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Abstract                                                                     

Objectives. Drama learning is still dominated by the use of conventional 
textbooks. For this reason, the purpose of this research is to explore 
the development of digital textbooks, with cultural orientation and 
local wisdom. 

Materials/methods. The research method follows research and 
development procedures. Data was collected through tests, student 
questionnaires, and in-depth interviews. Data were analyzed using 
independent tests and Pearson correlation testing. This method allows 
for the validation of locally-based learning designs through an iterative 
cycle involving lecturers and art practitioners. Data reliability is 
maintained through triangulation of sources and techniques to improve 
the accuracy and depth of findings. 

Results. The results of the t-test showed that the experimental class 
had increased the average score from 65 to 90, significantly different 
from the control class, t = 9.23, p < 0.001, Cohen d = 1.51. In addition, 
Pearson's correlation analysis showed a strong positive relationship r = 
0.82, p < 0.001 between student engagement and understanding of 
local culture. These findings also show a significant improvement in 
students' affective and psychomotor aspects, which is shown through 
increased participation in discussions and staging activities. Thematic 
analysis of in-depth interviews reinforces the quantitative results by 
showing that students feel more connected to the material due to the 
relevant cultural context. 

Conclusion. This study confirms that digital books based on local 
creativity can increase the effectiveness of drama learning, both in 
terms of outcomes and culture. Its implications are that culture-based 
e-learning policies are important to develop in theatre education. 
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1. Introduction 

In the context of digital transformation in the world of education, a new paradigm has emerged 
in learning, especially in the fields of literature and drama. As is widely known that, advances in 
information technology have shifted conventional print-based methods into dynamic, interactive, 
and adaptive learning models that are in accordance with the characteristics of the digital native 
generation (Avdiu & Holzinger, 2022; Lestari et al., 2022). In the context of drama education in higher 
education, especially in Indonesia, the traditional approach with print textbooks gradually faces 
challenges related to accessibility, content relevance, and pedagogical effectiveness (Lai & Pai, 2024; 
O'Grady et al., 2023). Therefore, mastery of the subject matter is not enough, but also psychomotor 
exploration, aesthetic appreciation, and internalization of values embedded in drama culture through 
comprehensive and extensive drama experiences (Zakopoulos et al., 2023). Meanwhile, learning 
methods that focus only on passive teaching are not enough to meet the needs of holistic learning 
oriented towards active student engagement (Wales & Mohamed, 2012). In contrast, the existence 
of digital books allows innovative learning solutions that enrich students' learning experiences 
through access to multimodal resources, providing a variety of print, audio, visual, and other 
interactive elements to improve students' comprehension and skills (Polymeris et al., 2018; Wang et 
al., 2020). However, despite the widespread adoption of digital technology in language and literature 
subjects, the increase in use still has the potential to present limitations, where research on the 
development of learning objects such as digital books has been widely conducted, but local intensity 
has not been specifically focused on literature studies, especially theater. 

For this reason, local wisdom in literary and drama education plays an important role in 
reconstructing traditional values in the digital realm (Rubtsova & Poskakalova, 2021). Drama 
literature, as an expressive art product that emerges from everyday social and cultural life, has the 
function of aesthetic representation not as pure criticism, but as an aesthetic formative element in 
cultural self-identity (Lai & Pai, 2024; Lees et al., 2021; Sudigdo et al., 2024; Taufik & Pamungkas, 
2025). Drama, both from a cultural and juridical perspective, should provide an academic experience 
motivated by the cultural context of students who are independently engaged with historical and 
local values in national culture. Furthermore, this dramatic aspect will be strongly negotiated with 
cognitive values (Budde & Samur, 2019; Cameron et al., 2017). However, most textbooks used in 
some comprehensive universities—defined here as higher education institutions that offer a wide 
range of multidisciplinary programs across sciences, humanities, and technology—do not only 
address dramatization but also its cultural dimension. In this context, the term comprehensive 
university refers to an institution whose broad curriculum scope requires teaching materials, 
including those in drama education, to adopt interdisciplinary approaches and incorporate local 
values relevant to their diverse academic environment. 

