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Abstract: Students' reading comprehension remains suboptimal, so innovation is needed. The 

purpose of this study was to develop a branching-based digital fiction storybook to improve reading 

comprehension in elementary school students. This research was conducted using the ADDIE model, 

which included analysis, design, and development. The study was conducted with fifth-grade students 
at SD Negeri 85 Parepare. The subjects of this research included material experts, media experts, 

one class teacher, and fifth-grade students at the school. The resulting product is a digital book of 

branching fiction stories that can be accessed in portable document format or PDF. This product 

allows students to determine the storyline through the available choices. This product features 

colorful illustrations, story texts appropriate for elementary school students, and quiz activities 

developed with Wordwall and Google Forms to strengthen students' understanding of the reading 

content. The product developed has been deemed highly valid by both material and media experts. 

The practicality test of this product was deemed very practical by both teachers and students. 

Therefore, the branching model of digital fiction storybooks has been deemed worthy of development 

to facilitate reading comprehension in learning. This research product makes an important 

contribution to the development of innovative reading comprehension and digital literacy instruction 

in elementary schools. 
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INTRODUCTION  
Reading comprehension is a basic skill for elementary school students 

because it is the key to the learning process. Reading comprehension is an active 

process of examining the content and meaning of a text in depth, enabling readers 

to understand the main idea, interpret information, and connect main ideas in a 

coherent, structured manner. (Fadlilah, 2025; Medranda-Morales et al., 2023; Smith 

et al., 2021). Furthermore, mastery of reading skills from an early age plays a very 

important role, as reading is the main gateway to obtaining information, broadening 

horizons, and achieving future success. (Smith et al., 2021; Snowling et al., 2022; 

Syajida et al., 2024). 

In elementary school Indonesian instruction, fictional stories are one of the 

relevant materials for developing reading comprehension skills. To write good 

fiction, students need to be able to organize ideas, develop characters and settings, 

and create an engaging storyline (Gasser et al., 2022; Widayanti et al., 2024). This 

demonstrates that teaching fiction not only focuses on the outcome but also on the 

process of understanding the content. However, students' reading comprehension 

remains suboptimal. One cause is low interest in reading, which is influenced by 

the use of less engaging learning media. Haslinda et al. (2022) revealed that students 

are generally less interested in reading textbooks because they perceive the content 

as boring. This is reinforced by Mustikawati (2024), who stated that low reading 
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interest among students significantly impacts education, as it can limit their 

knowledge and even affect the quality of their graduation. 

Technological developments in the digital era demand innovation in learning. 

Today's students are more attracted to visual, interactive, and entertaining media. 

This aligns with Indonesian Government Regulation No. 19/2005, Article 19, which 

states that the learning process in educational units is conducted interactively, 

inspiringly, and enjoyably, and that it fosters creativity, interest, and the 

psychological development of students. One effort to achieve this is through the use 

of educational games or the concept of learning through play. (Nopirianti, 2021). 

In this context, learning media plays a crucial role in supporting the success of the 

learning process. Nurrita (2018) states that learning media are tools that support the 

teaching and learning process, ensuring clarity of messages and achieving 

educational or learning objectives effectively and efficiently. One form of media 

relevant to technological developments for reading lessons is digital textbooks. 

(Lim & Toh, 2020). Textbooks play a crucial role in education, providing 

systematic and structured guidance for delivering learning materials in accordance 

with the curriculum. (Azhar et al., 2024). However, in the digital era, textbooks 

need to transform into more dynamic and adaptive media to meet students' learning 

needs. (Duarte Da Costa et al., 2025; LI Feng et al., 2023). 

One innovation for digital book development is the use of a branching story 

model. The branching story model allows students to determine the storyline 

according to their preferences, making the reading process more active and 

participatory. (Finley, 2022; Smed et al., 2021). Mufassir & Lestari (2021) stated 

that the branching narrative story structure allows for choice of storyline, making it 

more engaging. Luwinda & Widasro (2017) revealed that the majority of 

respondents also found branching stories and multiple endings appealing. Thus, this 

model has the potential to increase student engagement and comprehension of the 

reading content. Several previous studies have shown that using story media can 

improve students' literacy skills. Makmun (2024) developed an illustrated 

storybook that proved effective in improving learning outcomes, while Hanan 

(2022) developed a multimedia digital book that engaged students through a 

combination of media. Furthermore, Mahendra et al. (2024) found that multimedia 

use effectively improved students' reading comprehension skills.  

A meta-analysis confirms that interactive features in children's digital 

storybooks influence story comprehension and recommends additional research on 

the development of digital books designed according to children's cognitive 

principles, with interactive features that truly support comprehension (Bus et al., 

2026). Several previous researchers have developed various developments in 

electronic or digital books to improve students' reading comprehension skills in 

elementary schools (Multifah et al., 2023; Rahmawati et al., 2023; Rifai et al., 2025; 

Wati & Istiq’faroh, 2025). However, these studies rely heavily on linear 

storytelling. Meanwhile, the integration of interactive branching story models into 

learning media is still in its infancy. In practice, branching storybooks are an urgent 

need for reading instruction, especially when integrated with digital technology. 

Based on this description, it is necessary to develop learning media in the form of 

digital books that feature branching fictional stories. This media is expected to 
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provide a more interactive, engaging, and tailored learning experience to meet 

students' needs. Storybooks will be developed digitally to be more flexible for 

students to read, complemented by a variety of supporting multimedia, and 

equipped with quizzes and games that encourage students to strive to understand 

the content. This will encourage their reading comprehension.  

This research attempts to answer several research questions. First, how 

developing a digital fiction storybook with a branching model improves reading 

comprehension in elementary schools. Second, what are the product characteristics? 

Third, how is the validity and practicality of the product? 

 

METHOD 

The research method used is development research. This model is used to 

develop a product and test its feasibility before wider use. The development model 

used in this study is the ADDIE model. The ADDIE model was used, chosen for its 

systematic and flexible structure. (Okpatrioka, 2023; Spatioti et al., 2022). ADDIE 

development model consists of five main stages: Analysis, Design, Development 

or Production, Implementation or Delivery, and Evaluation (Branch, 2009; Hamzah 

et al., 2022; Waruwu, 2024). However, in this study, the development process was 

only carried out up to the Development stage due to time, scope, and resource 

constraints. 

