing applications, designing the contents of each page, designing 

instruments, and learning outcome evaluation tools, creating prototypes and 
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storyboards and designing them into the Canva application that has been installed 

previously. This design is the basis for carrying out the next development process.  

3. Development. In this phase, carried out by creating and combining content that has been 

designed at the design phase. At this phase, there are things that researchers do in 

conducting development research on the media, namely, writing content on the 

contents of the learning media in the digital module and then validating the media by 

media experts and material experts and making revisions according to input from 

experts. At this stage, 9 students were involved in small group testing. 

4. Implementation. The implementation phase is a trial of the product that has been 

developed. In the trial activity, a practicality assessment was carried out through a 

student response questionnaire. This implementation was carried out to determine the 

effectiveness of the digital module in the learning process before and after using the 

digital module that had been developed. 

 

The data source of this study is primary data collected directly from grade IVA 

students of SDN 35 Kendari (9 students were involved in small group testing, and 31 student 

in implementation), 1 media and design validator, and 1 material expert validator. The 

students were selected from SDN 35 Kendari, and were asked to participate in the learning 

voluntarily. Data have been collected through pre- and post-test given to students. 

The research instruments used were questionnaires (Validation by material experts, 

validation by media and design experts, questionnaires on student needs and student 

responses), tests (pre-test and post-test). In this study, data analysis techniques used 

qualitative analysis techniques to manage data from validator reviews and product needs 

and quantitative to analyze the validity, practicality and effectiveness of the products that 

have been developed. Effectiveness testing uses the Wilcoxon test. Validity categories are 

based on Akbar (2013), student responses are based on Nunaki et al. (2019), and n-gain are 

based on Hake (1998). 

RESULTS AND DISCUSSION 

The results of this study describe the process carried out in developing a digital 

module (e-module) product for English subjects in an effort to answer the problem 

formulation presented in chapter I, namely the need for a digital module, the design of a 

digital module, as well as the validity, practicality and effectiveness of the English digital 

module. Student needs analysis is carried out by providing a student needs identification 

questionnaire to find out whether the digital module product to be developed is needed in 

the learning process. 

Based on the results of the questionnaire on the identification of student needs for 

digital module development products with 10 available questions (Table 1), it can be said 

that overall, the number of results scores for the yes option is 217 (70%), the number of 

results scores for the sometimes option is 46 (15%). The number of results scores for the 

no option is 47 (15%). Based on the analysis of student needs that has been carried out, it 

can be said that both lecturers and students consider it essential to develop digital module 

products. It is a reference and teaching material that supports the English learning process 

in the classroom that follows the available teaching modules, especially those that are by 
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learning objectives. Needs analysis is the basis for developing digital modules (Yosintha et 

al., 2024), for english teaching (Fitriani & Gunawan, 2024). 

 

Table 1. Description of student needs identification for digital modules 

No Question Yes Sometimes No 

1 Have you ever had difficulty studying English material? 20 9 2 

2 
During English subject learning activities, do teachers 

use printed books? 
25 1 5 

3 
Do printed English textbooks make you happy to 

study? 
9 16 6 

4 
Are the pictures in the English printed book clear and 

easy for you to understand? 
9 13 9 

5 
Have teachers ever used teaching materials other than 

printed books in English subjects? 
9 0 22 

6 

Would using teaching materials other than printed 

books make you happier and more enthusiastic about 

learning? 

28 3 0 

7 Have you ever heard of digital modules? 24 4 3 

8 

The digital module will be equipped with learning 

materials, images, audio and video. Would you be 

happy and excited if the digital module was used in 

English subjects? 