In this case, the majority of the books used in compiling dramatization education are oriented to 
the Western perspective. However, this is appropriate nonetheless, as culturally oriented literacy can 
give rise to experiences of learning interventions that are appropriate to relevant situations, which 
increase cognitive awareness of cultural values applied to students from local life circumstances, as 
noted by Hammond (2014). Although digital book innovation must also be adaptive to relevant 
technologies and cultures where there is a connection between students and light reality with Vanda, 
digital developers and drama practitioners aim to achieve a more rational dramatic approach (Bories 
et al., 2022; Shah, 2017; Thao et al., 2022). In this regard, including regionally rooted narratives and 
performance traditions can offer students immersive experiences that are pedagogically rich and 
contextually grounded. Digital books can foster critical reflection and deepen students' intercultural 
competence by integrating dramaturgical elements derived from local customs and oral traditions. 
Furthermore, such integration enables a balanced epistemology that values indigenous knowledge 
systems alongside global theatrical conventions. 

https://doi.org/10.22521/edupij.2025.15.126
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For this issue, various studies have been conducted to show the effectiveness of digital books at 
different levels of education (Cameron & Anderson, 2022). However, research explaining the 
integration of local culture in digital books specifically for drama learning and its effectiveness is still 
very limited. Therefore, the explanation of the material mentioned above is deliberately given as a 
first step to explain the concept of digital books and their suitability with local wisdom in drama 
learning (Choi & Park, 2024; Michalovich, 2023). For this reason, this research aims to answer the 
knowledge gap by designing a digital book based on local wisdom as a pedagogical instrument in 
drama learning in higher education. This research was conducted with the aim of designing the 
implementation and measuring the effectiveness of digital books as a learning medium that 
integrates local cultural elements to increase students' conceptual understanding, drama skills, and 
appreciation of traditional values in drama. Therefore, this research is expected to contribute to the 
development of literary and drama learning in higher education, as well as introduce appropriate 
learning models as an effort to preserve traditional values in digital technology formats. This book is 
an ideal educational solution in bridging the digital era with culturally charged learning. 

2. Literature Review

2.1. Digital Book Concept

Digital books, as one of the innovations in technology-based educational transformation, are 
defined as interactive learning media that integrate text, images, videos, and audio elements 
designed for access through electronic devices such as computers, tablets, or smartphones (Haleem 
et al., 2022; Tuhuteru et al., 2023). Digital books facilitate students' access to learning materials 
anytime and anywhere, offering them flexibility regarding time and location (Zainuddin et al., 2020). 
Additionally, digital books have the potential to increase learning engagement, incorporating 
interactive features such as simulations, quizzes, and discussion forums (Subhash & Cudney, 2018). 
However, the main challenges in implementing digital books include the limitations of technological 
infrastructure, the refusal of faculty to adopt new technologies, and the need for user training to 
make optimal use of digital books. In the context of drama learning, digital books present an 
opportunity to combine textual and visual dimensions (Bozia, 2018; Mokoena & van Vuuren, 2023). 
These resources enhance the student learning experience, especially in exploring dramatic elements 
such as expressions, dialogues, and visual backgrounds. 

2.2. Relevance of Local Wisdom

Local wisdom refers to the manifestation of cultural values, traditions, and identities that exist 
and develop in social communities, serving as an ethical attitude against modernity (Tohri et al., 2022; 
Uge et al., 2019). In the context of drama education, local wisdom is not only a source of inspiration 
for students, but also an instrument for them to internalize traditional values that are consistent with 
the cultural context of the archipelago. The integration of local wisdom into digital drama books 
allows students to understand cultural values through local-based texts and dramatic performances 
(Davis, 2017; Yang & Xu, 2024). For example, traditional Javanese dongkrek or Balinese banners, 
along with various traditional dramas, can increase students' perception of cultural diversity, thus 
preserving the traditional drama culture that has been eroded by modernism (Bozia, 2018; 
Liyanawatta et al., 2022). As a result, digital books based on local wisdom represent not only a sound 
pedagogical strategy but also an effective strategy for cultural preservation. 

2.3. Previous Research

A number of studies have shown the effectiveness of the use of digital books as a tool that 
contributes to the quality of learning in various disciplines, including language and literature. Nagyová 
& Turcáni (2008). shows that multimedia presentations contribute to increased interest in learning. 
However, according to Tomlinson et al. (2011), this learning appeal may only represent learners in 
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problem-based learning compared to other methods. The Hetami Study (2010) emphasizes the 
importance of interlocation features in dramatic text studies to strengthen analytical skills" for 
students, while several other studies have not explored the integration of digital technology with 
local presence. A study by Henry (2000) showed that digital drama books facilitated by technology 
resulted in a percentage of affective competence; However, the differences between cultural theory 
and practice present a major challenge. This study tries to overcome these challenges while 
introducing digital books that integrate elements of local culture. Another study by Kim et al. (2020) 
shows that multimodal digital books that utilize digital books based on theater are better understood 
by students, but the pedagogical implications involve our experience with TPACK. 