This research was conducted at SDN 85 Parepare, South Sulawesi, Indonesia, 

involving fifth-grade students and homeroom teachers who served as test subjects. 

This research and development process includes three phases. The first phase 

involves conducting a needs analysis through teacher interviews and a student needs 

analysis questionnaire. In the second phase, the results of the needs analysis are 

used to design the product. The third phase includes validation by material and 

media experts and conducting practical tests to assess the product's feasibility.  

In this study, the instruments included teacher interview guidelines to gather 

information on classroom learning conditions, a validation questionnaire to elicit 

expert assessments of product feasibility, and a practicality questionnaire 

administered to teachers and students to assess the product's ease of use, 

attractiveness, and learning benefits. The instrument grid used is summarized in 

Tables 1, 2, and 3. 

Table 1. Media Validation Test Questionnaire Grid Instrument Modification 

from Melviany (2022) 

 

Table 2. Material Validation Test Questionnaire Grid Instrument 

Aspect Indicator Components assessed 

Content 

suitability 

Accuracy of 

material 

Conformity of content with Basic Competencies 

(KD). 

The suitability of the fictional storyline with the 

learning material. 

The order of presentation of the contents of a 

fictional story. 

Values or messages are relevant to students. 
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 Completenes

s of materials 

The characters are interesting and easy to 

recognize. 

Shows the setting of place and time. 

Having a complete conflict and resolution. 

Clear storyline. 

 Suitability for 

students  

In accordance with the characteristics of 

elementary school students. 

Able to attract the interest and attention of 

students. 

Describes situations that are close to students' 

lives. 

According to the students' understanding ability. 

Aspect Indicator Components assessed 

Learning 

aspects 

Providing 

learning 

assistance 

It can help students understand reading. 

Provide learning motivation to students. 

Provide a fun learning experience. 

Makes it easier and helps teachers in learning. 

Language 

eligibility 

Language 

compatibility 

Use of diction/word choice 

Easy to understand language 

Language appropriate for elementary school 

students 

Writing according to language rules 

Modification from Melviany (2022) 

 

Table 3. Practicality Test Questionnaire Grid Instrument 

Aspect Indicator 

Content/Material Fiction stories are easy to understand. 

The storyline is conveyed clearly. 

Interesting story display. 

Presentation Attractive digital book display 

The illustrations/pictures are clear and attractive. 

Hyperlinks work fine. 

The quiz is easy to use. 

Linguistics The language used is good and correct. 

Ease of use Digital books make learning easier. 

Easy-to-use navigation. 

Modification from Marisa et al. (2020) 

 

The collected data were analyzed qualitatively and quantitatively. Qualitative 

data were obtained from suggestions and responses from validators, teachers, and 

students, and analyzed descriptively to inform product improvement. Meanwhile, 

quantitative data were obtained through validation and practicality questionnaires, 

then analyzed using average and percentage calculations to determine the level of 

validity and practicality of the developed product. The results were then categorized 

according to the standards, as shown in Tables 4 and 5. 
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Table 4. Percentage Criteria for Validity Test Results 

Interval Criteria 

81% - 100% Very valid 

61% - 80% Valid 

41% - 60% Quite Valid 

21% - 40% Invalid 

0% - 20% Very Invalid 

Adapted from Gulo & Harefa (2022) 

 

Table 5. Percentage Criteria for Practicality Test Results 

Presentation Criteria 

80% < ≤ 100% Very Practical 

60% < P ≤ 80% Practical 

40% < P ≤ 60% Quite practical 

20% < P ≤ 40% Impractical 

0% < P ≤ 20% Very impractical 

Adapted from Gulo & Harefa (2022) 

 

 

RESULTS 

Needs Analysis, Design, and Development 

Based on the interviews, it was discovered that fictional storytelling was taught 

through activities such as group reading, discussions, Q&A sessions, and story 

retellings. However, the implementation was not yet optimal, as some students still 

struggled to understand the story. Teachers have also used several learning media, 

such as picture story books, story videos, and student worksheets. These media are 

quite helpful in attracting students' attention, but their use remains limited and less 

varied than it could be. Apart from that, some students still lack focus when reading, 

which affects their understanding of the story's content. 

Based on the student needs analysis questionnaire, most students responded 

positively to the use of media in learning fictional stories. Students find it easier to 

understand the material when teachers use learning media rather than just 

textbooks. However, some students still have difficulty understanding the story's 

content when learning only from textbooks. Furthermore, students stated that the 

media they had used so far was quite helpful in understanding the reading material. 

Furthermore, they demonstrated a strong demand for digital media, especially those 

that were engaging, colorful, and included elements of play, as they believed they 

could increase their enthusiasm for learning. 

Based on the findings of the needs analysis, the design stage focused on 

developing a branching model for digital fiction storybooks to improve students' 

reading comprehension skills. The design includes crafting a fictional storyline, 

determining story branches, and designing the digital book's appearance. The digital 

book was designed in Canva, using the hyperlink feature in each story choice so 
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students can choose the storyline based on their choice. In addition, the digital book 

is equipped with attractive illustrations and quiz activities to strengthen 

understanding of the reading content. 

At the development stage, the design of a digital book with a branching fiction 

model is transformed into a learning product. This product was developed for fifth-

grade Indonesian language instruction, with a focus on reading comprehension. The 

resulting product is a digital book in PDF format containing a branching model 

fictional story with a hyperlink feature for each story choice. Digital books also 

include quizzes to strengthen students' understanding of the content. Learning 

activities are designed by combining reading stories, selecting a storyline, and 

answering comprehension questions to help students better understand the content. 

The branching model for the digital fiction storybook products developed is 

presented in Table 6. 

 

Table 6. Digital Book Features Branching Model Fiction Stories 

Feature 

Explanation 
Sample Page 

Feature 

Explanation 
Sample Page 

Cover:  

The cover page 

serves as an 

opening page that 

includes the story 

title, supporting 

illustrations, and 

identity.  

