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Abstract. The research conducted was based on the development of digital-based learning media, where it was found that
the majority of educators paid little attention to the application of media as a learning tool in the digital era. This
study aims to identify the improvement of students speaking skills when combining the application of digital story
media. The research method used in this study is a quantitative method with One Group Pretest - Posttest Design.
The population used in the study were students from class V elementary school totaling 23 children. The assessment
in the research process uses a speaking skill rubric that contains: (1) Pronunciation, (2) Grammar, (3) Vocabulary
Selection, (4) Speaking Fluency, and (5) Overall Content of the story delivered. From the results of the research,
there are data results in the form of a significant value (2-Tailed) worth 0, 000 in the One Sample T- Test results.
Where the significant value of 0, 000 is smaller than 0.05 so that H,, is rejected and H, is accepted. Thus, it can be
concluded that digital-based story media can improve students' speaking skills. The impact of the research
conducted is that digital story media can help improve students' language skills. Thus digital story media can be a
learning innovation in schools and can be developed again according to the needs of students. So that later it can
foster students' creative ideas.
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Abstrak. Penelitian yang dilaksanakan didasari oleh berkembangnya media pembelajaran berbasis digital, di mana
didapati mayoritas pendidik yang terbilang kurang memperhatikan penerapan media sebagai perangkat bantu
pembelajaran di era digital. Tujuan dari penelitian ini untuk mengidentifikasi peningkatan keterampilan berbicara
peserta didik jika memadukan penerapan media cerita digital. Metode penelitian yang digunakan pada penelitian
ini merupakan metode kuantitatif dengan One Grup Pretest — Posttest Desaign. Populasi yang digunakan dalam
penelitian merupakan siswa dari kelas V Sekolah Dasar yang berjumlah 23 anak. Penilaian pada proses penelitian
menggunakan Rubrik keterampilan berbicara yang memuat:(1) Pelafalan, (2) Tata Bahasa, (3) Pemilihan Kosa
Kata, (4) Kelancaran Berbicara, dan (5) Keseluruhan Isi Cerita yang Disampaikan. Dari hasil penelitian yang
dilakukan terdapat hasil data berupa nilai signifikan (2-Tailed) yang bernilai 0, 000 pada hasil uji One Sample T-
Test. Dimana nilai signifikan 0, 000 lebih kecil dari 0,05 sehingga H, ditolak dan H, diterima. Dengan demikian
dapat di simpulkan jika media cerita berbasis digital dapat meningkatkan keterampilan berbicara peserta didik.
Dampak dari penelitian yang dilakukan yaitu media cerita digital dapat membantu peningkatan keterampilan
berbahasa peserta didik. Dengan demikian media cerita digital dapat menjadi inovasi pembelajaran di sekolah dan
dapat dikembagkan lagi sesuai dengan kebutuhan peserta didik. Sehingga nantinya dapat menumbuhkan ide kreatif
peserta didik.

Kata Kunci - Cerita Digital, Keterampilan Berbicara, Sekolah Dasar

. INTRODUCTION

National education in the future has goals of building a national education system that produces a smart and
highly competent generation in 2025. Both intellectual, spiritual, and communication intelligence, communication
itself can be started by learning to develop skills in speaking. Speaking is a language skill that is learned since
childhood and starts from listening skills (Tarigan, 2015). Communication looks more effective in the general public
if it is done by speaking or talking. Basically, speaking skills are used as an expression of an individual in
expressing opinions or thoughts [1], and [2]. Speaking skills can be started by students through storytelling
exercises, such as presenting the content of an event in a fictional story. Authors in fiction stories usually process
written works based on the imagination that comes to mind, such as linking them to events that have been
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been experienced themselves or made up [3], and [4]. In the application of learning fifth-grade fiction stories in
elementary schools, educators will previously present fiction story material with media in the form of textbooks and
conventional learning models, so that students have not had the opportunity to receive sufficient learning
innovations. In the research to be conducted, researchers will use learning innovations with digital story media on
the speaking ability of students in grade V in elementary schools.

