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Storytelling skills play an important role in developing
students’ language, imagination, and creativity. However,
classroom observations in Grade IV of SDN 106844 Pulau
Gambar revealed that students had low motivation in
storytelling activities due to the limited variation of media
used. This study aims to develop a Paper Doll learning
medium as an innovative tool to enhance students’ creativity
in fictional storytelling. The research employed the Research
and Development (R&D) method with the ADDIE model,
involving 19 fourth-grade students and one classroom
teacher. The product was validated by experts in content,
language, and design, and was categorized as “‘very
feasible.” Field trials indicated highly positive responses
from both teachers (100%) and students (98%). Students’
learning outcomes also showed significant improvement,
with the average pretest score of 12.63 increasing to 73.68
in the posttest. The N-Gain value of 0.70 indicated a high
level of effectiveness, and the paired t-test confirmed a
significant difference (p < 0.05) before and after the use of
the medium. These findings demonstrate that Paper Doll is a
feasible, practical, and effective learning medium for
Indonesian language instruction, particularly in improving
elementary students’ creativity in fictional storytelling.

1. Introduction

One of the essential competencies in Indonesian language learning at the
elementary school level is speaking skills. This skill serves as a foundation for
students to express ideas, convey information, and build effective social
interactions. Speaking competence does not develop automatically; it needs to be
trained through appropriate teaching strategies and assessment methods. According
to Siregar and Devianty (2024), teaching strategies supported by suitable media can
improve the effectiveness of learning, as media functions not only as an
instructional aid but also as a means of creating interactive, engaging, and
participatory learning environments. Similarly, Riniati (2022) highlights that the
habit of storytelling from an early age is important to help students communicate
more effectively. Learning media play a significant role in supporting storytelling
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activities. Azmi et al. (2023) describe instructional media as tools and methods that
facilitate communication between teachers and students, making interaction more
effective. The use of media clarifies learning materials, making them easier to
understand and helping achieve educational goals more optimally (Hasibuan,
2024). Mooduto et al. (2022) also reveal that the use of media in Indonesian
language classes not only smoothens classroom interaction but also creates a more
enjoyable learning atmosphere. Thus, the proper use of media can help students
grasp materials effectively while simultaneously boosting their interest in learning.

However, practical challenges remain. Based on an interview conducted on January
14, 2025, at SDN 106844 Pulau Gambar, students expressed boredom due to the
lack of variation in instructional media. This boredom was evident in their behavior:
difficulty concentrating, easily distracted, talking with peers during lessons, or
remaining passive during classroom activities. Limited use of media made it harder
for students to compose stories and express themselves orally. Consequently, their
learning motivation was low, and they struggled to think critically and creatively in
developing ideas. This situation highlights the urgent need for innovative learning
media that can engage students, encourage participation, and optimize their
potential. Fictional stories are an important part of Indonesian language learning,
as they develop reading, writing, imagination, and creativity.

Rusmawati and Hendratno (2024) stress that materials must match students’
development, language skills, and social context for meaningful learning. A good
understanding of fictional stories helps students create literary works and foster
creativity, while Dumayanti and Kusumawati (2024) note that fairy tales or short
stories also enhance logical thinking. Folklore adds value as cultural heritage rich
in moral lessons, shaping students’ character and preserving traditions (Lubis,
2021; Aini et al., 2024). Storytelling develops cognitive, linguistic, and social skills,
enriches vocabulary, builds confidence, trains problem-solving, encourages
empathy, and fosters social understanding (Anggraeni et al., 2021). Therefore,
teachers should actively guide students to practice creative storytelling from an
early stage.

Unfortunately, Hartati and Anwar (2023) found that media for supporting language
expression are still underutilized, leaving students struggling to express themselves,
either in writing or oral communication. Putri et al. (2025) point out that folklore
storytelling can address this issue, as it introduces children to literary elements
while simultaneously strengthening their storytelling abilities. Setiyaningsih et al.
(2023) also emphasize that storytelling must be trained and guided from an early
age to become an established skill. Indicators of effective storytelling include
accurate pronunciation, proper intonation, word choice (diction), and fluency
(Nurkholidah & Gemala, 2018). However, the monotony of existing media limits
student engagement, making innovation an urgent necessity. Previous studies
highlight the effectiveness of creative media. Abbas and Asih (2020) found that
hand puppet media significantly improved students’ ability to retell stories,
supported by positive responses from both teachers and students. Likewise, Arzani
and Marzoan (2020) reported that puppet media encouraged children to think
creatively, develop story ideas from characters, and organize them into coherent
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narratives. These findings indicate that performative media are particularly
effective in supporting storytelling skills

