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ABSTRACT 

This development research aims to create online digital books that students can use at the university level. 

Development is carried out following the ADDIE development model, consisting of five stages: analysis, design, 

development, implementation, and evaluation. Validation is carried out with the assistance of material experts, media 

experts, and educational technology students. The initial data collection took place through interviews with lecturers 

and students at the Department of Educational Technology. During the analysis of needs, lecturers stated that they 

require online learning materials that students can use to understand better the materials, one of which is Digital 

Online Book. Media experts validated 86.0 % of the results, while material experts validated 88.6 % for an overall 

average of expert validation results of 87.9 per cent. Individual product trials yielded 86.0 per cent, small group trials 

yielded 84.0 %, and field trials yielded 88.0 %. The development and research concluded that the developed online 

digital book is feasible and valid for education. It demonstrates that developed online digital books are deserving of 

being used as instructional materials for students. 
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1. INTRODUCTION 

The learning process must be implemented 

competently in order to maximize the potential of 

students. Quality learning refers to the abundance of 

learning materials available and the creation of active 

and effective learning activities. The learning process is 

not conducted in a single direction but to engage 

students and make learning more meaningful. Student-

centred learning significantly impacts the development 

of knowledge and comprehension of the material being 

studied [1]. Learning materials should be designed and 

written following learning rules. That is, they should be 

adjusted for learning materials, organized according to 

learning needs, include evaluation materials, and be 

engaging for students to learn [2].  

Learning media is a tool that is one component of 

the learning process that the teacher must plan for 

during instructional activities [3]. Learning media can 

be used to accomplish learning goals [4]. With the 

advancement of communication and technology and the 

discovery of the learning process's dynamics, the 

implementation of educational and teaching activities 

has become increasingly demanding, as has to obtain a 

diverse range of learning media [5]. An electronic book 

is a critical tool for learning because it is easily 

accessible and portable enough for students to carry 

around, reducing the number of items each child must 

transport to school [6]. 

Introduction to learning media is a required course 

for Educational Technology students. Introduction to 

Learning Media provides students with the initial capital 

necessary to participate in other subjects' learning. This 

is deemed necessary in order for students to acquire 

competencies in educational technology. Introduction to 

learning media is a course that places a premium on 

competence in educational media. This course shapes 

the character of educational technology students' 

competence as developers of learning media. The ability 

to develop learning technologies is one of the 

competencies required of graduates of educational 

technology programs. Online education allows for 

greater flexibility and encourages students to pursue 

independent learning [7]. In order to implement learning 

through the introduction of learning media, joyful 

learning resources are required to keep students from 

becoming bored and to motivate them to participate in 

learning activities.   

The use of learning resources plays a critical role in 

resolving issues that arise during the learning process. 

To obtain learning resources, lecturers can utilize 

resources obtained from anywhere and in any format in 

order to provide information to students. Learning 
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resources are inextricably linked to a variety of other 

activities and management processes, including strategic 

planning, management development, and organizational 

development. The relationship between these facets of 

management is so intimate that it's difficult for us to 

avoid discussing them separately [8]. Thus, lecturers are 

expected to be able to utilize, provide, and develop 

learning resources, beginning with those that are simple 

or already available and progressing to those that are 

technological in nature. This is done to provide learning 

tailored to students' needs and opportunities that are 

tailored to students' learning styles. Good learning 

material is adaptable to the needs of the student [9]. 

Indonesia was taken aback by a new outbreak 

dubbed Corona Virus Disease 2019 (Covid-19). The 

virus's epidemic has instilled widespread fear in the 

world's population. The virus, dubbed covid-19, was 

discovered in mid-December 2019 [10]. Suddenly, this 

virus altered the landscape of the world, including the 

educational system. This virus spreads at such a rapid 

rate that it affects a large number of people. To help 

contain the spread of the virus, the Indonesian 

government has instituted an indefinite school closure 

policy. 