Understanding and literacy skills are low because the process of students finding and express a problem is still
minimal by facilities and only rely on books or explanations from educators. That way, in addition to providing
material, educators can add learning innovations such as making learning media for students in the classroom or
outside the classroom [5], and [6]. Of course, before implementing learning process updates, educators must pay
attention to the needs of students first. In previous research that examined the effect of digital media on student
learning outcomes by Putu Windy (2022), there were results of the influence of digital media in increasing students'
literacy. The researcher combines digital media in the form of audio boards as digital learning media in improving
literacy in reading and writing in grade 1V. Another study that discussed the effect of digital story media in
improving learning outcomes conducted by Yuniar W. Astuty (2022) found that in its application, digital stories can
increase students' literacy interest. Researchers proved the improvement of students' learning outcomes through two
cycles of the learning process. The first cycle was conducted without using digital story media, and in the second
cycle, researchers used digital story media in the learning process. Students' skills in thinking critically about the
material conveyed by educators are needed in the learning process, but in fact students' skills in critical thinking and
speaking in elementary schools cannot be said to be optimal, which has an impact on students' learning outcomes on
the final score which is below average [7], and [8]. So that this research can be concluded if, digital story media can
improve students' literacy skills and spur critical thinking ideas and can be applied in learning fiction stories in grade
V elementary schools. Then other research using digital stories in the application of language skills conducted by
Fany (2023) proves an increase in student learning outcomes. Digital story media can arouse interest in learning in
the language of students who are influenced by the attractive appearance and provision of innovative media [9], and
[10].

The research conducted used digital media in the form of an animated story that was previously developed from
several previous analysis results that used digital media in different forms. From the previous explanation, it can be
concluded that digital-based media can be used as an innovation in increasing the resources of educators to be able
to make diverse learning media innovations, especially in presenting fictional story material in improving speaking
skills, for example in presenting fictional stories can also be made independently by educators so that the learning
received by students can vary and add insight [11], and [12]. The difference from the research conducted with
previous studies is that previous studies have not applied digital story media in the form of audiovisuals in
improving students' speaking skills in the classroom. In addition, previous studies used digital story media in the
form of audio media and digital picture books in learning different materials with different research models. While
this study uses digital story media to improve students' speaking skills in grade V elementary school. Researchers
use several mobile applications to support the creation of media that are differentiated from previous studies such as,
the Cam Scanner application which is intended to print images so that they can be read by the Android system, Flipa
Clip as a color application on the model or character, Bg Eraser as a background on the image to adjust to the
storyline and Capcut as the final application for assembling each storyline. The first step for students in learning to
think independently can be started with critical thinking in elementary school, while skills in reading and writing in
Indonesia are still fairly low. By applying digital story media, researchers hope that students in the future can learn
to think critically when communicating or have public speaking skills, and can also innovate in the next digital era
[13], and [14].

The purpose of conducting digital story media learning research on students' speaking skills, researchers want to
know whether there is an increase in learning outcomes in students' speaking skills if combining digital story media
in the form of audiovisuals on grade V fiction story material in elementary schools. With diverse learning needs,
digital stories can be used for various purposes in teaching at the elementary school level. At each level of
education, it usually has its own important role in the success and learning completeness of students in their
education [15], and [16]. The meaning of the previous sentence is that each student at each level of education has
their own characteristics in the stages of learning development. So that the application of digital story media is
expected to improve the characteristics of students' speaking ability in fiction story material in Indonesian language
learning. Students through media-based learning will later be given a story in the form of audiovisuals and later
students will be encouraged to re-present the contents of the story events. Digital Stories according to Joana (2020)
can increase the pleasure of students in understanding and accepting the content of stories conveyed by educators.
The collaboration between traditional culture with local wisdom in the content of the story with a display in digital
media can foster a sense of sympathy for students because things that are generally found in the real world can be
seen in a different and innovative version. Through digital story media, educators can create stories that suit the
needs of their students and then demonstrate how ideas can be conveyed using digital technology [17], and [18].
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This can be used as a provision for students in terms of literacy skills in the digital era, using learning through visual
technology can also improve students' effective communication skills in an innovative technology-based world.
Then there are also steps in applying digital story media to the learning process: (1) select and create learning media
ideas, (2) analyze learner needs, (3) determine the focus or learning objectives, (4) determine the type of media to be
used, (5) determine participants or learners, (6) assemble learning media sketches, (7) then harmonize with available
media devices [19], and [20].