One promising innovation is the paper doll. Maulidah (2023) explains that paper
dolls are figures made from paper, often with clothes that can be removed and
reattached, providing students with opportunities for creative expression. This
media is not only interactive and enjoyable but also boosts students’ confidence
when speaking in public. Arlina et al. (2024) further found that puppet-based
storytelling enriched children’s vocabulary and improved their concentration and
enthusiasm. Paper dolls offer additional advantages: they are economical, simple to
make, environmentally friendly, and adaptable. Compared to conventional forms,
paper dolls can be produced in larger sizes, include story guidelines, incorporate
cultural values, and be made from more durable materials.

The relevance of paper dolls is reinforced by similar innovations in other studies.
Inayah et al. (2024) developed pop-up books to improve students’ interest in social
studies, creating interactive and engaging visuals. Elsa et al. (2024) demonstrated
that global method-based picture media enhanced reading ability through appealing
visuals. Shafa Ardita and Nirwana Anas (2023) showed that scrapbook media
improved cultural diversity learning by encouraging visual and narrative
expression. Nurul et al. (2021) found that Islamic-themed comics enhanced student
outcomes while embedding moral values. Meanwhile, Hilmi and Sapri (2022)
developed Islamic character-based student worksheets (LKPD) that not only
reinforced mathematical concepts but also shaped character. These findings
collectively emphasize the importance of interactive, value-based, and visually
creative media in education. Paper dolls align well with these principles, as they
stimulate imagination, language skills, and storytelling creativity. Based on these
considerations, the present study aims to develop paper doll media to enhance the
creativity of fiction storytelling among Grade IV students at SDN 106844 Pulau
Gambar. This media is expected to not only increase students’ motivation but also
provide an interactive learning experience that supports the optimal development
of storytelling skills. With this approach, Indonesian language learning can become
more engaging, meaningful, and focused on strengthening students’
communication and creative competencies.

2. Methodology

This research employed the Research and Development (R&D) method with the
aim of creating and refining a learning product to support students’ storytelling
skills. The R&D approach was chosen because it allows for both validation and
improvement of a product through systematic stages. According to Okpatrioka
(2023), R&D is widely used in educational research to ensure that the final product
is both effective and feasible in real classroom settings. In this study, the product
being developed was a Paper Doll medium designed to enhance creativity and
engagement in fourth-grade students during storytelling activities.
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The development process followed the ADDIE model, which consists of five
stages: Analyze, Design, Development, Implementation, and Evaluation (Waruwu,
2024). This model was selected because of its systematic nature, clarity, and
adaptability for instructional product design. The research was conducted at SDN
106844 Pulau Gambar during the even semester of the 2024/2025 academic year.
The participants included 19 fourth-grade students and their classroom teacher,
while the object of the study was the Paper Doll media. To better understand how
the research was carried out, it is important to first review the ADDIE development
model, which served as the guiding framework throughout the process. The model
begins with the Analyze stage, where the researcher identified student needs,
reviewed curriculum requirements, and considered the facilities available at the
school. At this stage, the storytelling challenges faced by fourth-grade students were
carefully examined, and strategies to stimulate creativity were identified. In the
Design stage, the specifications of the Paper Doll were planned, including character
designs, clothing options, and background illustrations to make the product both
engaging and interactive.

The Development stage involved producing the Paper Doll using Canva, after
which the product was validated by experts in media and subject content. Once
validated, the Implementation stage was conducted by testing the Paper Doll in
small and large group settings. During these sessions, students practiced storytelling
with the Paper Doll, while teachers observed and evaluated its practicality in a
classroom setting. The process concluded with the Evaluation stage, in which
feedback was collected from both teachers and students, alongside test results, to
refine and improve the product for future use. The sequence of these stages is
visually represented in Figure 1, which illustrates the steps of the ADDIE
Development Model.

Development

<
S

Figure 1. Steps of the ADDIE Development Model

As shown in the figure, the ADDIE model structured the entire research process,
ensuring that each phase contributed meaningfully to the creation of a valid,
practical, and effective learning medium. The research instruments consisted of
both test and non-test techniques. The test technique comprised a pretest and
posttest: the pretest was administered to measure students’ initial storytelling ability
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before the Paper Doll was used, while the posttest assessed improvements
afterward. The non-test instruments included questionnaires, interviews,
observations, and documentation. Questionnaires collected student and teacher
responses about the practicality of the media. Observations and interviews offered
qualitative insights into the learning process, while documentation provided
supporting evidence.