The education system in Indonesia must also adapt 

to current conditions. The Minister of Education and 

Culture of Indonesia issued notification letter number 4 

of 2020, which details the implementation of 

educational decisions aimed at resolving the extremely 

urgent situation created by the rapid spread of the 

COVID-19 outbreak [11]. Schools will close or 

discontinue face-to-face instruction in favour of distance 

education in order to protect school residents from the 

COVID-19 outbreak. COVID-19 has the effect of 

prohibiting all human activity outside the home. This 

has a profound effect on every facet of life. The 

education sector is one of the sectors affected by the 

COVID-19 outbreak [12]. 

While distance learning may be novel for lecturers 

and students, the use of technology allows for 

continuous learning activities even while at home. 

Distance learning requires lecturers, students, and 

parents to make extensive use of technology. Lecturers 

should be more inventive in their use of learning 

resources to enhance the distance learning process, one 

of which can be accomplished by developing learning 

resources. This is reinforced by research findings that 

the learning process must be conducted effectively via 

online education [13].  

According to the findings of interviews with 

lecturers and several Education Technology students 

involved in implementing distance learning, distance 

learning has a number of issues, one of which is the 

content of Introduction to Learning Media. With all of 

the constraints, constraints, and complications, lecturers 

are required to fully implement online learning with all 

of the complications that accompany it [14]. The issues 

that arise are that students become disinterested in 

learning. This is because collecting assignments from 

lecturers is monotonous, and students are less 

enthusiastic about learning from textbooks. The lecturer 

distributed assignments via WhatsApp Group, which 

resulted in minimal use of student textbooks and 

decreased student interest in textbook reading.  

The difficulty students face with introductory 

learning media materials is that the material is difficult 

for students to understand due to limited learning 

resources or learning materials used by lecturers. 

Additionally, in learning activities, students complete 

assignments without first receiving an explanation of the 

material from the lecturer. As a result, students rely on 

"google" to complete the task, which is unfortunate 

because students do not understand the material well. 

Additionally, students believe that they are more 

interested in learning through interesting pictures and 

videos. Science and technology advancements, 

particularly in information technology, have a 

significant impact on the implementation of learning 

media. With this advancement, lecturers can utilize 

various media to meet specific needs and learning 

objectives, making the learning process more engaging 

[15]. Numerous factors contribute to the issues 

mentioned above, including lecturers' lack of awareness 

of the critical nature of learning resources created or 

used according to the needs of the learning process. 

Another issue is lecturers' inability to create or develop 

digital learning resources that can be accessed online. 

One of these efforts is to implement hybrid learning, 

online distance learning, to ensure that the student 

learning process runs smoothly and with the highest 

possible quality [16]. 

Based on the information gleaned from the research 

findings explained that distance learning cannot yet be 

called ideal learning because of the numerous obstacles 

that must be overcome during its implementation; in 

light of this, the government is attempting to overcome 

these obstacles through the preparation of lecturers, the 

expansion of communication networks, and the effective 

use of learning resources[17]. The developer deduces 

from this statement that one of them is the debriefing 

provided by the government to lecturers, which includes 

educating lecturers on the proper use of platforms, 

maximizing the use of technology, and utilizing a 

variety of different types of learning resources to aid in 

the learning process. The industrial revolution 4.0 era 

"compel[s]" education systems to develop technology-

enhanced learning processes [18] 

Lecturers' role as educators should be to program 

everything that can improve the quality of learning 

according to student needs by increasing self-ability and 

maximizing the use of software when implementing 

distance learning. To maximize the use of technology 
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and design learning resources tailored to students' 

characteristics, lecturers can maximize the use of 

technology and design learning resources tailored to 

their characteristics [19]. It is necessary to determine the 

nature of the problem and devise a strategy for resolving 

it. A successful learning process can be implemented if 

backed up by effective learning resources, such as 

digital books. Online digital books are considered 

beneficial if their presentation is attractive and their use 

is simple, increasing students' interest in the book and 

their desire to read it. 

One solution or method for resolving the problems 

described above is to develop an online digital book. 

Naturally, the developer modifies this digital book, 

making it unique from previous research. The digital 

book that will be developed will be attractively 

packaged to ensure that students are not bored while 

reading; it will contain material, images related to the 

material, instructional videos, practice questions, and 

skill activities. Students will experience the same 

sensation as reading a printed book when they switch 

pages due to the transition effect. Additionally, the 

digital book that will be developed is intended for use in 

introductory media education courses. 