Learning media in the digital era according to Jayanta (2017) is currently a lot of digital media created in order
to help the learning process in students, but from the results of the analysis, there are still many found if the digital
media developed is still lacking in the content of local wisdom values, especially in elementary schools. The content
of local wisdom in question contains culture or habits in the content of the media developed, as well as fictional
story material that mostly takes examples of stories from abroad [21], and [22]. This makes students' reasoning in
creative thinking a little hampered because it is not in accordance with the habits of daily life in their own
environment. Educators can develop audiovisual media-based learning media with examples such as creating digital
stories with the contents of fictional fairy tales in the archipelago. The number of stories from their own region
actually greatly facilitates the development of independent media innovations by educators, if the educator wants to
try to be creative according to their abilities. Guiding students' public speaking skills in elementary schools
according to Herbein (2018) is a competency that has been required in the application of Public Speaking mastery.
Speaking skills mastered by students depend on the effectiveness and suitability of educators in providing material
and learning models that are presented. The form of behavior and whether or not the effectiveness and suitability are
achieved depends on the knowledge, motivation, and speaking skills presented by the educator [23], and [24]. In the
application of speaking skills, educators can provide learning through fictional story material or narrative stories by
utilizing digital media by using audiovisual media in its delivery. Learners can be trained in public speaking skills
by expressing it through writing first, then students can present the contents of the story or event in their essay in
public or in front of the class itself. This is a small action that can be carried out by students in improving students
structured speech acts through oral communication.

1l. METHOD

This study was conducted by researchers using quantitative methods, using the One Group Pretest - Posttest
Design technique. The subjects used in the study were all students in class V at the elementary school with a total of
23 students. While the object used is to use digital-based story media that will be applied to fifth-grade elementary
school students. The form of experimental analysis used in the study used Pre-Experimental Design. The form of Pre
- Experimental design used by researchers uses One - Group Pretest - Posttest design. The sample in this study used
a pre-Experimental quantitative sample with a minimum sample size according to Gay and Diehl (1992) of 15
subjects per group. Based on this procedure, researchers used 23 students in grade V elementary school. Sugiono
(2014: 109) states that the pre-Experimental research design uses a design that includes only one group in one class
without a comparison class that is given a Pretest and Posttest. By learning to use the right media according to their
needs, students will have enough learning time to learn independently. In the research procedure, researchers will
conduct observations and instrument validation, assessment, and validation of digital story media-based learning
media. The theme in the content of the story used is folklore which is often found in fairy tale books by containing
the local wisdom of the archipelago's culture, especially the West Kalimantan region. The theme of the story is
selected and adjusted to the needs of students regarding the ethics of behaving towards parents by combining
learning from across cultures in Indonesia and the selected region is adjusted to the origin of the creation of the story
[25], and [26].