Data analysis applied quantitative descriptive methods. Validation results from
experts were analyzed using percentage techniques, and the outcomes were
classified into levels of feasibility. Practicality was measured using a Likert scale,
which is useful for assessing attitudes, opinions, and perceptions (Sugiyono, 2023).
Furthermore, the results of the pretest and posttest were compared to evaluate the
effectiveness of the Paper Doll in improving storytelling skills. The Likert scale
interpretation criteria grouped percentages into categories ranging from “very low”
to “very high,” which enabled researchers to determine the strength of student
responses toward the developed product. By following this methodology, the study
ensured that the Paper Doll medium not only fulfilled expert standards of validity
but also demonstrated classroom practicality and effectiveness in enhancing student
creativity through storytelling.

3. Results and Discussion

The development stage was an essential process to realize the Paper Doll design
into a product that could be used in learning activities. At this stage, the researcher
created the Paper Doll media using Canva, which was then printed on thick paper
to ensure durability and make it easier for students to use. The characters were
designed to suit children’s world, so they were expected to capture students’
attention and motivate them to construct fictional stories.

After the product was completed, validation was conducted by experts to ensure its
feasibility before being tested in the classroom. The validation process involved
three types of experts, namely media experts, language experts, and subject matter
experts. The validation carried out by media experts focused on four assessment
aspects: content feasibility, media design quality, practicality of use, and relevance
to learning. The detailed results of the media expert validation are presented in
Table 1 below.

Table 1. Results of Media Expert Validation Questionnaire

No Assessment Aspect Score

1 Content Feasibility 13

2 Media Design Quality 19

3 Practicality of Use 18

4 Relevance to Learning 13

Total 63

Maximum Score 70
Feasibility Result 90%

Feasibility Criteria Very Feasible
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Based on Table 1, the results of the media expert validation questionnaire indicate
that the Paper Doll media obtained the criterion of very feasible for use in the
learning process. In terms of content feasibility, the media was assessed as being
aligned with the objectives of Indonesian language learning, particularly the skill
of storytelling in fiction, making the presented content relevant to students’ needs.
Regarding the quality of media design, Paper Doll received the highest score,
demonstrating that the visual design, proportions, and overall attractiveness were
excellent and appropriate to the characteristics of elementary school students.
Furthermore, in terms of practicality of use, the media was considered easy to
implement by both teachers and students, without requiring additional skills or
specific facilities. This supports the flexibility of the media when applied in the
classroom. The aspect of relevance to learning also received a high rating,
emphasizing that this media effectively supports the achievement of basic
competencies and aligns with the applicable curriculum. Overall, the results of
media expert validation suggest that Paper Doll is not only visually appealing but
also practical and relevant to support the learning process. Thus, the media was
declared very feasible to proceed to the field trial stage. Following this, validation
by language experts was also conducted to ensure the accuracy and clarity of
language use in the Paper Doll media. The results of the language expert validation
are presented in Table 2 below.

Table 2. Results of Language Expert Validation Questionnaire

No Assessment Aspect Score

1 Accuracy of Language 8

2 Clarity of Sentences 10

3 Appropriateness to Students’ Level 9

4 Consistency of Language Use 4
Total 31
Maximum Score 35
Feasibility Result 89%
Feasibility Criteria Very Feasible

Based on Table 2, the results of the language expert validation questionnaire show
that the Paper Doll media was categorized as very feasible for use in learning. In
terms of language accuracy, the media was considered to have complied with
linguistic rules so that it did not create ambiguity or confusion. The clarity of
sentences aspect obtained a high score, indicating that the sentences used in the
guide as well as in the supporting texts were easy for students to understand. In
addition, the appropriateness to students’ level aspect also received a good
evaluation. This means that the language used was simple, communicative, and
aligned with the cognitive abilities of elementary school students. In the aspect of
consistency of language use, the media was still rated positively, although it
received a relatively lower score compared to the other aspects. This suggests that,
in general, the use of language in the media was consistent, although there were
some minor notes for improvement from the validator. Overall, the results of the
language expert validation emphasize that the Paper Doll media fulfilled good
linguistic criteria for use in learning. The clear, simple, and student-appropriate
language makes this media highly feasible to support students’ storytelling skills in
fiction. Following this, validation was also carried out by subject matter experts to
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evaluate the content quality and relevance of the Paper Doll media. The results of
the subject matter expert validation are shown in Table 3 below.