31 0 0 

9 
Will learning videos make it easier for you to 

understand the material, especially when practicing? 
31 0 0 

10 
Do you agree that digital modules should be used in 

English learning? 
31 0 0 

Total 217 46 47 

Percentage 70% 15% 15% 

 

Creating prototype design 

At this stage, the digital module is designed using the Canva application. The design is 

based on the prototype and storyboard that were created previously. This process utilizes 

the creative abilities and design tools available in Canva to create layouts, graphics, and 

other visual elements from the previous prototype and storyboard concepts. By referring to 

the prototype and storyboard as a guideline, the digital module design becomes the basis 

for further implementation. The final result is based on the expectations and goals set. 
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Fig. 1. Front cover view of digital module 

 

       
Fig. 2. General information and core competencies view 

 

 
Fig. 3. Learning materials view 
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Fig. 4. View of learning video in digital book 

 

 
Fig. 5. Final view of digital book 

 

Researchers carried out the development stage in this study to obtain valid product 

results. Before conducting the validity level test of the digital module, learning materials 

were first developed to create a digital module product. The validity analysis of this digital 

module evaluates the extent to which the material presented is relevant to the curriculum 

or learning objectives applied, including understanding whether the information presented 

is based on the level of knowledge and needs of students. The material compiled in the 

development of this digital module was reviewed and assessed by a material expert, a 

lecturer in elementary school teacher education who was competent in English. Table 2 is 

the result of the assessment given by the expert. 

Based on the assessment of the material expert validator on the learning aspect (Table 

2), an average value of 84 was obtained, indicating that this aspect is in the valid category. 

On the aspects of content, completeness, accuracy and meaningfulness, an average value of 

93 was obtained, meaning that the aspect of language use in the digital module is in the very 

valid category. Then, the average value of the two points above shows 89, meaning that the 

material aspect of the digital module is declared valid. It is concluded that the development 

of the digital module is in the very valid category. Books that have been developed and meet 

the validity criteria of experts can be continued for trials (Horota et al., 2023; Sirait et al., 

2024) 
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Table 2. Validation results by material experts 

No Criteria % 

Learning Aspects 

1 Suitability of materials to learning objectives 80 

2 Suitability of materials to student characteristics 100 

3 Clarity of language used in digital module 80 

4 Accuracy in explaining theoretical material 80 

5 Accuracy in explaining practical material 80 

Average (II) 84 

Content aspects, completeness, accuracy, meaningfulness 

6 
The sequence (organizational structure) of the contents/description 

of the material 
100 

7 Coverage (Breadth and depth of material description) 80 

8 Factualization of material content 100 

9 The attractiveness of the content in motivating users 100 

10 
Appropriateness of the language used (reviewed from the use of 

Indonesian language rules) 
80 

11 Suitability of assignments and exercises to the material 100 

12 Suitability of video presentation to material 80 

13 
The digital module used can facilitate the achievement of learning 

objectives. 
100 

14 
The digital module used is able to facilitate the achievement of 

learning objectives. 
100 

Average (I) 93 

Average (I and II) 89 

 

The assessment of the media and product design of the digital module was carried out 

by a lecturer who is the Head of the Educational Technology Study Program at Universitas 

Negeri Makassar and is competent in the field of learning media. The validity test of media 

and design experts aims to ensure that the visual aspects, presentation, user interaction, 

elements such as layout, navigation are in accordance with design standards and user needs, 

thereby increasing the attractiveness and effectiveness of the digital module product. 

Based on the assessment of the media expert and design expert validators (Table 3), 

it shows that in the media aspect, an average of 93 is obtained, indicating a very valid 

category. An average of 93 is obtained in the design aspect, indicating a very valid category. 