2.4. Theoretical Framework

The development of digital books in this study is based on the theoretical framework of 
technology-based education, especially the Research and Development model by Gall et al. (1996, 
2007), which includes systematic stages ranging from needs analysis to product evaluation (Aka, 
2019). This approach allows for developing teaching materials based on student needs and relevant 
to the local context. In addition to this theory, the study also adopts the theory of constructivist 
learning, which focuses on activity-based student learning experiences (Arık & Yılmaz, 2020; 
Liyanawatta et al., 2022). As a drama education method, the Socratic method is very relevant in 
motivating students to explore critical understanding through dialogue and improvisation-based 
exploration of dramatic situations (Ganiron Jr, 2014). Therefore, its development is expected to 
integrate three dimensions: technology, culture, and pedagogy. 

3. Methodology

3.1. Material

This research involved five universities in Central Java. This research involved five universities in 
Central Java Province, which were selected based on certain criteria to ensure the suitability of the 
context and diversity of representations. The selection criteria include: (1) universities that have 
language or drama arts education study programs, (2) the willingness of institutions and lecturers to 
actively participate in the research process and implementation of digital books, and (3) geographical 
locations that allow logistical coordination and the sustainability of research activities. Selection is 
carried out through initial surveys and official communication with the institution to ensure optimal 
involvement. This approach aims to ensure the validity of the context of research results in 
application in higher education. 

The research subjects consisted of 150 students who were divided into an experimental class 
and a control class. The formation of experimental and control groups was carried out purposively by 
considering the equality of initial characteristics between the groups. The selection criteria include: 
(1) similarity of the study program and the student's semester level, (2) the use of previous 
conventional textbooks, and (3) the readiness and willingness of the teaching lecturer to carry out 
the learning scenario according to the research design. Each university includes two parallel classes 
that meet these criteria, where one class is designated as an experimental group (using digital books 
based on local wisdom) and the other class as a control group (using conventional textbooks). This 
approach is designed to minimize bias and ensure the comparative validity of learning outcomes. 

Furthermore, the distribution of digital book implementation is divided into documented 
components based on systematic stages, namely Focus Group Discussion-based design, expert 
validation, limited trials, and wide-scale implementation (Wang et al., 2020; Yen et al., 2020). Each 
stage runs in accordance with the report instrument to measure its effectiveness in improving the 
student's dramatization competence. The conclusion of this study is expected to contribute to literary 
learning and drama research in higher education as well as introduce the right learning model as an 
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effort to preserve traditional values and technology in the form of digital books. Therefore, this book 
is ideal as an educational solution that integrates the digital era and learning. 

In this study, digital books were created as an innovative alternative to conventional textbooks 
used in the field of drama education in various universities. Digital books, which refer to local wisdom, 
not only incorporate interactive and multimodal elements but also provide students with a learning 
experience that presents cultural values that are closer to their reality (Mills, 2015; Tzima et al., 2020; 
Yulia & Suttrisno, 2024). An analysis was carried out on textbooks used before the digital book 
intervention (in Fall 2023) regarding the use of textbooks in five universities in Central Java to 
understand the initial conditions and characteristics of textbooks. The list of textbooks used, as well 
as their strengths and limitations in the field of drama education, is summarized in Table 1 below. 

Table 1. Drama Textbooks Used in College 

Author Publisher 
Year of 

Publication 
City Book Advantages Lack of Books 

Cahyaningrum 
Dewojati 

Gadjah Mada 
University 
Press 

2010 Yogyakarta 

Explain basic 
academic and 
structural theories of 
drama. 

Lacks discussion of 
practical aspects and 
staging skills. 

Drs. Hasanuddin WS., 
M. Hum. 

Angkasa 1966 Bandung 

One of the classic 
reference books in 
Indonesian drama 
studies. 

Too theoretical and 
less applicable to 
modern learning. 

Ahmad Jusmar, Ari 
Pahala Hutabarat, 
Imas Obariah, Iswadi 
Pratama 

Teater Satu (2010). 
Bandar 
Lampung 

Explore modern 
drama staging and 
production 
techniques. 

Has not 
accommodated 
technological 
developments in 
drama learning. 

Cahyaningrum 
Dewojati 

Javakarsa 
Media 

(2012). Jakarta 
Integrating drama 
learning with cultural 
studies. 

Lacks visual 
illustrations and has no 
interactive elements. 

Bintang Angkasa 
Putra 

Citra Aji 
Pratama 

(2012). 
Klaten, 
Yogyakarta 

Contains practical 
exercises to improve 
drama skills. 

Less attention to 
technology integration 
in learning. 

Harry D Fauzi CV Armico 2007 Bandung 

Provides a guide to 
writing drama scripts 
with a creative 
approach. 

Does not discuss 
digital applications in 
drama script writing. 

Jonathan Neelands Dahara Prize (1993). Semarang 

Explaining 
exploration and 
improvisation-based 
learning methods. 

