
  

Design and Validity of Local-Wisdom-Based Reading Apps 

Using Adobe Animate CC 2022 

Cahyo Hasanudin1,*, Ayu Fitrianingsih2, Nofia Fitriyana1, and Nabila Ulfaida1 

1Indonesian Language and Literature Education Department, IKIP PGRI Bojonegoro, Pacul, Indonesia 
2English Education Department, IKIP PGRI Bojonegoro, Pacul, Indonesia 

Email: cahyo.hasanudin@ikippgribojonegoro.ac.id (C.H.); ayu_fitrianingsih@ikippgribojonegoro.ac.id (A.F.); 

21110078@ikippgribojonegoro.ac.id (N.F.); 21110076@ikippgribojonegoro.ac.id (N.U.) 
*Corresponding author 

  

 

Abstract—Reading activity can be carried out by utilizing 

various media such as textbooks, digital books, and applications. 

This study aims to investigate how are the design and validity of 

local-wisdom-based reading application which is developed 

using Adobe Animate CC 2022 apps. This study is a stage in 

developmental research. Research samples are 270 students. 

The data in designing and validating the application is collected 

using observation, interview, and questionnaire techniques. It is 

analyzed using content analysis which is validated using Aiken’s 

V index. Results of this study in designing and validating a 

reading app are started from the first step of finding problems. 

There are three main problems in teaching early reading. The 

second step is to compile and distribute questionnaire. The 

questionnaire consists of five questions to investigate students’ 

needs. The third step is to develop the design and prototype of 

local-wisdom-based early reading apps which implements 

Adobe Animate CC 2022 Apps. The fourth step is to conduct 

evaluation. It involves two material experts of early reading and 

two learning media experts. Validators’ suggestions have been 

used to improve the developed application. The conclusion of 

this study is that the materials of early reading application 

implement Indonesian local wisdoms which have not 

implemented in other reading applications. 

 
Keywords—Adobe Animate CC 2022, local wisdom, reading 

application  

I. INTRODUCTION 

Reading is one of basic competences in learning language 

which is combined with writing skill, listening skill, and 

speaking skill [1]. Reading activities can be stated to be 

typical learning activities for students in the classroom [2]. 

Reading is stated as ability with main understanding of two 

elements, namely understanding language and understanding 

meaning or decoding [3] which is assessed based on word 

accuracy and its capture rate [4]. Therefore, reading belongs 

to one of language competences in teaching and learning 

activities by understanding language or decoding. 

Reading is able to increase people’s creative and critical 

thinking skills, writing skill, and language use [5]. It can also 

improve their insight and knowledge [6]. Moreover, reading 

drives people to be more intelligent and have more 

experiences which are able to increase their academic 

achievement [7]. A study by Muhyidin et al. [8] reveals that 

early reading can be started by introducing syllables, words, 

and sentences. 

The advantages of reading can be viewed after it is carried 

out; it is able to train someone in controlling ideas and having 

discussion well. Reading book is able to prevent the brain 

tissue damage and able to build someone’s character, develop 

his self-potential, and produce many ideas [9]. Reading does 

not only improve intellectual intelligence, it is also able to 

improve emotional and spiritual intelligences [10]. 

Even though reading plays important role in human’s life, 

there are several students who have low reading ability. 

Differences in individual reading ability make reading 

development in each group or class tends to be  

inconsistent [11]. Furthermore, students in second grade of 

primary school tend to have low reading comprehension [12]. 

The evidences of inconsistent reading growth and its 

obstacles can be viewed from the results of previous 

researches. Children who have low reading ability having 

difficulties to read words, sentences, and short stories; so they 

need strategies to facilitate them to have better reading ability 

such as parents who read books to them every day [13]. Local 

wisdom-based-books can be utilized to teach early reading 

skill. However, there are less of local-wisdom-based teaching 

materials [14]. 

The problem of declining reading skill can be overcome 

with several solutions such as presenting interesting learning 

media. Media for teaching reading are varied; it can utilize 

traditional textbooks or electronic books [15]. Other simple 

media which can be implemented to improve reading skill is 

games that can be associated with letters, words, or  

stories [16]. 

Apart from those learning media, there are many digital 

games which are more practical and able to access easily that 

can be solution to improve reading skill. One of digital games 

is GraphoLearn; it supports each level in learning  

reading [17]. There is a media which combines learning 

design with Screencast-O-Matic apps [18] and various digital 

media for reading that are greatly influenced by  

technology [19]. 