About effectively mastering media. The hope is that 

by developing online digital books, lecturers and 

students will be able to access them from any location 

and at any time, thereby facilitating the learning 

process, particularly in distance education. Additionally, 

it is hoped that it will enhance student comprehension 

through the reading of material, observation of images, 

and viewing of videos contained in online digital books, 

ensuring that the online learning process is not limited 

to assigning assignments but that students are also 

engaged in learning activities to enhance their 

comprehension.  

2. METHODS 

The research and development method used in this 

development is the ADDIE development model, which 

has five stages: analysis, design, development, 

implementation, and evaluation [20], [21]. The stages of 

development in the ADDIE model are extremely 

complex. The developer completes all stages of the 

ADDIE development model when creating an online 

digital book. 

2.1. Analysis 

The analysis section conducts a needs analysis, an 

audience analysis, a topic analysis, and a task analysis 

[22]. Development does this in great detail during the 

analysis stage. If this analysis stage is carried out 

thoroughly, the resulting product will align with the 

needs and resolve learning problems. The developer has 

described each component in detail, from lecturers to 

students, learning topics, and assignments. 

2.2. Design 

This design stage is where the product's design 

(online digital books) is planned. This design stage is 

where the developer will plan the project he is 

developing (development of a product). Numerous 

products fail or do not work due to the design not being 

mature or ready but being compelled to continue [9].  

2.3. Development 

The development stage involves the process of 

integrating technology, management, and educational 

processes. Developers have begun developing 

prototypes of online digital books at this stage. 

Additionally, instructional designers have begun 

developing and producing high-quality materials for this 

type of learning, beginning with the design, teaching 

materials, and learning process [20].  

2.4. Implementation 

The implementation stage is when the developed 

learning products are put into action [23]. The developer 

conducts three types of trials during the product 

implementation stage: individual trials, small group 

trials, and field trials. The developer collects feedback 

from students who use the online digital book during the 

trial phase. 

2.5. Evaluation 

The final stage is to conduct an evaluation, the 

results of which will indicate whether the product is 

valid or invalid [24]. Through questionnaires distributed 

to students, this stage of development examines the 

feasibility of online digital books. Making sense of the 

questionnaire results distributed to material experts and 

learning media experts is a stage of evaluation in the 

development process. 

This research and development process involves a 

variety of respondents, including test subjects and end-

users. Two experts will evaluate the developed online 

digital book, including material experts and media 

experts. Meanwhile, the users who responded to the 

survey or were selected for testing during this online 

digital book were students studying Education 

Technology. There are two data collection techniques 

that developers employ when creating online digital 

books: interviews and questionnaires. Interviews were 

conducted with lecturers and students to collect data 

during the research process, whereas questionnaires 

were used to collect data related to the developed 

product assessment process. 
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The developer creates a questionnaire in the shape of 

a Likert scale and distributes it to respondents, assigning 

a rating or score to each alternative response based on 

the following provisions: [25]. The data collected from 

the respondents' responses to the questionnaire will be 

analyzed using quantitative descriptive data analysis 

techniques. The data analyzed were drawn from the 

responses of media experts, material experts, linguists, 

and students to questionnaires. 

Using the following formula, determine the average 

score for material testing, language testing, media 

testing, and student responses to the use of digital books 

[25]. 

           
                    

                              
      (1) 

Following the average score calculation, the 

developer will use score interpretation to convert 

quantitative data to qualitative data: [26]. 

According to the feasibility score interpretation 

table, a percentage of criteria for developing online 

digital books is declared to meet the category if a score 

of > 50% with a "Good" statement or a score of > 75% 

with a "Very Good" statement is obtained. 

3. RESULTS AND DISCUSSION 

This development results in a product in an online 

digital book containing learning content for introductory 

learning media courses customized for Education 

Technology students. Because the product contains only 

educational media content, it is titled "Buku Digital 

Pengantar Media Pembelajaran" The development of 

online digital books followed the ADDIE model's 

stages. 