Illustrations: Each 

part of the story is 

accompanied by 

illustrations to help 

students understand 

the content and 

increase the appeal 

of reading.  
Introduction: 

This page 

provides a brief 

introduction and 

instructions for 

using the book, 

designed to help 

students 

understand how 

to follow the 

storyline and 

make choices. 

 

Quizzes are 

presented as part of 

a learning activity 

to strengthen 

students' 

understanding of 

the story's content. 

These quizzes were 

developed using 

Wordwall & 

Google Forms. 
 

The main part of 

the story. This 

section contains a 

fictional story 

structured in a 

branching format. 

In this section, 

students are given 

choices that will  
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determine the 

continuation of 

the story. 

 

Product Characteristics 

The branching model of the digital fiction storybook that was developed has 

several main characteristics. First, this product uses a branching story model that 

allows students to determine the storyline through available choices, leading to 

several possible endings. The branching pattern of the storyline in the book can be 

seen in Figure 1. 

 
Figure 1. Branching Storyline Chart 

 

Second, the content is structured according to the Indonesian language learning 

outcomes for fifth grade in the Independent Curriculum, with a focus on reading 

comprehension skills, such as understanding story content and identifying story 

elements. Third, the product is complemented by activities that support reading 

comprehension, such as determining the main idea, identifying important 

information, distinguishing facts from opinions, and summarizing the reading 

content, developed through Wordwall and Google Forms. 

Structurally, this digital book consists of an opening, contents, and a closing 

section. The opening section includes the cover, introduction, and instructions for 

use. The core section contains a branching model fictional story equipped with a 

choice of storylines, while the closing section contains a comprehension quiz. The 

reading activities in this book are designed using a branching story model that 

encourages students to read carefully before deciding on a storyline. Additionally, 

the quizzes provided serve to strengthen comprehension of the reading content, as 

each activity is designed to practice various aspects of reading skills, such as 

understanding content, determining main ideas, and identifying important 

information. The quiz activities developed in this product are shown in Table 7. 

Product Validation and Practicality 

After product development was completed, a validity test was conducted to 

ensure that the branching model fictional story digital book developed met the 

eligibility criteria before being used in learning. The validation stage involves 

material experts and media experts who provide assessments using prepared 

Mouse Deer to 
the River

Mouse Deer to 
the Grassland, 

Meets a Giraffe

Mouse Deer to 
the Cave, Meets a 

Lion Mouse Deer to a 
Big Tree, Meets a 

Monkey

The Colors of the 
Rainbow Forest 

Return

Mouse Deer to 
the Waterfall, 
Meets a Snake

Mouse Deer to a 
Big Tree, Meets a 

Monkey

Asks for Help 
from a Parrot

Asks for Help 
from an Elephant
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instruments. The validity value is obtained from the average results of expert 

assessments based on predetermined criteria. Next, a practicality test was conducted 

with teachers and students as product users, following a trial in learning, to 

determine the ease of use and implementation of the media. 

 

Table 7. Quiz Activities to Encourage Students to Understand Stories 

Activity Student Activities Examples in books 

Understanding 

Text Structure 

The student's task in this quiz is to 

arrange the sentences in the story 

text in the order they appear from 

beginning to end. 

 
Interpreting the 

Meaning of 

Reading 

Student activities in this quiz 

include answering questions 

related to the reading content. 

 
Determining the 

main idea 

The student activity in this quiz is 

to read several sentences to 

determine the main idea contained 

in the text. 

 
Identifying 

Important 

Information 

Student activities in this quiz 

include sorting and grouping 

important and unimportant 

information from the text. 
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Distinguishing 

Facts and 

Opinions 

The students' activity in this quiz 

is to identify statements in the text 

and group them into fact and 

opinion categories. 

 
Activity Student Activities Examples in books 

Re-conveying 

the Content of 

the Reading 

The student activity in this quiz is 

to rearrange the story's contents in 

sequence. 

 
Summarizing 

the Content of 

the Reading 

The student's activity in this quiz 

is to write a summary of the text 

they have read. 

 
Reading 

Comprehension 

Students' activities in this quiz 

involve answering comprehension 

questions that cover various 

aspects of the reading content. 

 
 

Aspects assessed in the validity and practicality test include the suitability of 

the content to the learning objectives, the presentation of the material, the visual 

appearance and design, the use of language, ease of use, and the clarity of 

instructions for using the media. The results of the validity and practicality tests 

were then used to determine the feasibility of the branching model for the digital 

fiction storybook that was developed. Next, the results of the recapitulation of the 

product validity and practicality tests are presented in Table 8. 

 

Table 8. Summary of Product Validity and Practicality Test Results 

 Validity Test Practicality Test 

Subject Matter 

Expert 

Media 

Expert 
Teacher Learners 
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Average 

Score 
85% 100% 81.25% 93.92% 

Category 
Very Valid Very Valid 

Very 

Practical 

Very 

Practical 

 

During the practicality test, several students appeared to be enjoying using a 

branching-based digital fiction storybook, as seen in several photos in Figure 2. 

 

 
Figure 2. Students use development products in reading learning 

 

 

DISCUSSION 

Needs Analysis 

The development process for a branching-style digital fiction storybook 

began with a needs analysis to identify challenges faced by fifth-grade students. 

The needs analysis was conducted through interviews with teachers and 

questionnaires distributed to students. The data obtained can serve as the basis for 

designing products tailored to learning needs. This aligns with the opinion of Muiz 

& Fitriani (2022), who argue that needs analysis is the primary foundation for 

program development. Through precise and accurate needs analysis, the designed 

program can be optimally tailored to existing needs. (Malahy et al., 2025). 