Rapid technological advance has provided opportunity for 

educational field to utilize technology in teaching and 

learning process [20] which is more interesting and efficient 

for students [21]. Various types of technology can be used to 

optimize the teaching and learning program to be more 

effective [22], so it saves time and creates more efficient 

learning [23]. Therefore, technology is important to be 

implemented in creating effective teaching and learning 

process.  

One of technological advances that can be implemented in 

teaching is Adobe Animate CC 2022 because it can create 

animated graphics for animation project. Moreover, it can be 

added by texts, audio, videos, and action script which can be 

accessed using Android, iOS, Desktop Windows, and Mac 

OS. It enables the user to import audio and video from Adobe 
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Audition and Adobe Premiere. It is designed to create 

dynamic and interactive websites which can be easily 

accessed. Adobe Animate CC is a multimedia authoring and 

computer animation program developed by Future Splash 

Animator, Adobe Flash Professional, Macromedia Flash, and 

Adobe Systems [24]. The development of Adobe Animate 

CC is conducted to create professional tool that can be used in 

making bit mat and animation, so the user can design 

interactive and dynamic sites [25]. Adobe Animate CC can 

be stated as extraordinary software which can be used to 

make dynamic content for all media platforms [26] such as 

video game projects, television, online videos, websites, 

internet applications, and web applications in form of graphic 

design [27] and animations [28]. 

Adobe Animate CC provides many advantages to help its 

user. One of the advantages of Adobe Animate CC can be 

viewed in educational field in which it helps teachers in 

delivering concrete material easily and attractively [29]. 

Another benefit is that the results of interactive media from 

this program can be utilized on cellphones [30], so the 

multimedia interactivity process with users is very good [31]. 

Adobe Animate CC can be used in facilitating user’s work. 

Its advantages can be viewed from the project development 

that is able to combine graphics, animations, videos, and 

audio before being published to various platforms [32]. It is 

equipped with controllers, so users can operate themselves in 

designing animations, animated advertisements, web games, 

and learning media [33]. Moreover, this software is able to be 

run easily on computer and laptop in Indonesia because it has 

installed Adobe Flash Player [34]. In addition, Adobe 

Animate CC is faster to be used and more compatible with all 

types of smartphones [35].  

In the previous studies, the users of Adobe Animate CC 

have proven that this software can be implemented easily and 

helps them. A study conducted by Putri et al. [36] is a 

research which utilizes the advantage of Adobe Animate CC 

in learning process. In that study, interactive media which has 

been designed using Adobe Animate CC to implement 

cognitive conflict-based learning obtains very good 

evaluation results and valid expert reviews. Moreover, 

Audhiha et al. [37] have achieved satisfactory results for 

interactive media based on Adobe Animate CC. In that 

research, it is successful in creating interactive media on 

geometric materials which are stated to be valid and practical 

by experts. Its validity is 93,1% whether its practicality is 

86,96%. The satisfactory results of using Adobe Animate CC 

drive the researchers to adopt it in designing 

local-wisdom-based reading application. 

Reading application is intended as a tool that allows users 

to learn reading skill more quickly because it makes them 

enjoy the learning process [38]. Reading app that uses 

innovative development can show its success rather than 

traditional class [39]. Furthermore, reading app provides 

positive effect [40]. It is very useful for children who have 

difficulties in developing their reading skill [41]. In other 

words, reading app facilitates teaching and learning process 

to be more productive for children with low reading skill. 

In the 21st century, application in facilitating reading 

process to be more effective and efficient is various types and 

forms. One of reading apps with fun and unique appearance is 

Bamboomedia BMGames Apps which makes students to be 

excited in reading activities [42]. In addition, several types of 

dictionaries are also used to learn reading such as Fastdic, 

LDOCE5, Google Translate, Oxford Dictionary, Dict Box 

Persian, Merriam-Webster English Dictionary, Tahlilgaran, 

Dict Plus, Persian Dic, PICO Dic [43] and applications with 

complete components in developing grammar, vocabulary, 

and reading skill such as Hello English [44]. 

Reading applications have been studied in previous 

researches. A research which has implemented an application 

to improve reading skill is conducted by Al-Jarf [45]. That 

research discusses about Mobile Fiction Apps (MFA) as 

reading instruction aid which reveals that application can 

improve students’ reading understanding. However, it is also 

stated that MFA does not always guarantee the success of 

reading development. So, future researchers have to more 

utilize latest technology. Therefore, this study utilizes Adobe 

Animate CC in designing reading app, so the success rate of 

using application can be guaranteed. 