No practical guidance 
on the application of 
exploratory methods. 

Adjib Hamzah CV Rosda 1985 Bandung 

Emphasizes the 
historical aspects 
and development of 
drama. 

The historical context 
used is less relevant to 
the modern era. 

https://doi.org/10.22521/edupij.2025.15.126
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Author Publisher 
Year of 

Publication 
City Book Advantages Lack of Books 

Herman J Waluyo 
Hanindita 
Graha Widia 

(2002). Yogyakarta 

Discuss literary 
theory and criticism 
from a drama 
perspective. 

The historical context 
used is less relevant to 
the modern era. 

Asul Wiyanto Grasindo (2002). Jakarta 

Focus on 
performance 
practice and drama 
techniques. 

Does not provide 
digital or multimedia-
based materials. 

Tato Nuryanto 
RajaGrafindo 
Persada 

(2017). Depok 

Explaining the latest 
approaches in 
contemporary drama 
learning. 

Lack of case studies 
relevant to drama 
education today. 

It is clear from the analysis of the textbooks used that most books still adopt a traditional 
approach without including digital technology and interactivity (Fichman et al., 2014; Gagnon et al., 
2016). While these books have strengths in presenting a strong conceptual foundation in the field of 
drama theory and practice, the limitations of both accommodating drama using modern technology 
and the low representation of local wisdom offered are major limitations. This research aims to create 
a digital book that not only solves these shortcomings but also makes learning more meaningful and 
has elements of local culture in digital technology-based teaching materials. 

3.2. Procedure

This study used a Research and Development approach based on the Borg & Gall (2007) model, 
because this model offers a systematic framework that allows the development of educational 
products through structured validation stages, from needs analysis to final product evaluation. The 
selection of this model is based on its suitability with the research objectives, namely designing and 
testing the effectiveness of digital books based on local wisdom in drama learning. In addition, the 
Borg & Gall model has been widely used in the development of innovative teaching materials in the 
field of education due to its flexibility in accommodating input from various stakeholders on an 
ongoing basis. The procedures in this study follow the systematic framework of the Research and 
Development (R&D) model designed to produce innovative and tested educational products (Gall et 
al., 1996, 2007; Gustiani, 2019; Sefriani et al., 2020). The research stages are described in detail as 
follows: 

1) Needs Analysis 

The research began by identifying the needs of students and lecturers regarding the use of drama 
learning modules. The data came from surveys, in-depth interviews, and Focus Group Discussions 
(FGD) for five universities. The identification of needs includes an assessment of the shortcomings of 
textbooks so far, students' tendency to prefer digital, and the need for digital books that integrate 
local wisdom (Saidah & Damariswara, 2021; Suskie, 2018). 

2) Digital Book Prototype Design 

From the needs analysis results, the research team produced an initial prototype of a digital book 
based on local wisdom. This prototype consists of several elements, namely dramatic texts, cultural 
illustrations, performance videos, and interactive components such as simulations and situation-
dramatic quizzes (Lai & Pai, 2024; Rubtsova & Poskakalova, 2021). Combined together, these 
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components offer abordation in the college drama learning curriculum and student-centered 
learning-oriented (Sultan et al., 2023). 

3) Prototype Validation 

The developed digital book prototype was tested for validity by experts from various fields, 
including education, technology, and literature (Camburn et al., 2017; Lee et al., 2017). The validators 
assessed the content appropriateness, local cultural relevance, technical feasibility, and pedagogical 
potential of the product. Expert feedback was used to revise the prototype to improve quality and 
ensure the product met academic standards. 

4) Limited Trial 

After the initial revision, the digital book prototype was tested on a small scale involving 30 
students from one of the participating universities. At this stage, data was collected through 
observations, interviews, and questionnaires to evaluate students' perceptions of the design, 
readability, and functionality of the digital book. The results of this pilot test became the basis for 
product improvement before being implemented more widely (Choi & Park, 2024; Yen et al., 2020). 

5) Product Revision 

Based on the limited trial results, a comprehensive revision of the digital book was carried 
out(Lewis et al., 2015; Straus et al., 2018). Improvements include improving visual design, adjusting 
interactive features, and adding local wisdom-based content based on student and lecturer feedback. 

6) Large-Scale Trial 

The revised product was implemented in experimental classes at five universities. A total of 150 
students were divided into two groups: an experimental class using local wisdom-based digital books 
and a control class using conventional textbooks (Lewis et al., 2015; Uge et al., 2019). The learning 
process lasted for one semester, with materials delivered consistently to both groups to ensure 
comparative validity. 