In the usage aspect, an average of 93 is obtained, indicating a very valid category. An average 

of 96 is obtained in the utilization aspect, indicating a very valid category. It can be 

concluded that in all four aspects, an overall average of 94 is obtained, indicating a very valid 

category. This shows that the digital module developed by the researcher is worthy of being 

tested in the study. Digital-based learning resources must be validated by media experts, 

and they must meet validity criteria before being tested (Malik et al., 2024; Susanto et al., 

2024). After measuring the level of validity, the next step is to analyze the level of 

practicality of the digital module.  
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Table 3. Validation results by design and media experts 

No Criteria % 

Media Aspects 

1 Suitability of digital module usage with student characteristics 100 

2 
Self paced learning materials (This digital module can be used 

independently anytime and anywhere) 
100 

3 

Self instruction (This digital module allows students to easily understand 

the mastery of the material and can be used independently without teacher 

supervision) 

100 

4 
Self-contained (This digital module is a complete package that is equipped 

with study instructions, materials, workshops, bibliography 
100 

5 Chunking modular (digital module contents are specific and complete) 80 

6 Learning activity (digital module content is divided into learning activities) 80 

Average (I) 93 

Design Aspects 

7 Attractive digital module cover appearance compatibility 100 

8 Clarity of space arrangement/layout 80 

9 Clarity of color contrast between text and background 100 

10 Clarity of program identity 80 

11 Clarity of use 100 

12 Clarity of image display 100 

13 Suitability of images and lesson materials 100 

14 Suitability of images and subject matter 80 

15 Clarity of video display 100 

Average (II) 93 

Usage Aspects 

16 Easy to Use (Ease of accessing digital module) 100 

17 Accuracy of button functions and navigation 80 

18 Functions as a supporter of the learning process 100 

Average (III) 93 

Utilization Aspect 

19 Compliance of program components 100 

20 Having visual appeal in the form of colors, images, illustrations, font size 100 

21 Digital module can overcome time constraints 100 

22 The digital module used is interesting 100 

23 Digital module can minimize misperceptions in students 80 

Average (IV) 96 

Average (I + II + III + IV) 94 

 

The level of practicality is carried out through product trials using student response 

questionnaires. The student response questionnaire was given to get feedback from 

students. This stage involved 9 students. The selection of these 9 students was based on the 

level of student understanding, which consisted of high, medium, and low levels. Three 
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students each for each level of understanding. The researcher distributed the development 

product as an offline application and a website version that students can access. 

 

Table 4. Small group trial responses 
No Rated Aspects Score 

Digital Module Display 

1 The digital English module has an attractive appearance 100 

2 The images on the digital module are easy to understand. 100 

3 Images on digital modules attract attention 100 

4 The language used in the digital modules is easy to understand. 92 

5 Text in digital modules is clearly readable 92 

6 The images presented in the digital module are clear and not blurry. 97 

7 The instructions for using the digital module are clear. 100 

8 The delivery of material in the learning video is clear 100 

9 
The presentation of material in learning videos attracts interest in 

learning 
100 

10 The color combination used is appropriate 100 

Average (I) 98 

Interest and Use of Digital Modules  

11 I can use digital modules anywhere (at school or outside school) 92 

12 
My understanding of the use of time in English using digital modules 

has increased. 
94 

13 
The concepts presented in the digital module are easy for me to 

understand. 
94 

14 
Learning using this digital module makes me enthusiastic about 

learning 
97 

15 There were no problems when I used the digital module. 97 

16 
The questions in the digital module stimulate (provoke) my thinking 

power. 
94 

17 The questions in the digital module are easy for me to understand. 97 

18 
The use of learning videos in digital modules makes it easier for me to 

understand the material 
100 

Average (II) 96 

Average (I + II) 97 

 

Small group trials were conducted to obtain responses and performance of the digital 

English module when operated by students. Based on the assessment results through a 

questionnaire (Table 4), it can be seen that the percentage results of the small group trials 

had an average score of 97. These results indicate that the level of practicality is in the very 

practical category, and the use of the English digital module can support the learning 

process. The subsequent measurement is to analyze the level of effectiveness of the digital 

module by conducting a large group trial. After conducting a small group trial, a large group 
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trial was conducted. Testing was conducted to see student learning outcomes before and 

after using the digital module. 