A research conducted by Nawaila et al. [46] discussed 

about the use of application in learning reading. It explains 

that DLMA_NEU is a digital literacy mobile app with lots of 

videos and images for children with low reading skill. 

Limitation of that research is that the test cannot be optimal 

and there is no explanation related to application design and 

content of material that is lack of details. Therefore, this 

study focuses on the design and validity of reading 

application. 

Reading application is designed using Adobe Animate CC 

which contains materials about local wisdom elements. Local 

wisdom is a basis in developing reading application because 

it has advantages that are in line with goals of Indonesian 

schools; it becomes an important point that can be built into 

learning material [47]. Furthermore, Laila et al. [48] reveal 

that local-wisdom-based learning is more effective in 

maximizing students’ reading skill. 

Amaliyah et al. [49] state that literacy culture which 

involves local wisdom will be more efficient to enrich 

students’ knowledge and improve their enthusiasm in 

learning reading. Another study is concluded that the use of 

local wisdom in increasing students’ reading skill obtains 

good responses from material experts, linguists, and  

teachers [50]. 

In Indonesia, local wisdom is varied because there are 

many customs and tribes with various characteristics. It has 

existed since prehistoric times when indigenous Indonesian 

tribes began to develop their life using their knowledge and 

experiences to adjust to natural environments. It is an 

expression of Indonesian local tribes [51] in forms of cultural 

heritage and knowledge taught to their descendants [52–54]. 

The development of Indonesian local wisdom is influenced 

by geographical factors, the diversity of ethnics and religions, 

and interactions with foreign cultures which came to 

Indonesia. Therefore, Indonesian local wisdom can be found 

in forms of norms, ethics, beliefs, customs, and several 

special rules [55], musical instruments, songs, and  

dances [56], Uma traditional house, belief in bilou  

sounds [57], culture, traditional communication tools, 

creative community products [58], oral folklore [59], etc.  

Local wisdom plays important role for Indonesian society.  

It is intended as an expression of Indonesian ethnic groups 

such as Borobudur temple and Prambanan temple which have 
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been built with beautiful carvings and batik motifs that go 

international [60]. Moreover, there is also local wisdom in the 

form of amazing views and depictions of indigenous tribes, 

such as the Khayangan Api and Samin tribes in Bojonegoro 

Regency [61].  

Another food that becomes a well-known icon for 

Indonesian local wisdom is tumpeng; it is traditional food 

made from rice and served with vegetables, eggs, and chicken 

meat for traditional ceremony [62]. Furthermore, local 

wisdom in form of oral literature which is presented through 

poetry in traditional ceremony at Lampung province is called 

Pepaccur [63].  

The Indonesian local wisdoms can be utilized as materials 

in the reading app. Those local wisdoms consist of tribes, 

cultures, traditions, arts, traditional weapons, historical 

places in Indonesia from Sabang to Merauke. Those local 

wisdoms are included in the reading app in form of reading 

syllables, words, sentences, and narrative text materials.  

The materials of reading syllables utilize syllables which 

contain local wisdom elements, e.g. V patterned syllable is 

A-la-meng. Example of VK (Vokal Konsonan/Vowel 

Consonant) patterned syllable is Em-bung. Examples of KV 

(Konsonan Vokal/Consonant Vowel) patterned syllables are 

Wa-yang, Su-bak, Be-bie.  

Those Indonesian local wisdoms can be used as materials 

of reading skill. It is in form of reading words or sentences. 

Reading word materials implement the words which contain 

local wisdom elements, such as “Kentrung”, “Keroncong”, 

“Ledre”, “Ludruk”, “Megengan”, “Reog”, “Tayub”, and 

“Sandur”. Reading sentence materials implement the 

sentences which contain local wisdom elements, such as 

“Puput melihat Kereta Kencana Singa Barong.” [Puput saw 

Singa Barong Golden Train], “Didi sedang mengunjungi 

Pura Mangkunegaran di Solo.” [Didi was visiting 

Mangkunegaran Temple in Solo], and “Budi mengikuti 

upacara Popokan saat Budi merayakan panen.” [Budi joined 

Popokan ceremony in harvest time]. 

Those local wisdoms are also able to be used as reading 

materials of simple stories. The materials can utilize stories 

which contain local wisdom elements, for example “Ella 

visited Lombok Island during semester break. She studied the 

life of Sasak people there. Sasak people had traditional 

musics called Gendang Beleg. It was performed by a dozen 

personnels. They entertained guests on important days”. 