7) Data Collection 

Data were collected through questionnaire instruments, in-depth interviews, observation 
sheets, and learning outcome tests. The questionnaire was designed to evaluate students' 
perceptions of the effectiveness, attractiveness, and pedagogical value of digital books(Liu et al., 
2017; Shah, 2017). Learning outcome tests were used to measure students' dramatic skills, including 
cognitive, affective, and psychomotor aspects (Sefriani et al., 2020). 

8) Data Analysis 

Data analysis was conducted using quantitative and qualitative approaches. Quantitative data 
were analyzed with descriptive and inferential statistical tests to measure significant differences 
between experimental and control classes (Polkinghorne, 2005). Qualitative data were analyzed 
thematically to identify patterns of response and perceptions of students and lecturers to the digital 
books developed (Halverson et al., 2014). Data were analyzed using a paired sample t-test to compare 
pretest and posttest scores in the experimental group. The use of these dependent group t-tests is 
consistent with an experimental design that emphasizes repeated measurements within the same 
group. In addition, Pearson's correlation analysis was used to evaluate the relationship between 
student engagement and understanding of local culture. 

9) Improvement and Dissemination 

The final stage involves the final revision of the digital book based on the results of the large-
scale trial. The improved digital book was disseminated through academic seminars and published in 
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scientific journals. This product is expected to be the main reference in technology-based drama 
learning and local wisdom in higher education (Saleem et al., 2022). 

4. Results

This study evaluated the implementation effectiveness and testability of local wisdom-based 
digital books in the drama learning process, as well as their impact on improving the quality of 
conceptual understanding, dramatic skills, and cultural value appreciation for university students. 
More specifically, the analysis highlighted significant differences in most cognitive, affective, and 
psychomotor aspects of learning between the learning outcomes of students initially using digital 
books and students who continued to use conventional textbooks (Jhangiani et al., 2018; Lau et al., 
2018). In addition, students' inclusion in the learning process of interactive mode-based technologies 
and lecturers' factors in the efficacy and efficiency of generalized digital books are also some of the 
main indicators in showing the success of an implementation. With that, this section covers the 
current state of textbook usage, the rise of digital books, and their impact on student learning 
outcomes. 

4.1. Initial Conditions: Traditional Textbook Analysis

Conventional textbooks have served as the traditional source for drama education in most 
colleges for decades (Bozia, 2018; Marlatt, 2020). The conceptual foundation includes dramatic 
theory, staging techniques, and analysis of dramatic literary works (Michalovich, 2023; Mokoena & 
van Vuuren, 2023). However, as the boundaries of learning and technology continue to expand and 
students become increasingly comfortable with the so-called digital native generation, the 
effectiveness of conventional textbooks comes into question. In support of this argument, a survey 
conducted among 150 students from five different colleges revealed that 78% of respondents found 
conventional textbooks uninteresting and unresponsive to their individual needs. One aspect of this 
problem relates to the absence of visual and interactive elements in textbooks. In addition, the survey 
showed that 62% of students found these textbooks ineffective in promoting dramatic practice, as 
they mainly consisted of case study material with data unrelated to performance efforts. From the 
instructor's perspective, only 45% praised the suitability of this textbook for imparting local wisdom. 
The reason behind this is that many of these texts are not contextually relevant. In addition, there is 
the factor of their inability to build connections. They require students to make these connections 
independently (Anderson, 2018; Bell, 2016). Based on this analysis, Table 2 presents a summary of 
the initial condition of textbooks focused on theater materials, which are used in various colleges and 
universities in Indonesia: 

In this regard, the limitations of conventional textbooks in drama education lie not only in their 
less interactive content, but also in their low contextual relevance. This has a direct impact on the 
motivation and involvement of students in understanding and practicing drama material as a whole. 
In this context, the results in Table 2 further strengthen the argument that the textbooks currently in 
use have not been able to answer modern pedagogical challenges, especially in the development of 
performative skills and the preservation of local wisdom. Therefore, new, more adaptive approaches, 
such as the integration of interactive digital media or project-based curricula, are needed to create a 
more dynamic, contextual, and meaningful learning experience. In addition, collaborations between 
educators, local artists, and educational technology developers can open up new opportunities in 
designing learning materials that are more contextual and relevant. Direct involvement of students 
in the production of plays based on local issues can also increase empathy and cultural 
understanding. Thus, the transformation of drama learning media becomes an urgent need to 
support transformative and inclusive learning.  
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Table 2. Early condition of textbooks 

Physical image Book Title Authors Publisher 
Year of 

Publication 
City 

Paper 

Type 

Mold 

Quality 
Cover Type 

Book 

Condition 

 

Drama: 

Sejarah, Teori, 

dan 

Penerapannya 

Cahyaningrum 

Dewojati 

Gadjah 

Mada 

University 

Press 

2010 Yogyakarta 
HVS 70 

gsm 

Black & 

White 
Softcover 

Good 

enough 

 

Drama: Karya 

dalam Dua 

Dimensi 

Drs. 