Researchers used research instruments in the form of observation data (interviews), learning modules, Learning
Implementation Design sheets, and speaking skills assessment rubrics to the main Student Teaching Materials
Learning media in the form of fictional stories and audiovisual media in the form of digital stories. The assessment
used in the research is in the form of a rubric for students' speaking skills. The theme presented is a folklore that is
often found in fairy tale books by containing the local wisdom of the archipelago's culture, especially the culture in
the Legend of Batu Menangis story. In addition, audiovisual media itself in previous studies has produced a lot of
effectiveness as a learning media tool, especially in improving student achievement. There is also a speaking skill
assessment rubric lattice that is used as a guideline for assessing students and is contained in Table 1. Speaking
Skills Assessment Rubric

Table 1. Speaking Skills Assessment Rubric

No. Criteria Score
4 3 2 1
1. Pronunciation  Pronunciation There are Difficult to Almost always
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can be
understood even
with a certain
language accent

problems in
pronunciation that
make listeners
have to focus and
sometimes cause
misunderstandings

understand due to
problems with
pronunciation and
repeated repetition
of words

words that are not
clear in
pronunciation come
out so they cannot
be understood

2. Structure Almost no There are some There are many Grammar is so bad
grammatical grammatical errors language errors that conversations
errors were but they do not that affect the are hard to
found affect the meaning  meaning of the understand

of the story story and often
repeat corrective
sentences
3. Vocabulary Sometimes the Often uses Using the wrong Vocabulary is very

pronunciation is
not correct and

requires further
explanation due
to inappropriate

inappropriate
vocabulary so that
pronunciation in
speech becomes
limited

vocabulary so it
can't be
understood

limited so it is not
possible to speak
fluently

vocabulary
4. Speaking Speak fluently, Not too fluent Often hesitates Frequently pauses
Fluency very little because they have  and stops because  and is silent while
encounter difficulty in of language talking
difficulties expressing the limitations
language
5. Talk Content ~ The entire Most of the It is difficult to Incomprehensible

contents of the
expression can
be understood
even though
there are
occasional
repetitions in
certain parts

contents of the
expressions are
understandable
although there are
some repetitions

express some
words or sentences
in the presentation
of the story

even in simple
words

(Sumber: Cucu Nuraidah, 2015)

I11. RESULT AND DISCUSSION

From the results of the Pretest and Posttest assessments, it was found that there was an increase in the scores of
students on fictional story material using digital-based story media, in improving students' speaking skills. The
benefits obtained in the results of the study, digital-based stories can basically stimulate the work of students' brains,
can improve children's language, can stimulate students' emotions, and through the stories presented by students can
learn to interpret an event. Thus, it is found that media and learning models are mandatory for educators to provide
to students. Interest in learning using interesting media will also affect the stimulus of students. then expression
itself can be regarded as a productive and expressive activity in channeling their creative ideas [27], and [28]. More
specifically, learning-based learning methods have a high level of identification that causes educators and students
to know what difficulties are faced in the learning process [29], and [30]. The sketch display of digital-based fiction
story media is in Figure 1. and Figure 2.
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Figure 1. Character Sketches Figure 2. Character Sketches

The graphical results of the pretest and post-test assessments show the difference between the scores of students
after and before the implementation of digital-based media, the Pretest results can be seen through the graph in
Figure 3.
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Figure 3. Pretest and Posttest Graph

In the initial learning process, it was found that the minimum score of students was 25 and the maximum score
was 95 with an average score of 59. It is known that the average value collected is less than 70, so it is hoped that in
the Posttest assessment process, the value obtained by students can be greater. Generally, learning that can be said to
be good can be seen from the discovery of changes and learning outcomes obtained from the teacher as an
educational facilitator. The criteria used in the assessment process are elements contained in the speaking skills
indicators. In the findings of learning outcomes after the application of digital-based story learning media, there was
an increase in the minimum score of 45 and then a maximum score of 100 with an average score of 80. Then as for
the results of the research assumption test which includes the Normality test, Homogeneous test, and one Sample T-
Test using the SPSS 26 application.

Table 2. Normality Test Result

Kolmogorov-Smirnov Shapiro-Wilk
Model Statistics df Sig. Statistics df Sig.
Learning Pretest 0.121 23 0.200 0.961 23 0.477
outcomes Posttest 0.222 23 0.005 0.904 23 0.031

Based on the results of the Normality test in Table 2. It is concluded that the scores of students before and after
being given treatment on the Pretest and Posttest assessments are normally distributed because the value is greater
than 0.05.
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Table 3. Homogeneity Test Result

Levene Statistics  dfl df2 Sig.
Learning Based on Means 0.010 1 44 0.919
outcomes  Based on Median 0.023 1 44 0.881

Based on the Homogeneity test results in Table 3. It can be concluded that the value of learning outcomes on
significance based on the mean is Homogeneous because the value is greater than 0.05.