The first stage is analysis, which involves 

interviewing lecturers and students about their 

experiences with learning content. Conduct a needs 

analysis to ascertain whether the lecturer believes the 

books provided are still ineffective for learning. That 

additional books are required to ensure that students 

understand the material well. Additionally, digital books 

have never been used in education, and lecturers believe 

that using them will aid in delivering material and 

provide students with a more readily accepted 

understanding. Thus, learning should be connected to 

the media that students encounter daily. Thirdly, 

through material analysis of the results of student 

interviews, it was determined that students struggled to 

distinguish between learning media and media used in 

learning. Additionally, students struggle to articulate the 

benefits or impacts of learning without or with media. 

The second stage is design; developers compile 

material by collecting various sources in the form of 

books to be used as references in making digital books, 

compiling materials and adapting them to learning 

objectives.  The developer saves the material used in the 

Word document, which is done to make it easier for the 

developer to edit the material designed in the Word 

document. Next, the developer determines various 

software that can be used to create online digital books. 

In addition, the design of the digital-book follows the 

flowchart that the developer has previously prepared. 

The following is the flowchart used in the development 

of online digital books. 

The second stage designs, during which developers 

compile material by collecting various sources in the 

form of books to use as references when creating digital 

books, compiling and adapting materials to learning 

objectives. Following that, the developer researches 

various software applications for creating online digital 

books. The developer saves the material used in the 

Word document; this is done to make editing the Word 

document material easier. Additionally, the digital 

book's design adheres to the developer's previously 

created flowchart. The flowchart illustrates the process 

of developing online digital books. 

The third stage is development, which begins with 

pre-production activities such as setting up and 

installing the necessary software on a laptop, 

transferring previously compiled material in a Word 

document to a program called Canva, determining the 

paper size to use, and creating instructional videos. The 

developer then validates the digital book with expert 

reviewers such as material experts and learning media 

experts during the Post-Production stage. The 

assessment or review results are used as a guide for 

revising the digital book to make it more feasible to 

implement. 

The fourth stage is implementation, which occurs 

after the online digital book has been evaluated and 

Table 1. Scoring criteria questionnaire assessment 

guidelines 

Criteria Score 

Very Good 4 

Good 3 

Less Good 2 

Not Good 1 

 

Table 2. Interpretation of eligibility score percentage 

criteria 

Percentage score range Information 

0% - 25% Not Good 

26% - 50% Less Good 

51% - 75% Good 

76% - 100% Very Good 
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refined by experts. Additionally, online digital books are 

implemented to reach Education Technology students. 

Distance learning was used to carry out the 

implementation activities, including a person trial 

involving three students, a small group trial involving 

nine students, and a field test trial involving forty 

students. 

Evaluation is the fifth stage. The final stage of this 

development model is evaluation; at this stage, 

validation data from experts such as material experts 

and experts in learning media is collected. Additionally, 

it contains data from questionnaires administered to 

students. The following table summarizes expert test 

validity and the results of a student response 

questionnaire. 

Based on the table above, it can be seen that digital 

books obtained an average result from material experts 

and learning media experts of 87.3% and were included 

in the very good criteria. 

Based on the table of student response questionnaire 

data above, it can be seen that the digital book has 

achieved very good criteria and can provide 

convenience for students to understand the material. 

At this stage, the digital book has met extremely 

stringent criteria based on expert validation and student 

response questionnaire data results, leading the 

developer to conclude that the successfully developed 

product is suitable for use as an engaging learning 

resource that facilitates comprehension of learning 

media material. 

4. CONCLUSION 

This research and development outcome is a product 

in an online digital book for an introduction to media 

learning course. The resulting product is titled 

"Introduction to Learning Media" and is intended to be 

used as a learning resource. This development research 

entails examiner respondents, who include experts in 

learning media and material. At the same time, students 

serve as the user respondents in this development 

research. When creating an online digital book, the 

developer follows the ADDIE development model, 

consisting of five stages: analysis, design, development, 

implementation, and evaluation. This development and 

research conclude that the developed online digital book 

is feasible and useful for educational purposes. 
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