Based on interviews, fictional storytelling has been taught through activities 

such as group reading, discussions, Q&A sessions, and story retellings. However, 

the learning process has not been fully optimized, as some students still struggle to 

understand the story. This is evident in the lack of focus students experience while 

reading, which affects their comprehension. This condition aligns with the opinion 

of Herawati & Rahayu (2025) that low student learning motivation is caused by the 

use of less varied learning methods. In the learning process, teachers have also used 

various media, such as picture books and videos. However, the use of these media 

is still limited and not maximally varied, so they are not fully capable of helping 

students understand the reading material in depth. Some students still lack focus 

when reading, resulting in poor comprehension of the story's content. This aligns 

with Annisah et al.'s (2021) finding that students' low comprehension skills are a 

barrier to learning. 

Based on the questionnaire results, most students reported that they found it 

easier to understand the material when using interesting learning media. Students 
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also showed interest in colorful media and media with game elements. All students 

stated that they needed media in learning fictional stories. This indicates that 

students need innovative learning media that can increase motivation and aid 

comprehension of story content. This aligns with Agustira & Rahmi's (2022) The 

opinion that using learning media has various benefits, including making the 

learning process more engaging and helping students understand the material more 

easily. 

In the Kurikulum Merdeka, Indonesian language learning in fifth grade 

emphasizes strengthening literacy skills, particularly reading comprehension. 

Students are expected to understand the content of fictional texts, identify story 

elements, and retell the story's content. However, given field conditions, these 

targets have not been fully achieved. Therefore, a learning medium is needed to 

help students better understand the story's content. 

In implementing the Independent Curriculum, Indonesian language learning 

in grade V emphasizes strengthening literacy skills, especially reading 

comprehension. This ability plays an important role because it serves as a basis for 

students' understanding of various types of texts, including fictional texts, and 

provides a foundation for learning at the next level. So that students can understand 

the text, identify its elements, and convey its content effectively. 

Design & Development Process 

After collecting data on the problems and needs of learning media, a digital 

fiction storybook was designed based on the analysis results. The design of this 

book is structured around a branching story model that allows students to determine 

the storyline based on available choices. This digital book includes integrated quiz 

activities using Wordwall and Google Forms to support students' understanding of 

the story content. This digital book also features an attractive visual design, colorful 

illustrations, and a layout tailored for elementary school students. The simple, 

coherent presentation of the story is expected to facilitate students' comprehension 

of the material. The design of this book aligns with Pahrun et al.'s (2022) The view 

that using visual media in learning increases student motivation and serves as a 

communication tool to convey messages more concretely, thereby making the 

material easier to understand. 

The development resulted in a digital fictional storybook designed using a 

branching narrative model. During the development process, the researchers 

designed a storyline that allows students to determine the story's course through 

available choices, creating a more active learning experience. Furthermore, the 

book features quiz activities developed using Wordwall and Google Forms to help 

students understand the story's content. The development of this digital book also 

used the Canva platform. The resulting product not only presents a story but also 

encourages student engagement in the learning process. 

The development of this book aligns with the opinion that illustrated narrative 

texts are a popular medium for elementary school students, as they present not only 

text but also engaging images and help students imagine and understand the overall 

storyline of the story they are reading. (Arizpe et al., 2023; Evans, 2009; Pahrun et 

al., 2022; Thompson, 2023). Furthermore, according to Gee (Darwin et al., 

2024)Games are an innovative learning medium capable of presenting complex 
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concepts interactively and enjoyably. Through games, students' cognitive abilities 

can be stimulated, helping them understand difficult subject matter more easily. 

Product Characteristics 

Based on the research findings, the development stages in this research have 

produced a digital book of branching-model fictional stories, including learning 

activities to strengthen students' reading comprehension of the stories' content. The 

characteristic of this digital book is its use of a branching story model, which allows 

students to determine the storyline through available choices. In its application, 

students not only read but are also directed to understand the story's content through 

decision-making in each part. This encourages students to focus more on reading 

and improves their comprehension. Reading learning strategies that involve student 

activity have been proven to simultaneously increase motivation and reading skills. 

(Barber & Klauda, 2020; Duke et al., 2021). 

This book has the characteristics of a digital book containing fictional story 

text accompanied by colored illustrations and simple animations. The attractive 

presentation, use of easy-to-read fonts, and simple layout are designed to suit the 

characteristics of elementary school students. This aims to increase students' 

interest in reading while also helping them understand the story more easily. 

Illustrated narrative texts are preferred media by elementary school students 

because they present not only text but also engaging images. This helps students 

imagine and understand the overall storyline of the story they are reading. (Arizpe 

et al., 2023; Thompson, 2023). 

This book includes activities that develop reading comprehension skills, such 

as understanding text structure, determining main ideas, identifying important 

information, distinguishing between facts and opinions, and summarizing the 

content of the reading. The activity is presented as a quiz developed in Wordwall 

and Google Forms to measure and strengthen students' understanding of the story 

content. Thus, the characteristics of this digital fiction storybook lie not only in its 

story presentation but also in its integration of activities that support students' 

comprehensive reading comprehension. Games are an innovative reading-learning 

medium capable of presenting complex concepts in an interactive and enjoyable 

format, and interactive games have the potential to improve reading comprehension 

skills (Al Ali et al., 2024; Ostovar-Namaghi et al., 2024). Through games, students' 

cognitive abilities can be stimulated, helping them understand difficult subject 

matter more easily. The quiz activities developed in this product are as follows. The 

text structure comprehension activity in this quiz is designed to train students' 

ability to recognize a coherent storyline by arranging sentences from beginning to 

end. Through this activity, students not only read but also identify relationships 

among text parts, thereby forming a complete understanding. To understand a text 

comprehensively, readers need to recognize the story structure and understand the 

interrelationships among the elements that make up the story (Duke et al., 2021; 

Gasser et al., 2022; Medranda-Morales et al., 2023). 

The activity of interpreting the meaning of the reading in this quiz involves 

asking students to answer questions about the text they have read. Through this 

activity, students not only understand the explicit information but also process it to 

uncover the implied meaning in the reading. In line with the opinion of Ap et al. 
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(2025)the purpose of reading is to explore and obtain information, both factual and 

implicit, in a text. The main idea-determination activity in this quiz asks students to 

read several sentences and identify the main idea in each. Through this activity, 

students are trained to identify the main idea that underlies a reading. In line with 

Fauzi's (2020) opinion, when readers can determine the topic of a paragraph, it 

indicates they have understood the reading's context. The higher the reader's 

comprehension level, the more quickly they can summarize the content into main 

sentences and identify keywords. (Kim et al., 2021). 