Other example of story is “On Sunday, Lita visited her 

grandma’s house. She lived in Central Kalimantan. There, 

her grandma served her favorite foods. It was mangenta. 

During harvest time or wedding party, Dayak people at 

Central Kalimantan made mangenta. It was made as an 

offering for tatu parei”. 

Those local wisdoms in reading materials have not been 

studied in previous research, so it becomes a novelty in this 

study. Another novelty can be viewed from the reading 

application which is the output of this study. Therefore, 

local-wisdom-based reading application which is designed 

using Adobe Animate CC 2022 needs to know its design and 

validity.  

 

II. METHODOLOGY 

A. Research Design 

This study is developmental research. It implements the 

developmental stage by Akker et al. [64]. It can be viewed in 

Fig. 1.  
 

 
Fig. 1. Iterations of systematic design cycles. 

 

This study is started from a problem of early reading in 

five regencies of East Java, Indonesia. The problems are 

investigated using questionnaire of need analysis for students. 

When the students’ needs are obtained, the researchers create 

the design and prototype of application. Finally, the design is 

evaluated by validators. 

B. Sample and Data Collection 

Samples of this study are 270 students. They are consisted 

of 77 students of Bojonegoro Regency, 51 students of Tuban 

Regency, 55 students of Lamongan Regency, 48 students of 

Jombang Regency, and 39 students of Mojokerto Regency. 

They come from public and private primary schools. The 

samples are the first grade of primary schools. They are 

chosen using purposive random sampling technique because 

their reading skills have to be improved to answer the results 

of need analysis. Schools with disabled students are not 

selected because they can be samples for further research. In 

evaluation stage, it includes two material experts of early 

reading in primary school and two experts of learning media. 

The sample distribution can be viewed in Table 1. 
 

Table 1. Samples distribution 

No District School 
Gender 

M F 

1 Bojonegoro 

JMK 3 2 6 

ALFAT 7 9 

GLGH 1 6 9 

GGR 2 6 

MIM 22 11 19 

2 Tuban 

PRMBN 2 5 9 

SGH 1 5 12 

ALFLH 8 12 

3 Lamongan 

KDLR 2 4 

ARRA 6 16 

JGRG 2 4 11 

45 KLN 4 8 

4 Jombang 
BWNG 2 5 15 

KPNJN 2 11 17 

5 Mojokerto 

PDNKR 2 6 16 

SDU ALK 1 3 

MIAFDIN 5 8 

 

Data is collected using observation sheets and interview 
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guidelines. The need analysis uses closed questionnaire with 

answers of strongly agree, agree, neither agree nor disagree, 

disagree, and strongly disagree. This questionnaire consists 

of four questions which can be viewed in Table 2. 
 

Table 2. Questions of students’ need questionnaire 

Number of 

Question 
Question 

1 
What do you think when early reading material 

contains local wisdom values? 

2 
What do you think when reading application can be 

installed at smartphone? 

3 

What do you think when materials of reading 

application consist of a) understanding alphabets, b) 

reading consonant and vowels, c) reading syllables, 

d) reading words, e) reading sentences, f) reading 

narrative and informational texts? 

4 
What do you think when materials of reading 

application contain images, sounds, and animations? 

5 
What do you think when the display of reading 

application is set into portrait (standing) form? 

 

Evaluation stage is conducted to evaluate the design of 

local-wisdom-based reading apps. In this case, questionnaire 

is utilized to assess the aspects of reading apps based on the 

experts of material and learning media. There are two 

questionnaires in this stage. The first questionnaire is 

provided to material experts of early reading. The second 

questionnaire is provided to the experts of learning media. 

The answer of each question in it utilizes Likert scale and 

there is a space to give comments. This space is used to give 

suggestions and comments on the design of reading 

application. When both experts have fulfilled the 

questionnaires, Front Group Discussion is carried out to 

justify the revision results made by the researchers based on 

experts’ suggestions and comments.  

Moreover, data from experts of material and learning 

media in evaluation stage is validated using the formula of 

Aiken’s V. It is explained by Miles and Huberman [65] as 

follow: 

 

𝑉 =  
∑ 𝑆

𝑛 (𝑐−1)
                                       (1) 

 

where 

V = index of respondents’ agreements regarding item 

validity.  

s = score set by respondent minus the lowest score (s = 

r−1)  

r = score of choice category on respondent 

n = number of respondents 

c = number of choice category filled by respondents 

After obtaining scores from each expert, these scores are 

converted to investigate the design validity of reading 

application using Table 3. 
 