Hasanuddin 

WS., M. Hum. 

Angkasa 1966 Bandung 
Opaque 

Paper 

Black & 

White 
Softcover 

Not 

Good 

 

Buku Panduan 

Belajar Teater 

untuk SMA 

Ahmad 

Jusmar, Ari 

Pahala 

Hutabarat, 

Imas Obariah, 

Iswadi 

Pratama 

Teater 

Satu 
2010 

Bandar 

Lampung 

HVS 80 

gsm 

Black & 

White 
Softcover Good 

 

Drama: 

Sejarah, Teori, 

dan 

Penerapannya 

Cahyaningrum 

Dewojati 

Javakarsa 

Media 
2012 Jakarta 

HVS 70 

gsm 

Black & 

White 
Softcover 

Good 

enough 

 

Drama: Teori 

dan 

Pementasan 

Citra Aji 

Pratama 

Bintang 

Angkasa 

Putra 

2012 
Klaten, 

Yogyakarta 

Art 

Paper 

90 gsm 

Colored Hardcover Excellent 

 

Bagaimana 

Menulis 

Drama: 

Sebuah 

Tuntunan 

Praktis 

Menulis 

Drama bagi 

Kepentingan 

Pentas 

Harry D Fauzi CV Armico 2007 Bandung 
HVS 80 

gsm 

Black & 

White 
Softcover Good 

 

Pendidikan 

Drama: 

Mengajarkan 

Drama 

Jonathan 

Neelands 

Dahara 

Prize 
1993 Semarang 

Opaque 

Paper 

Black & 

White 
Softcover 

Not 

Good 
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Physical image Book Title Authors Publisher 
Year of 

Publication 
City 

Paper 

Type 

Mold 

Quality 
Cover Type 

Book 

Condition 

 

Pengantar 

Bermain 

Drama 

Adjib Hamzah CV Rosda 1985 Bandung 
HVS 70 

gsm 

Black & 

White 
Softcover 

Good 

enough 

 

Drama: Teori 

dan 

Pengajarannya 

Herman J 

Waluyo 

Hanindita 

Graha 

Widia 

2002 Yogyakarta 
HVS 80 

gsm 

Black & 

White 
Softcover Good 

 

Terampil 

Bermain 

Drama 

Asul Wiyanto Grasindo 2002 Jakarta 
HVS 70 

gsm 

Black & 

White 
Softcover 

Good 

enough 

 

Apresiasi 

Drama 
Tato Nuryanto 

Raja 

Grafindo 

Persada 

2017 Depok 
HVS 70 

gsm 

Black & 

White 
Softcover Excellent 

 

1) Advantages of Conventional Textbooks 

• A Strong Theoretical Foundation 

Most of these books present  structural analysis of drama, staging techniques, and the history of 
theater development, which provides a solid theoretical foundation for students. 

• Consistent and Structured Materials 

Conventional textbooks present a clear curriculum, which allows lecturers to structure learning 
systematically without having to rely on additional materials. 

• Good Physical Endurance 

Some books, such as How to Write a Drama (2012), were printed with color art paper and 
hardcover, which improved their visual quality and durability. 

2) Disadvantages of Conventional Textbooks 

• Minimal Interactive Features 

There are no multimedia elements such as videos, animations, or digital quizzes that can improve 
student understanding through hands-on experience. 

• Lack of Local Cultural Representation  
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Most textbooks still use global or national references, without adjusting to dramas based on local 
wisdom that are more relevant to the student context. 

• Does not facilitate practical learning 

Students have difficulty understanding expression, vocal, and movement techniques because the 
book only provides written descriptions without visualization or direct demonstration. 

• Diverse Mold and Material Quality 

Some older books use opaque paper and black and white prints, which makes the book's 
durability lower and less visually appealing. 

4.2. Development of Digital Books Based on Local Wisdom

The development of digital books based on local wisdom is carried out through three main 
stages: design, validation, and implementation (Hidayati et al., 2020; Uge et al., 2019). During the 
design phase, digital books are structured to support the integration of traditional dramatic texts with 
interactive visual and multimedia elements, including performance videos and role-playing 
simulations (Liyanawatta et al., 2022; Mokoena & van Vuuren, 2023). Furthermore, expert validators 
provide input related to the consistency of cultural elements in book design and the relationship 
between curriculum content and learning. For example, in the scenario about dongkrek from Central 
Java, which is considered the text of an Indonesian drama performance. In this case, revision is 
necessary to ensure that moral and social values are explicitly understood by students. The average 
validation score for each content element is 4.7 out of 5, with a maximum of 5. The multimedia 
element received the highest score of 4.9, based on content related to video tutorials and interactive 
quizzes. Suggestions for revision have to do with better representation of visual elements and user 
navigation. Then, the initial phase of implementation through limited trials showed that 92% of 
students believe that the interactive features in digital books help students in recognizing and 
understanding dramatic elements much more effectively than traditional learning methods. 
However, it should be noted that the interface design ran into significant issues. 