The activity of identifying important information in this quiz involves asking 

students to sort and group the text into important and unimportant sections. Through 

this activity, students are trained to focus on the main idea and to distinguish 

relevant information from that which does not support the reading's content. 

Reading comprehension is a reading activity that aims to grasp the meaning of a 

text in depth, enabling readers to obtain the various information and knowledge 

contained within (Duke et al., 2021; Medranda-Morales et al., 2023). The activity 

of differentiating between facts and opinions in this quiz involves asking students 

to identify statements in the text and then group them into the categories of facts 

and opinions. Through this activity, students are trained to distinguish between 

objective, verifiable information and subjective, opinion-based statements. In line 

with the opinions of Juliana et al. (2025) and Medranda-Morales et al. (2023), the 

ability to distinguish between facts and opinions not only supports reading and 

writing skills but also equips students with critical thinking skills for evaluating the 

information they encounter in everyday life. 

The retelling activity in this quiz asks students to rearrange the story's content 

coherently. The ability to retell the content of a reading is an important part of 

reading comprehension because it shows that students are not only reading but also 

able to understand and re-express the text in their own words. In line with the 

opinion of Febrianti et al. (2023), indicators of reading comprehension skills 

include the ability to understand the content of the reading, summarize the text, 

answer questions based on the content, and retell information read. The reading 

summary activity in this quiz asks students to summarize the text they have read. 

Through this activity, students are trained to restate important information briefly 

and clearly without losing the main meaning of the reading. The ability to 

summarize is an important part of reading comprehension because it helps students 

understand the essence of a text effectively (Ramirez-Avila & Barreiro, 2021). The 

reading comprehension activity in this quiz involves asking students to answer 

questions covering various aspects of the reading content. Through this activity, 

students are trained to understand the information in the text comprehensively, both 

explicitly and implicitly.  

Product Validity and Practicality 

Based on the validation results, the material validation achieved a score of 

85% and the category Very Valid, while the media validation achieved a score of 

100% and the category Very Valid. In addition, the teacher's practicality test scored 

81.25% in the Very Practical category, while the students' practicality test scored 

93.92% and is also included in that category. Thus, the branching model digital 

fiction storybook developed is feasible and practical for learning. Thus, this 
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development research has successfully met the need for a learning medium to 

facilitate the development of reading comprehension for elementary school 

students. Although it still has weaknesses, such as limited large-scale testing and 

limited effectiveness, this medium can serve as an alternative for improving 

elementary school students' reading comprehension skills. Language experts 

recommend that teachers facilitate reading media that can provide challenges, 

activities, and relevance to students' worlds. (Al Ali et al., 2024; Day et al., 2023; 

Lim & Toh, 2020; Ostovar-Namaghi et al., 2024; Özdemir et al., 2025). Therefore, 

the branching model of digital fiction storybooks is one alternative. 

This research product makes an important contribution to the development of 

innovative reading comprehension and digital literacy instruction in elementary 

schools, particularly by improving students' reading comprehension skills through 

interactive, adaptive media. The development of a branching-based digital fiction 

storybook provides a more active reading experience, as students are not merely 

passive readers but also involved in decision-making about the story's course. This 

strengthens students' critical thinking skills, emotional engagement, and reading 

motivation. The integration of digital quizzes via Wordwall and Google Forms also 

demonstrates that learning media can be combined with engaging, easy-to-use 

evaluation technology. Furthermore, this research enriches the study of the use of 

digital technology in Indonesian language learning in elementary schools. It can 

serve as a reference for teachers and researchers in developing technology-based 

literacy media that are innovative, practical, and appropriate to the characteristics 

of 21st-century learners. 

 

CONCLUSION 

This development research has successfully developed a branching-based 

digital fiction storybook to facilitate elementary school students' reading 

comprehension. The product allows students to determine their own storyline, 

increasing engagement and interactivity in reading. The digital book features 

engaging illustrations, text tailored to the characteristics of elementary school 

students, and Wordwall and Google Forms-based quizzes to strengthen students' 

reading comprehension. Validation results indicate that the product has a very high 

level of validity, as assessed by subject matter and media experts. Furthermore, 

practical tests indicate that the product is highly practical for teachers and students, 

making it suitable for elementary school reading comprehension instruction. 

However, this research still has weaknesses, including its untested effectiveness, 

limited reading scope, and limited use of a single application. Therefore, there is 

ample scope for further research, such as examining the impact of branching-based 

digital storybooks on other aspects, including reading motivation, critical thinking 

skills, and student creativity. This includes expanding the types and scope of 

reading texts and developing their designs by utilizing other, more accessible 

applications. 

REFERENCES 

Agustira, S., & Rahmi, R. (2022). Penggunaan Media Pembelajaran Untuk 

Meningkatkan Hasil Belajar Siswa Pada Tingkat Sd. MUBTADI: Jurnal 



 

 
 Walada: Journal of Primary Education Vol. 5, No. 2, [Juni] [2026]. 
This work is licensed under a Creative Commons - Attribution-NonCommercial-ShareAlike 4.0 International License. 
 
 

 
1310 

Pendidikan Ibtidaiyah, 4(1), 72–80. 

https://doi.org/10.19105/mubtadi.v4i1.6267 

Al Ali, R., Al-Hassan, O., Al-Barakat, A., Alakashee, B., Kanaan, E., Alqatawna, 

M., Zaher, A., & Saleh, S. (2024). Effectiveness of Utilizing Gamified 

Learning in Improving Creative Reading Skills among Primary School 

Students. Forum for Linguistic Studies, 6(6). 

https://doi.org/10.30564/fls.v6i6.7518 

Annisah, S., Suhendi, S., Supriatin, A., & Masfi’ah, S. (2021). Penurunan 

Kemampuan Pemahaman Konsep Matematis Siswa Sekolah Dasar Selama 

Pembelajaran Online di Masa Pandemi Covid-19. Elementary: Jurnal Ilmiah 

Pendidikan Dasar, 7(2), 201–212. https://doi.org/10.32332/ejipd.v7i2.3745 

Ap, M. S., Chandra, & Kharisma, I. (2025). Kemampuan Berpikir Kritis Dalam 

Keterampilan Membaca Pemahaman Peserta Didik Kelas Vi Sd. Jurnal 

Pendidikan Sosial Dan Humaniora, 4(3), 5837–5855. 

https://publisherqu.com/index.php/pediaqu/article/view/2568 

Arizpe, E., Noble, K., & Styles, M. (2023). Children reading pictures: New contexts 

and approaches to picturebooks (Third Edition). Routledge. 