Table 3. Criteria of expert test validity [64] 

No Average Score Validity Level 

1 0.8 < V ≤ 1.0 Very valid 

2 0.4 < V ≤ 0.8 Quite valid 

3 0 < V ≤ 0.4 Less valid 

 

C. Data Analysis 

In this study, data analysis is utilized to analyze the 

qualitative data obtained from the stages of finding problems 

and need analysis. It implements content analysis method 

which is developed by Retnawati [66] starting from 1) data 

reduction, 2) data presentation, and 3) verification or drawing 

conclusion. In data reduction stage, the researchers reduce 

similar data from samples’ responses. In data presentation 

stage, the researchers categorize data based on samples’ 

responses. In conclusion stage, the researchers make 

conclusion about students’ need. Therefore, the content 

analysis method is conducted to compile the product of 

local-wisdom-based reading apps. 

III. RESULTS 

In discovering design and validity of local-wisdom-based 

reading application, four stages were implemented, namely 1) 

finding problems, 2) conducting need analysis, 3) creating 

design and developing prototype of local wisdom based 

reading app, 4) conducting evaluation. 

A. Finding Problems 

This study was conducted because there were problems of 

early reading at primary schools. First, students had 

difficulties in reading words, sentences, and short stories. 

Second, they were not familiar with the local wisdoms 

around them. Third, there was no innovative learning media 

in teaching early reading. 

B. Conducting Need Analysis 

Those problems were explored more deeply by providing 

questionnaires to students at five regencies in East Java, 

Indonesia. The results of it showed that there were 129 

students who were strongly agree when early reading 

contained local wisdom elements. There were 121 students 

who were agree about it, 17 students were neither agree nor 

disagree, and 3 students were disagree. There was no student 

who chose strongly disagree about it. Moreover, the results of 

questionnaire showed that there were 114 students who were 

strongly agree when reading application could be used on 

smartphones. There were 87 students who were agree about it, 

53 students were neither agree nor disagree, and 15 students 

were disagree. There was no student who chose strongly 

disagree about it.  

Furthermore, there were 128 students who were strongly 

agree when the material in reading application contained 

about a) understanding alphabets, b) reading consonant and 

vowel sounds, c) reading syllables, d) reading words, e) 

reading sentences, f) reading informational and narrative 

texts. There were 22 students who were neither agree nor 

disagree about it, 5 students were disagree. There was no 

student who chose strongly disagree about it. In addition, 

there were 178 students who were strongly agreed when 

materials in reading application were presented using images, 

sounds, and animations. There were 74 students who were 

agree, 14 students were neither agree nor disagree, and 4 

students were disagree. There was no student who chose 

strongly disagree about it. 

The last result showed that 14 students were strongly agree 

when the display of application was set into portrait form. 

There were 56 students who were agree about it, 71 students 

were neither agree nor disagree, and 129 students were 

disagree. There was no student who chose strongly disagree. 
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Those results of need analysis could be viewed in Fig. 2. 
 

 
Fig. 2. Questionnaire results of students need analysis. 

 

C. Creating Design and Developing Prototype of 

Local-Wisdom-Based-Reading Application 

When the students’ needs were analyzed, the design and 

prototype of reading application were arranged and 

developed. The application was designed to have 

local-wisdom-based learning materials. It consisted of a) 

understanding alphabets, b) reading consonant and vowel 

sounds, c) reading syllables, d) reading words, e) reading 

sentences, f) reading narrative and informational texts. The 

materials were presented in images, sounds, and animations. 

This application could be used in smartphones using 

landscape form. Design of local wisdom-based reading 

application was described as follows. 

The homepage design of local-wisdom-based reading 

application depicted mountainous area and girls who were 

practicing Thengul dance. This dance was local wisdom of 

Bojonegoro Regency, Indonesia. It is chosen to be a design in 

the homepage of local-wisdom-based reading application 

because it has several characteristics among other dances, 

namely 1) it tells about traditional activities such as planting 

rice and harvesting time which are related to natural 

environment; 2) the movements of Thengul dance tend to be 

soft, twisty, and flowing which have elegant hand 

movements; 3) its movements and stories describe the values 

of togetherness, mutual corporation, gratitude, and harmony 

with nature; 4) Thengul dance performance is accompanied 

by Javanese traditional music such as gamelan and 

keroncong music. Those characteristics make it to be a part of 

Bojonegoro cultural heritage which enrich Indonesian 

cultural diversity. It becomes the reason to make Thengul 

dance to be a visual image in the homepage of 

Local-wisdom-based reading application. It enables users to 

understand and learn local wisdom values of Thengul dance. 