 

 
Fig. 6. Prior (pretest) and final (posttest) understanding of students 

 

Figure 6 shows the pretest and posttest data of students after they learned to use 

digital modules in English learning. The findings show that there is an increase in student 

learning outcomes. 

 

Table 5. Data normality test 

Data 
Normality 

N-Gain Category 
Sig. Decision 

Pretest 0.200 Normal 
0.8 High 

Postest 0.000 Not Normal 
 

Table 5 indicates that the pretest data is normal but the posttest is not normal. This 

finding indicates that the test is significant using the Wilcoxon Test. In addition, Table 5 

presents the n-gain value. The n-gain value reaches 0.8 which indicates that the increase in 

student learning outcomes is high. The findings of this research indicate that the use of 

digital modules can improve student learning outcomes and achieve high improvements. 

 

Table 6. Wilcoxon test 

 Negative Ranks Positive Ranks Ties Z Sig 

Pre-post 0 31 0 -4.863 0 
 

Table 6 shows that the increase in student learning outcomes is significant. Table 6 

shows that no students experienced a decline in learning outcomes or showed no 

improvement (ties). All students involved in teaching using digital modules showed an 

increase indicated by the number in the positive ranks column, which is 31. 

The development of digital module products for English subjects for grade 4 

elementary school students begins with analyzing student needs to support whether the 

product to be developed can be used according to the learning character and needs of 

students in that class. This research was conducted in a public elementary school in the 
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center of Kendari City. This research was conducted by implementing digital module 

development products, which were carried out through the stages of needs analysis, 

measuring the validity, practicality, and effectiveness of the digital module developed by the 

researcher. This research can also adapt existing teaching modules that have not been fully 

used because the primary reference used as teaching materials is printed books issued by 

the Ministry. 

This study has succeeded in developing a digital module that has been tested valid, 

based on the results of the validation test by expert validators, which show that this digital 

module meets the requirements in terms of material, media, and learning design aspects. 

Student learning outcomes showed a significant increase. No students experienced a decline 

in learning outcomes. According to Rahmawati et al. (2021), by using digital modules, 

students can be motivated to read them. By motivating students to read, they can 

understand the contents of the reading well. It makes the achievements of students in this 

study reach a high category. According to Faudi et al. (2023), using digital-based learning 

resources in teaching English helps students improve their reading skills. By improving 

their reading skills, their reading results are of good quality. This is what causes students to 

be able to understand the contents of the material in the digital modules that we have 

developed. 

The digital modules we have developed are designed to attract students' attention. 

Digital learning resources improve elementary students' interest in learning English 

because students are more comfortable learning with presenting material in the form of 

colored text, images, audio, and video (Adzkiya & Suryaman, 2021). In our research, the 

module display is made attractive (see Figure 1-5), the use of various colors, and even the 

addition of videos that aim to provide a variety of reading and viewing for students. These 

findings are supported by student responses that the delivery of material in the learning 

video is precise, which received a score of 100. Students consider that they can access the 

digital module at any time, the language is easy to understand, attracts attention, the images 

are easy to understand, and the color combination is very good. 

The development product of the English digital module that has been used has been 

proven to improve student learning outcomes with product characteristics, namely: 1) The 

English digital module can be accessed on IOS/Android-based smartphones, 

computers/laptops offline, and also websites online; 2) The digital module has audio, video, 

images, and text to support the student learning process; and 3) As seen from student 

learning outcomes, the English digital module has been proven to increase effectiveness. 

The digital module product has weaknesses: student worksheets cannot be filled in directly 

on the digital module product. 

CONCLUSION 

Based on the results and discussion of research on developing digital modules for 

English subjects to improve student learning outcomes, it can be concluded that the 

developed product is feasible to use. This feasibility is based on the results of validation, 

practicality, and effectiveness tests. The digital module that has been developed attracts 

students' attention to read, and they can use it anywhere and easily understand its contents. 
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