Azhar, M., Wahyudi, H., & Yolanda, D. (2024). Integrasi Teknologi dalam Buku 

Ajar: Menyongsong Keterampilan Abad ke-21. Uluwwul Himmah 

Educational Research Journal, 1(1), 43–55. 

https://irbijournal.com/index.php/uherj/index 

Barber, A. T., & Klauda, S. L. (2020). How Reading Motivation and Engagement 

Enable Reading Achievement: Policy Implications. Policy Insights from the 

Behavioral and Brain Sciences, 7(1), 27–34. 

https://doi.org/10.1177/2372732219893385 

Branch, R. M. (2009). Instructional Design: The ADDIE Approach. Springer US. 

https://doi.org/10.1007/978-0-387-09506-6 

Bus, A., Kucirkova, N., Ten Braak, D., & Ciesielska, M. (2026). Which Interactive 

Features in Children’s Digital Picture Books Promote Reading 

Comprehension? A Meta-Analysis. Early Education and Development, 

37(2), 269–288. https://doi.org/10.1080/10409289.2025.2571978 

Darwin, D., Bahari, Y., Warneri, W., & Juhata, J. (2024). Literatur Review: 

Pembelajaran Berbasis Permainan Dalam Meningkatkan Keterampilan 

Berpikir Kritis Siswa. Innovative: Journal Of Social Science Research, 4(5), 

5066–5076. https://doi.org/10.31004/innovative.v4i5.15619 

Day, D., Schroeder, J., & Short, K. G. (Eds.). (2023). Teaching globally: Reading 

the world through literature. Stenhouse Publishers. 

Duarte Da Costa, B. J., Escarpini, R., Silva, L., Almeida Pimentel, B., Fusco Lobo, 

J., Cruz, N., & De Amorim Silva, R. (2025). From Digitized Pages To 

Adaptive Platforms: A Taxonomy Of Digital Textbooks As Enablers Of 



 

 
 Walada: Journal of Primary Education Vol. 5, No. 2, [Juni] [2026]. 
This work is licensed under a Creative Commons - Attribution-NonCommercial-ShareAlike 4.0 International License. 
 
 

 
1311 

Technology-Supported Learning. 3070–3078. 

https://doi.org/10.21125/iceri.2025.0982 

Duke, N. K., Ward, A. E., & Pearson, P. D. (2021). The Science of Reading 

Comprehension Instruction. The Reading Teacher, 74(6), 663–672. 

https://doi.org/10.1002/trtr.1993 

Evans, J. (Ed.). (2009). Talking beyond the page: Reading and responding to 

picturebooks. Routledge. 

Fadlilah, M. E. (2025). Kemampuan Membaca Pemahaman Peserta Didik Kelas IV 

MIM Hadimulyo Kota Metro [Undergraduate, IAIN Metro Lampung]. 

https://repository.metrouniv.ac.id/id/eprint/11786/ 

Fauzi, M. R. (2020). Analisis Kemampuan Membaca Pemahaman Siswa Sekolah 

Dasar Kelas Tinggi Dengan Menentukan Ide Pokok Paragraf Melalui Metode 

Concentrated Language Encounter (cle). COLLASE (Creative of Learning 

Students Elementary Education), 3(4), 147–161. 

https://doi.org/10.22460/collase.v3i4.4851 

Febrianti, W., Mirnawati, L. B., & Faradita, M. N. (2023). Keterampilan Membaca 

Pemahaman Siswa Kelas IV Sekolah Dasar Dalam Mengikuti Program 

Literasi: Reading Comprehension Skills Of IV Grade Elementary School 

Students In Participating In The Literacy Program. Tunas: Jurnal Pendidikan 

Guru Sekolah Dasar, 8(2), 119–127. 

https://doi.org/10.33084/tunas.v8i2.4945 

Finley, T. K. (2022). Branching story, unlocked dialogue: Designing and writing 

visual novels. Taylor and Francis. 

Gasser, L., Dammert, Y., & Murphy, P. K. (2022). How Do Children Socially Learn 

from Narrative Fiction: Getting the Lesson, Simulating Social Worlds, or 

Dialogic Inquiry? Educational Psychology Review, 34(3), 1445–1475. 

https://doi.org/10.1007/s10648-022-09667-4 

Gulo, S., & Harefa, A. O. (2022). Pengembangan Media Pembelajaran Interaktif 

Berbasis Powerpoint. Educativo: Jurnal Pendidikan, 1(1), 291–299. 

https://doi.org/10.56248/educativo.v1i1.40 

Hamzah, Tambak, S., Hamzah, M. L., Purwati, A. A., Irawan, Y., & Umam, M. I. 

H. (2022). Effectiveness of Blended Learning Model Based on Problem-

Based Learning in Islamic Studies Course. International Journal of 

Instruction, 15(2), 775–792. https://doi.org/10.29333/iji.2022.15242a 

Hanan, W. A. L. (2022). Rancang Bangun Media Pembelajaran Buku Digital 

Multimedia Pada Materi Cerita Fiksi Kelas IV SD: Penelitian Design and 

Development Pada Pembelajaran Bahasa Indonesia Di Kelas IV SD [Other, 

Universitas Pendidikan Indonesia]. https://repository.upi.edu/90425/ 



 

 
 Walada: Journal of Primary Education Vol. 5, No. 2, [Juni] [2026]. 
This work is licensed under a Creative Commons - Attribution-NonCommercial-ShareAlike 4.0 International License. 
 