It also facilitates students in learning to read and 

understanding Indonesian local culture. 

There were also two boys who wore red and white uniform, 

hats, and tie. The uniform was the characteristics of primary 

school students in Indonesia. In the upper right corner of 

homepage, there was an icon of reading application. It was 

“Si Raca”. It could move down automatically when the 

homepage was opened. At the bottom of homepage, there 

were three navigation buttons, namely sign in button, exit 

button, and information button. The application design could 

be viewed in Fig. 3. 
 

 
Fig. 3. Homepage design of local wisdom-based reading application. 

[Translation: Si Raca Reading Application. Masuk (Sign in). keluar (Exit).] 

 

The design of main menu in this local-wisdom-based 

reading application implemented Kayangan Api background. 

Kayangan Api was local wisdom in Bojonegoro Regency, 

Indonesia. It is ‘a source of eternal fire’. It is a geological 

phenomenon in which the natural gas comes out through the 

ground (fractures). Near the point of gas eruption, there is a 

spring which produces a pungent odor because of sulfur. A 

long time ago, it was the hermitage of a master from 

Majapahit Era named Empu Supa. He did meditation and 

created heirloom there. The heirloom was called Keris 

Jangkung Luk Telu Blong Pok Gonjo that was created and 

burnt using the fire coming out of the ground. Then, Empu 

Supa was appointed as Empu Majapahit with the title of 

Empu Kriya Kusuma. 

The reasons on the use of Kayangan Api background in the 

design of local-wisdom-based reading app are 1) as a form of 

visual representation for local culture which provides 

authentic experience for users, 2) as effective educational 

tool which introduce local wisdom and Bojonegoro traditions 

to users, so they can appreciate this unique culture, 3) to 

increase users’ satisfaction and make them to be more 

interested on this reading app, 4) to create different 

application. It builds a good perspective on local wisdom. 

Therefore, the users are interested to have authentic 

experience in reading.  

The main menu had animation of blazing fire, a gate that 

could open and close automatically, and moving clouds. The 

cloud images contained the menus of materials, exercises, 

and games. The material menu had six menus, namely 

alphabets, consonant and vowel sounds, syllables, words, 

sentences, and narrative texts. The design could be viewed in 

Fig. 4. 

 

 
Fig. 4. Main menu design of local wisdom-based reading application. 

[Translation: Alfabet (Alphabets), Vokal (Vowels), Konsonan (Consonants), 

Suku Kata (Syllables), Kata (Words), Kalimat (Sentences), Latihan 
(Exercises), Teks Narasi (Narrative Texts), Permainan (Games)] 

 

Design of word menu in this reading application contained 

19 examples of word. Those words were local wisdom 

elements in Indonesia, such as Tayub. Tayub is traditional 
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dance performance in Central Java, East Java, and 

Yogyakarta. It refers to a dance which is performed by a 

group of female dancers called waranggono or wilis. It is 

accompanied by gamelan and Javanese songs. It has strong 

social and cultural values for Javanese people. It is performed 

in traditional events, such as wedding party,circumcisions, 

and cultural festivals. Moreover, it is a media to preserve 

Javanese traditions and customs. 

The reasons on the use of Tayub in the reading material of 

local-wisdom-based reading app are 1) as an educational tool 

which enriches users’ knowledge and understanding of art 

performance in Indonesia, 2) to attract users’ intention 

because it creates a different characteristic in reading app, 3) 

to support the performance of local tradition because the 

users are able to appreciate traditional culture, 4) to promote 

local art performance, so the users understand the existing 

cultural richness, and 5) to create a phoneme arrangement of 

t-a-y-u-b which is easy to be spelled by students. This word 

can be visualized using a figure/picture. The word menu 

design can be viewed in Fig. 5.  
 

 
Fig. 5. Word menu design of local wisdom-based reading application. 

[Translation: Tayub is a traditional dance in East Java, Indonesia] 

 

Those designs were created using Adobe Animate CC 

2022. Stages in developing local wisdom-based reading 

application were as follow. First, Adobe Animate CC 2022 

had to be downloaded and installed. Second, it had to be 

opened by clicking an icon as viewed in Fig. 6. 
 

 
Fig. 6. Icon of Adobe Animate CC 2022. 