4.3. The Effectiveness of Digital Books: A Comparative Analysis of Learning Outcome 
Test Results

The effectiveness of the digital book was evaluated by comparing the learning outcomes 
between the experimental group using the digital book and the control group using the conventional 
textbook (Hung et al., 2014; Yen et al., 2020). The final test results showed that the mean score of 
students in the experimental group was 85.3 with a standard deviation of 6.2, while the control group 
reached 74.6 with a standard deviation of 7.8. Statistical analysis using independent t-test revealed 
a significant difference between the two groups (t(148) = 6.32, p < 0.001). The findings suggest that, 
digital books based on local literature are more effective in improving students' understanding of 
dramatic concepts and practical skills. 

Analysis using an independent t-test revealed a statistically significant difference between the 
experimental group (M = 85.3, SD = 6.2) and the control group (M = 74.6, SD = 7.8), with t = 9.23, p < 
0.001 and Cohen d = 1.51. This indicates that the utilization of local wisdom-based digital textbooks 
has a substantial effect in improving student learning outcomes compared to conventional textbooks 
(Kim et al., 2020; Uge et al., 2019). According to expert validation, the average score of the digital 
textbook based on local wisdom was 4.7/5, signaling its alignment with pedagogical principles and 
educational technology. Consequently, experts judged that the textbooks met the standards for 
relevant content, quality of interactive illustrations, and student accessibility (Hammond, 2014).  

Furthermore, the level of expert validity for the digital book reached a score of 4.7 out of 5, 
indicating that the book also met high pedagogical validity and technological value. These findings 
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were corroborated by the effectiveness test (Matsuda et al., 2024), in which the experimental group's 
scores increased significantly compared to the control group. Statistical analysis revealed that the 
average score in the group using the digital book increased from 65 to 90 over the five-week period, 
while the control group's score increased from 63 to 76 (t(148) = 9.23, p < 0.001, Cohen's d = 1.51). 
This is visualized in Figure 1. 

 

Graphic 1. Trend of Student Learning Outcomes in Drama Learning 

As evidenced by Graph 1, learning outcomes improved from 5 to 1, with the experimental group 
showing a faster improvement from M = 65 to M = 90, while the control group also showed an 
improvement from M = 63 to M = 76. Yunizon's perspective explains that the integration of local 
wisdom-based digital books accelerates learners' understanding more significantly compared to 
conventional learning methods (Howles, 2023; Shah, 2017). To this end, both groups experienced 
identical angles of improvement, specifically 14 degrees of. 

4.4. Student Involvement to Increase Understanding of Local Cultural Values

The representation of the data provided by the observational results contradicts the perspective 
shown by the research findings. The level of student engagement in the experimental group, using 
digital books, was significantly more optimal and active compared to the control group. About 87% 
of the students actively participated in group discussions, role simulations, and performance 
evaluations, in contrast to only 58% of the students in the control group. This difference can be 
attributed to the interactive and multimedia elements inherent in digital books (Chin et al., 2009; 
Nagyová & Turcáni, 2008). This observation is further corroborated by the questionnaire data, which 
shows that 94% of students strongly agree that digital books are attractive because of the visual and 
interactive features that facilitate content comprehension. 
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Graphic 2. Relationship Between Student Engagement and Cultural Understanding (r = 0,82) 

To answer the research question regarding the relationship between student engagement and 
understanding of local culture, a Pearson correlation analysis was conducted (Pearson, 1901; Yang et 
al., 2021). The results showed a very strong positive correlation between these two variables (r = 
0.87). Pearson's correlation analysis revealed that r = 0.87, signifying that higher levels of student 
engagement in the digital learning process corresponded with greater student understanding of local 
cultural elements in the teaching materials (Pearson, 1901; Yang et al., 2021). This finding suggests 
that a culture-based approach not only improves students' dramatic skills but also deepens their 
understanding of the social context in which performing arts exist (Budde & Samur, 2019; Cameron 
et al., 2017). This is evidenced by the graph below, which illustrates that students who actively 
participated in discussions, role simulations, and performance evaluations showed the highest level 
of cultural understanding. Consequently, this approach reinforces the initial argument that culture-
based learning and technology-enhanced learning can not only increase engagement, thus optimizing 
academic benefits, but also deepen cultural understanding (Bozia, 2018; Reimann, 2008).  