 

 
1312 

Haslinda, F., Maghfiroh, N., & Fadillah, S. R. (2022). Buku Digital Sebagai Media 

Pengembangan Literasi. Prosiding Seminar Nasional Ilmu Ilmu Sosial 

(SNIIS), 1, 576–584. 

Herawati & Rahayu, H. (2025). Upaya Meningkatkan Motivasi Belajar Siswa 

Melalui Model Pembelajaran Konkret di RA An-Nur Desa Berembang 

Kecamatan Sekernan Kabupaten Muaro Jambi. International Journal of 

Educational Maysa Research, 1(1), 308–321. 

https://journal.putramaysa.com/index.php/IJEMR/article/view/35 

Juliana, I., Amanda, L. R., Oktafiani, L. A. R., Muhammad, & Damayanti, N. L. T. 

D. (2025). Media Flashcard Sebagai Sarana Edukatif Dalam Pembelajaran 

Kalimat Fakta Dan Opini Kelas IV Di SDN Model Mataram. Dedikasi 

Cendekia: Warta Pengabdian Pendidikan, 2(1), 47–52. 

https://doi.org/10.66653/dedikasicendekia.v2i1.35 

Kim, J. S., Burkhauser, M. A., Mesite, L. M., Asher, C. A., Relyea, J. E., Fitzgerald, 

J., & Elmore, J. (2021). Improving reading comprehension, science domain 

knowledge, and reading engagement through a first-grade content literacy 

intervention. Journal of Educational Psychology, 113(1), 3–26. 

https://doi.org/10.1037/edu0000465 

LI Feng, Sheng Jie, & Huang Wei. (2023). Design and Implementation of 

Intelligent Textbooks: From a Perspective of Digital Transformation in 

Education. Frontiers of Education in China, 18(4), 460. 

https://doi.org/10.3868/s110-008-023-0034-6 

Lim, F. V., & Toh, W. (2020). How to teach digital reading? Journal of Information 

Literacy, 14(2). https://doi.org/10.11645/14.2.2701 

Luwinda, F. A., & Widasro, D. S. (2017). Game “the Genuine” Dengan Sistem 

Dynamic Branching Story. Jurnal Teknik dan Ilmu Komputer, 06(24). 

Mahendra, T., Oktavianti, R., Harunsyah, H., & Indriyani, I. (2024). Navigasi 

Pendidikan Digital: Meningkatkan Keterampilan Membaca Pemahaman 

Melalui Multimedia Untuk Generasi Z Di SDN 15/Iv Kota Jambi. Jurnal 

Intelek Insan Cendikia, 1(7), 2875–2884. 

https://jicnusantara.com/index.php/jiic/article/view/990 

Makmun, M. S. (2024). Pengembangan Buku Cerita Bergambar Pada Materi Teks 

Fiksi Dongeng Untuk Meningkatkan Hasil Belajar Siswa Sekolah Dasar 

[Other, Universitas Nusantara PGRI Kediri]. 

https://repository.unpkediri.ac.id/16229/ 

Malahy, K., Telegadas, K., & French, C. (2025). Needs Analysis. In C. Myers & C. 

French (Eds.), Strength and Conditioning for the Human Weapon System (pp. 

33–42). Springer Nature Switzerland. https://doi.org/10.1007/978-3-031-

87305-8_3 

Marisa, U., Yulianti, Y., & Hakim, A. R. (2020). Pengembangan E-Modul Berbasis 

Karakter Peduli Lingkungan di Masa Pandemi Covid-19. Prosiding Seminar 



 

 
 Walada: Journal of Primary Education Vol. 5, No. 2, [Juni] [2026]. 
This work is licensed under a Creative Commons - Attribution-NonCommercial-ShareAlike 4.0 International License. 
 
 

 
1313 

Nasional PGSD UNIKAMA, 4(1), 323–330. 

https://conference.unikama.ac.id/artikel/index.php/pgsd/article/view/514 

Medranda-Morales, N., Palacios Mieles, V. D., & Villalba Guevara, M. (2023). 

Reading Comprehension: An Essential Process for the Development of 

Critical Thinking. Education Sciences, 13(11), 1068. 

https://doi.org/10.3390/educsci13111068 

Melviany, R. (2022). Pengembangan Media Pembelajaran Modul Digital Untuk 

Membaca Permulaan Siswa Kelas I Sekolah Dasar [Other, Universitas 

Pendidikan Indonesia]. 

https://doi.org/10/S_PGSD_1804471_Chapter%2525204.pdf 

Mufassir, F., & Lestari, C. C. (2021). Rancang Bangun Game Mobile Berjenis 

Roguelike Menggunakan Struktur Cerita Branching Narrative. Jurnal Teknik 

Informatika, 14(1), 11–21. https://doi.org/10.15408/jti.v14i1.14346 

Muiz, M. R., & Fitriani, W. (2022). Urgensi Analisis Kebutuhan Dalam Pelayanan 

Bimbingan dan Konseling Di Sekolah. Jurnal Consulenza : Jurnal 

Bimbingan Konseling dan Psikologi, 5(2), 116–126. 

https://doi.org/10.56013/jcbkp.v5i2.1378 

Multifah, S., Yuliana, R., & Andriana, E. (2023). Pengembangan Bahan Ajar 

Digital Berbasis Multiliterasi Untuk Melatih Keterampilan Membaca 

Pemahaman di SD. DWIJA CENDEKIA: Jurnal Riset Pedagogik, 7(1), 48. 

https://doi.org/10.20961/jdc.v7i1.68313 

Mustikawati, E. (2024). Analisis Rendahnya Minat Baca Siswa Kelas 4 di SD 

Negeri Cikampek Timur 1: Faktor-Faktor Penyebab dan Implikasinya dalam 

Konteks Pendidikan Dasar. Konstanta : Jurnal Matematika Dan Ilmu 

Pengetahuan Alam, 2(2), 75–83. 

https://doi.org/10.59581/konstanta.v2i2.3154 

Nopirianti, R. (2021). Upaya menciptakan pembelajaran yang menyenangkan 

melalui belajar sambil bermain. Open Science Framework. 