 

Third, user chose ‘file’ menu and clicked ‘new’ to create a 

new concept. The ‘new’ menu had many categories. User 

could choose ‘game’ and click ‘create’ button. The prototype 

of main menu in this reading application was created using 

Adobe Animate CC 2022 which could be viewed in Fig. 7. 
 

 
Fig. 7. Prototype of main menu in Adobe Animate CC 2022. 

D. Conducting Evaluation 

When the design and prototype of local-wisdom-based 

reading application had been developed using Adobe 

Animate CC 2022, this application was validated by two 

validators of material experts and two validators of learning 

media experts. Those validators evaluated it based on 

instrument items that had been compiled. 

The material experts had assessed the local-wisdom-based 

reading application. The first validator provided a score of 

0.956. It was included in the average score 0.8 < V ≤ 1.0 with 

validity level of very valid. The second validator provided a 

score of 0.897. It was included in the average score 0.8 < V ≤ 

1.0 with validity level of very valid. He gave suggestions 

such as 1) it needed to reduce several sentences in the story of 

‘narrative text’ menu; 2) it needed revision for the mount’s 

color which was black in the ‘sentence’ menu. The 

assessment of both validators could be viewed in Table 4. 
 

Table 4. Assessment of material experts 

No. 
Validators of Material 

Experts 

Score 

given 
Validity Level 

1 1st material expert  0.956 Very Valid 

2 2nd material expert 0.897 Very Valid 

 

Learning media experts had assessed the 

local-wisdom-based reading application. The first validator 

provided a score of 0.863. It was included in the average 

score 0.8 < V ≤ 1.0 with validity level of very valid. He 

suggested adding navigation about the writer in the 

‘information’ menu. The second validator provided a score of 

0.966. It was included in the average score 0.8 < V ≤ 1.0 with 

validity level of very valid. He suggested adding ‘exit’ button 

in main menu. The assessment of both validators could be 

viewed in Table 5.  
 

Table 5. Assessment of learning media experts 

No. 
Validators of Learning 

Media Experts 

Score 

given 
Validity Level 

1 1st learning media expert  0.863 Very Valid 

2 2nd learning media expert 0.966 Very Valid 

 

Based on suggestions from the experts of learning media 

and material, the appearance of local-wisdom-based reading 

application had to be revised. Its revision could be viewed in 

Fig. 8. 
 

 
Before revised                                          

 
After revised 

Fig. 8. Revision of mount’s color in material of reading sentences. 
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IV. DISCUSSION 

Reading has an important role in education for primary 

school students. Based on a study conducted by [8], early 

reading can be started by introducing syllables, words, and 

sentences. However, it has not been explained the detail 

examples about the use of syllables, words, and sentences. In 

this study, the design and validity of local-wisdom-based 

reading app create the materials of reading syllables, words, 

sentences, and narrative texts. Those materials are based on 

Indonesian local wisdom.  

Local wisdom in these reading materials becomes novelty 

of this study. It includes different materials to understand and 

develop reading comprehension. In this case, local wisdom 

refers to knowledge, experiences, and practices in Indonesian 

society from Sabang to Merauke, e.g. names of tribes, 

cultures, traditions, arts, traditional weapons, and historical 

places.  

Every Indonesian community has unique characteristics 

which can be associated with reading skill. The 

implementation of local wisdom in reading materials means 

utilizing it to develop students’ understanding and reading 

skill. By implementing local wisdom, this study has new 

perspective in teaching and learning reading skill. The 

reading materials in this study enable students to learn their 

own cultures and develop more understanding of it. 

Moreover, the implementation of local wisdom is able to 

improve students’ intention and motivation because they are 

able to study its values and find its correlation with their 

cultures.  

Local wisdom in reading makes it to be valuable resource 

in improving reading skill. When it is integrated in teaching 

to read, it provides different contexts which are relevant for 

students. The integration of local wisdom and learning to 

read provides more opportunity to respect the cultural 

heritage and increases the relevance of learning materials.  

Local wisdom values which are included in teaching and 

learning process will facilitate students in obtaining 

knowledge and information. Local wisdom as learning 

material is able to stimulate students in developing their 

characters [67] because it is very appropriate for early 

childhood [68]. Education which includes local wisdom will 

create better students’ ways of thinking [69]. 

Moreover, local wisdom becomes the most efficient way to 

improve students’ reading skill. It can be utilized as learning 

material to increase students’ reading skill faster [70]. It is 

due to the emergence of local wisdom which is able to be one 

of the success factors for students’ reading skill by involving 

surrounding environments [71]. The implementation of local 

wisdom into reading materials is very important to add 

students’ knowledge in early reading skill [72].  