In this regard, in-depth interviews with students in the experimental group revealed that 82% of 
them felt a greater understanding of local cultural values from digital storybooks compared to 
conventional textbooks. They reported, for example, that they could more easily understand 
dramatic concepts of social reality through visual elements(Reimann, 2008; Tomlinson et al., 2011), 
such as a video staging of dongkrek, which represents social conflicts enacted in traditional Javanese 
society. At the same time, multimedia guided them through specific cases, allowing them to identify 
significant values and norms and, most importantly, recognize the function of norms and regulations 
in concrete situations(Chin et al., 2009; Nagyová & Turcáni, 2008). In contrast, students from the 
control group had difficulty internalizing cultural values as these were beyond their visual perception. 
In addition, 88% of instructors involved in the research process were of the opinion that digital books 
provide greater flexibility for the learning process. Evidence also suggests that interactive elements, 
such as simulation exercises and book-based case quizzes, which allow them to assess students' skills 
at a more measurable level, are more beneficial to the learning process. 
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5. Conclusion

In conclusion, digital books based on local wisdom contribute significantly to learning outcomes, 
academic engagement, and understanding of local culture. The findings of the study showed 
statistically significant differences in students' dramatic comprehension: independent t-test: t = 9.23, 
p < 0.001, Cohen d = 1.51, suggesting that students in the experimental group who used digital books 
achieved better dramatic comprehension than those in the control group. A very significant 
correlation was observed between student involvement in learning and understanding of the local 
culture; Pearson's r analysis yielded r = 0.87. These results are in line with the local culture-based 
TPACK e-learning model, where the assimilation of technology, education, and digital culture 
influences the interactive, experiential, and contextual learning model. Therefore, digital books based 
on local wisdom strengthen the TPACK model in art education practices. Findings on digital books 
based on local wisdom bridge the gap in cultural e-learning studies and can be a model for art and 
literature education. The inclusion of books alone increases students' understanding of the dramatic 
aspects of digital books based on local wisdom. In addition, the learning model helps promote and 
protect cultural copyright despite the existence of digital technologies. The culture-based approach 
model in digital books for art education has a positive impact on learning methods. Overall, this 
research has positive implications for arts education programs in Indonesia and can be adopted by 
linguistic, artistic, and cultural disciplines around the world. The main conclusion of the study is that 
the existence of culture-based policies in digital books improves our understanding of systematic art 
and nature. The presence of local wisdom in learning consistently appreciates the inherent culture 
and stimulates the preservation and development of creativity, influencing the contextual approach 
in original works. 

In addition, the application of digital books based on local wisdom is not only an innovative 
strategy for cultural preservation but also a means to ensure sustainability and educate future 
generations in the modern education system. Additional opportunities for exploration include the 
utilization of Augmented Reality and Virtual Reality in digital-based Drama learning, enabling a more 
immersive and practice-based learning experience. Immersive technology in art allows students to 
observe real-time representations of dramatic scenes, actor movements, and character interactions 
in an authentic cultural context. As a result, the development of digital books based on local wisdom 
is not only a pedagogical innovation but also a strategic contribution to the transformation of art 
education in the global digital ecosystem, with wider application for cultural learning in various 
disciplines. For practitioners, universities should also promote interactive policies for technology-
based art and literature learning through a digital curriculum. Among the practical implications, 
universities should design policies that encourage the incorporation of local wisdom into digital-
based arts and literature learning curricula. Further research can identify and explore the use and 
advantages of Augmented Reality and Virtual Reality technologies in digital-based drama learning and 
teaching. 

6. Suggestion

Overall, to increase the effectiveness of drama learning in universities, the integration of digital 
books based on local wisdom will not be effective enough without a more adaptive and innovative 
pedagogical strategy. Therefore, digital books need to be integrated with a learning method based 
on curricula transformation that emphasizes a multimodal approach that allows students not only to 
read but also to interact directly with digital books through digital-based visual, audio, and dramatic 
simulation elements. In addition, lecturer training will also have a great influence on the optimal use 
of this digital book, in addition to diverting attention from the information transfer process to the 
learning process that provides an innovative experience foundation that will strengthen students' 
dramatic learning. In addition, academic policies that facilitate the digitization of culture-based 
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teaching materials need to be strengthened by providing adequate technological infrastructure, as 
well as ensuring that all students, especially those who are unable to access technology, get the same 
access. Collaboration with technologists, arts practitioners, and local communities also supports the 
development and distribution of this digital book by supporting the virtual reconstruction of 
traditional theater performances that will allow students to understand the content of the book in a 
more authentic historical context.   
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