https://doi.org/10.31219/osf.io/hgbwx 

Nurrita, T. (2018). Pengembangan Media Pembelajaran Untuk Meningkatkan Hasil 

Belajar Siswa. MISYKAT: Jurnal Ilmu-ilmu Al-Quran, Hadist, Syari’ah dan 

Tarbiyah, 3(1), 171. https://doi.org/10.33511/misykat.v3n1.171 

Okpatrioka. (2023). Research And Development (R&D) Penelitian Yang Inovatif 

Dalam Pendidikan. Dharma Acariya Nusantara: Jurnal Pendidikan, Bahasa 

Dan Budaya, 1(1), 86–100. https://doi.org/10.47861/jdan.v1i1.154 

Ostovar-Namaghi, S. A., Morady Moghaddam, M., & Rad, E. (2024). The effect of 

interactive games on English language learners’ reading comprehension and 

attitudes. Asia Pacific Education Review, 25(2), 399–409. 

https://doi.org/10.1007/s12564-023-09883-9 



 

 
 Walada: Journal of Primary Education Vol. 5, No. 2, [Juni] [2026]. 
This work is licensed under a Creative Commons - Attribution-NonCommercial-ShareAlike 4.0 International License. 
 
 

 
1314 

Özdemir, O., Karaçoban, F., & Efendioğlu, A. (2025). Improving Students’ 

Reading Comprehension Performance in Elementary Schools: The Impact of 

Various Multimedia Animation Types. Reading & Writing Quarterly, 41(4), 

326–342. https://doi.org/10.1080/10573569.2024.2435889 

Pahrun, R., Jafar, Y., & Djalite, A. (2022). Meningkatkan Kemampuan Membaca 

Pemahaman Siswa Melalui Media Teks Cerita Bergambar di kelas IV SDN 

14 Paguyaman. Dikmas: Jurnal Pendidikan Masyarakat dan Pengabdian, 

2(2), 749–758. https://doi.org/10.37905/dikmas.2.2.749-758.2022 

Peraturan Pemerintah RI No. 19/2005 Pasal 19, Pub. L. No. 19 (2005). 

Rahmawati, F., Usman, H., & Nurhasanah, N. (2023). Pengembangan Digital Book 

dalam Pembelajaran Membaca Pemahaman Materi Teks Nonfiksi Kelas IV 

SD. Wahana Sekolah Dasar, 31(1), 80. 

https://doi.org/10.17977/um035v31i12023p80-91 

Ramirez-Avila, M. R., & Barreiro, J. P. (2021). The Effect of Summarizing 

Narrative Texts to Improve Reading Comprehension. Journal of Foreign 

Language Teaching and Learning, 6(2), PRESS. 

https://doi.org/10.18196/ftl.v6i2.11707 

Rifai, M., Yenti, Y., Azima, N. F., & Habibi, M. (2025). Pengembangan E-Book 

Pembelajaran Bahasa Indonesia pada Materi Membaca Pemahaman di Kelas 

IV Sekolah Dasar (Pt. 230-240). Didaktik : Jurnal Ilmiah PGSD STKIP 

Subang, 11. 

http://journal.stkipsubang.ac.id/index.php/didaktik/article/view/6082/4469 

Smed, J., Suovuo, T., Skult, N., & Skult, P. H. E. (2021). Handbook on interactive 

storytelling. Wiley. 

Smith, R., Snow, P., Serry, T., & Hammond, L. (2021). The Role of Background 

Knowledge in Reading Comprehension: A Critical Review. Reading 

Psychology, 42(3), 214–240. 

https://doi.org/10.1080/02702711.2021.1888348 

Snowling, M., Hulme, C., & Nation, K. (Eds.). (2022). The science of reading. 

Wiley-Blackwell. 

Spatioti, A. G., Kazanidis, I., & Pange, J. (2022). A Comparative Study of the 

ADDIE Instructional Design Model in Distance Education. Information, 

13(9), 402. https://doi.org/10.3390/info13090402 

Syajida, N., Ahyadi, N., Alfina, & Zuhdiah. (2024). Strategi Pembelajaran yang 

Efektif untuk Meningkatkan Kemampuan Membaca Siswa SD/MI. 

Passikola: Jurnal Pendidikan Dasar & Madrasah Ibtidaiyah, 1(1), 50–62. 

https://www.jurnal.stainmajene.ac.id/index.php/pgmi/article/view/1198 

Thompson, T. (2023). Adventures in Graphica: Using Comics and Graphic Novels 

to Teach Comprehension, 2-6 (1st ed.). Routledge. 

https://doi.org/10.4324/9781032680552 



 

 
 Walada: Journal of Primary Education Vol. 5, No. 2, [Juni] [2026]. 
This work is licensed under a Creative Commons - Attribution-NonCommercial-ShareAlike 4.0 International License. 
 
 

 
1315 

Waruwu, M. (2024). Metode Penelitian dan Pengembangan (R&D): Konsep, Jenis, 

Tahapan dan Kelebihan. Jurnal Ilmiah Profesi Pendidikan, 9(2), 1220–1230. 

https://doi.org/10.29303/jipp.v9i2.2141 

Wati, N. H., & Istiq’faroh, N. (2025). Pengembangan Media Buku Digital Cerita 

Fabel Bergambar Menggunakan Aplikasi Picsart Untuk Keterampilan 

Membaca Pemahaman Pada Siswa Sekolah Dasar. Jurnal Penelitian 

Pendidikan Guru Sekolah Dasar, 13, 3145–3157. 

Widayanti, H. W., Kamilah, M., & Siswoyo, A. A. (2024). Penerapan Keterampilan 

Menulis Cerita Fiksi Melalui Model Pembelajaran Kooperatif Learning Tipe 

Jigsaw Dengan Instrumen Non-Tes Cerita Gambar Berseri Pada 

Pembelajaran Bahasa Indonesia Di Sekolah Dasar. Jurnal Media Akademik 

(JMA), 2(12). https://doi.org/10.62281/v2i12.1316 

 

 

 