Local wisdom and early reading skill are indirectly related 

in basic education because it has to be introduced to students’ 

in elementary schools [73]. However, local wisdom is rarely 

utilized in reading activities; so it makes students’ intention 

to read to be low [74]. Local wisdom cannot be separated 

from language activities including reading [75], so it can be 

utilized to create more interesting learning to read [76]. In 

other words, the involvement of local wisdom in early 

reading activity needs to be given more attention because it 

can improve students’ early reading skill.Without 

considering local wisdom, teaching and learning process will 

get obstacles and children’s education will be chaotic [77]. It 

is because the role of local wisdom is very important for early 

children; it provides sharing value and important educational 

values [78]. Moreover, Local wisdom contains values that 

form the basis for education because it can build  

character [79] and religious value for children [80]. In other 

words, local wisdom plays an important role for children 

growth to create their characters and instill educational 

values, so teaching and learning process can be carried out 

successfully. 

Furthermore, the teaching and learning process which can 

utilize local wisdom is reading, especially education for early 

children. Local wisdom can make students to get closer to life 

and have fun in learning to read [81]. Based on the results of 

limited and field trials conducted by Khasanah et al. [82], 

local wisdom is proven to play important role in improving 

students’ early reading skills. 

In reading process, local wisdom drives to improve 

children’s intention and interest to read [83]. It gives 

effective impact on students’ reading skill [84]. It can be 

reading material for children and parents [85]. Therefore, it is 

important for parents and schools to present local wisdom 

values in children’s reading activities, so learning process 

will be more meaningful, fun, and effective. 

To obtain maximum learning result, innovative media is 

needed to adjust local wisdom values with developmental era 

and learn to read. It can be conducted by utilizing technology 

advance [86]. The implementation of technology in learning 

to read based on local wisdom can provide advantage that is 

educational and interesting for children [87]. 

Learning for early children is required to be more 

innovative and creative, especially in learning to read [88]. It 

is supposed to make students to more explore and take benefit 

of reading process [89]. One of innovations which can be 

implemented in presenting local wisdom into learning 

process is an application that integrates local wisdom values 

as basic of learning materials [90]. Based on those ideas, 

learning with local wisdom requires innovation which can 

make students understand the reading process by using 

technology in form of application. 

Currently, there are many reading applications which have 

been tested in previous researches. A research conducted  

by Nawaila et al. [46] reveals that DLMA_NEU is digital 

literacy application for Androids which is intended for 

children aged 7–18 years. However, that research has not 

shown materials to develop reading skill and its impact on 

students’ reading skill. Moreover, Al-Jarf [45] has conducted 

a research about Mobile Fiction Apps (MFA) as a media in 

increasing reading skill. In that research, it is stated that 

application is able to improve reading skill. However, it has 

not explained the fictional material used. In addition, both 

researches do not mention the use of local wisdom as basic 

materials for teaching reading. Therefore, this study presents 

a reading application which utilizes local wisdom. It has not 

been ever conducted by previous researchers. 

The design of reading app and local wisdom materials are 

the novelty of this study. There are many reading apps which 

have been developed and installed using Play Store, such as 

learning to read with Marbel app which has been developed 

by Educa Studio, learning to read app which has been 

developed by Taman Edukasi, let’s learn to read app which 
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has been developed Annisa Cipta Informatika. Those 

applications have taught users to read syllables, words, and 

sentences. However, it has not implemented local wisdom 

elements.  

Local wisdom elements are integrated into this reading app 

which has been designed and validated. It is able to drive 

students to have better reading comprehension. Furthermore, 

this reading app can be more interesting and motivate 

students. The novelty of this study can be viewed in Fig. 9.  

 

 
Fig. 9. Novelty of this study. 

V. CONCLUSION 

This study concludes that in developing 

local-wisdom-based reading application can utilize four 

stages, which are consisted of finding problems, analyzing it, 

designing and developing prototype of application, and 

evaluating it. Those stages have not been implemented by 

previous researchers in creating local-wisdom-based reading 

application. Adobe Animate CC 2022 has been used to 

design interactive media for ICT and spatial teaching 

materials. In this study, it is utilized to design 

local-wisdom-based application for early reading. Findings 

of this study provide information about students’ needs in 

early reading at primary school level. Teachers and other 

researchers can implement these four stages in developing 

similar application for other three language skills, such as 

listening skill, speaking skill, writing skill, or different 

materials needed by students. 
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