Table 4. One Sample T- Test Result

Means Deviation Means Lower Upper t df  SSig.
PPair 1Pretest- -20,652 15,544 3,241 -27,374 -13,931 -6,372 22 0.000
posttest

Based on the results in Table 4. There is a significant value = 0.000 which is less than 0.05. So it can be said if
H, is rejected and H, is accepted. Then it can be concluded from the results of previous calculations, that the
speaking skills of fifth-grade elementary school students increase after the application of digital-based story media.

From the results of the calculation, it can be concluded that there is a significant increase in the Posttest value
from the results of the Pretest value. This means that there is an influence or significant increase between the value
before giving digital-based story media and learning using digital story media. Evidenced by the results of the
increase in the value on the Posttest which was found to be better than the previous Pretest value, so that learning on
fiction story material using digital-based story media is efficient in overcoming and making an assessment
evaluation plan for students, so that it does not only focus on learning material, but educators can also find gaps
experienced by students in understanding the material. The graph of the improvement of the results of students'
speaking skills in Figure 4.

12
10
8
6
4
2 H Pretest
0 - M Posttest
X
RO & & &
® S M N N
QQ(’ (O’KS oc,'b Q§< \{_(I
S S & <@
Q D
R

Figure 4. Graph of Speaking Skills

The results show that digital-based story media can also be applied to improving students' speaking learning
outcomes. From previous studies that describe if visual or audio-only story media can hone literacy alone, the results
of this study will complement the benefits provided by digital story media in improving students’ communication
skills [31], and [32]. The occurrence of improved speaking skills using digital-based story media raises many other
ideas and ideas that will be developed over time, as the development of digital-based story media structures in the
future. The development that can be done is regarding the content of the theme and plot in the story, more active
animation movement images, more interesting audio accompaniment, and increasing the development of these
media in other learning materials. So that all learning objectives can be resolved quickly in accordance with the
expectations of innovative national education in the future. From the results of the research conducted, researchers
also distribute the results of learning media that have proven their effectiveness to educators in elementary schools.
Researchers provide knowledge in the process of making and the flow of applying digital-based story media as an
alternative in supporting educator resources in elementary schools. Learning based on the use of media makes
educators a facilitator in every learning activity. This means that if an educator or teacher can develop a learning
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media or learning model in the teaching and learning process, then the educator indirectly becomes a professional
educational facilitator. The use of learning using learning media was chosen in this study because it can build the
initial teaching skills needed by educators in overcoming larger gaps and practical problems that often cannot be
taught openly to the general public [33], and [34].

Overall, digital-based story media can be applied in various subjects in elementary schools, but not all subjects
can also be conveyed through digital media alone. There are some subjects that still cannot be adapted to non-
concrete media. Because digital media itself also requires time in the process of making and applying it. Thus, the
solution that can be applied in processing a learning media must further examine the needs of students, as well as the
compatibility between the media and the material that will be made objects in digital media. Because it can make an
innovation in the scope of education, students who receive it later can also be inspired by these educators in terms of
technology. Skills not only in language can be developed, but skills in utilizing information technology are also
important in building education in the modern era

IV. CONCLUSION

The results of the research that has been carried out show that the use of digital-based story media can improve
students' speaking skills. By bringing various benefits from the results of the research conducted, digital-based story
media in addition to helping the process of improving language skills can also hone the psychology of students and
knowledge of information technology in the application of material delivered by educators in elementary schools. So
it is hoped that educators can combine and develop more digital story media for literacy development at various
levels of education in schools, especially in elementary schools.
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