Table 3. Results of Subject Matter Expert Validation Questionnaire

No Assessment Aspect Score

1 Content Feasibility 19

2 Feasibility of Presentation 15

3 Use of Language 15

4 Relevance to Real-Life Phenomena 9
Total 58
Maximum Score 60
Feasibility Result 97%
Feasibility Criteria Very Feasible

Based on Table 3, the results of the subject matter expert validation questionnaire
indicate that the Paper Doll media was categorized as very feasible. In terms of
content feasibility, the media received a high score because the content presented
was aligned with the basic competencies and supported the learning objectives of
storytelling skills in fiction. The feasibility of presentation aspect also obtained a
good score, showing that the material was organized in a coherent, systematic
manner and was easy for students to understand. Regarding the use of language, the
media was assessed as appropriate for the cognitive development of elementary
school students, ensuring that the messages in the material could be conveyed
clearly. Meanwhile, the relevance to real-life phenomena aspect also received a
high score, indicating that the content of the media was connected to students’ daily
lives, making it more understandable and meaningful. Overall, the results of the
subject matter expert validation highlight that the Paper Doll media is not only
visually attractive but also possesses appropriate content, presentation, and
language to support learning. With such a high feasibility score, this media can be
declared highly suitable for enhancing students’ creativity in storytelling. The
implementation stage was the process of applying the Paper Doll media after it had
passed the expert validation phase. At this stage, the media was directly used in
fiction storytelling lessons for fourth-grade students at SDN 106844 Pulau Gambar,
involving the teacher and 19 students as respondents. The results of the teacher and
student response questionnaires are presented in Table 4 below.

Table 4. Results of Teacher and Student Response Questionnaires

Questionnaire Result Criteria
Teacher 100% Excellent
Student 98% Excellent

Based on Table 4, the results of the teacher response questionnaire showed a
percentage of 100% in the excellent category. This indicates that the teacher
assessed the Paper Doll media as very practical, easy to use, and appropriate for the
needs of storytelling skill learning. The teacher also considered that this media
could help create a more interactive and engaging classroom atmosphere.
Meanwhile, the results of the student response questionnaire reached 98%, also in
the excellent category. This demonstrates that almost all students gave positive
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evaluations of the Paper Doll media. Students reported feeling happy, motivated,
and supported in composing and presenting stories using this media. These positive
responses suggest that the Paper Doll media successfully attracted students’
attention while fostering their activeness and creativity in storytelling activities.
Overall, the teacher and student response questionnaires reinforce the previous
validation findings, confirming that Paper Doll is highly feasible for use in learning,
both in terms of practicality and effectiveness. In addition to response
questionnaires, the effectiveness of the Paper Doll media was further measured
through pretest and posttest scores given to students.

The learning media developed is a Paper Doll featuring child and adult characters,
complete with various facial expressions. This media is made from thick paper
attached to wooden sticks, making it easy to use during storytelling activities. With
the feature of interchangeable faces according to the story’s situation, students can
more freely express the emotions of the characters, such as happiness, sadness,
anger, or surprise. This feature makes storytelling activities more lively, interactive,
and enjoyable. It also helps students develop their creativity and imagination while
engaging with the story. The results of this media development can be seen in
Figure 1. Developed Paper Doll Media.

Figure 1. Developed Paper Doll Media

Figure 1 shows the developed Paper Doll media, featuring child and adult characters
made from thick paper attached to wooden sticks for easy handling. The simple and
colorful design allows students to easily recognize and differentiate the characters.
By manipulating the dolls, students can follow the story’s plot and understand each
character’s role. This hands-on approach encourages active participation and
improves comprehension. In addition, the media includes interchangeable facial
expressions, which will be illustrated in Figure 2 to show how students can express
emotions during storytelling. Overall, the Paper Doll effectively combines visual
representation with interactive learning.
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Figure 2. Facial Expression Variations of Paper Doll Characters

Figure 2 presents the variety of facial expressions available for the Paper Doll
characters, including happy, sad, surprised, and crying faces. This feature enables
students to adapt the characters’ emotions to match the story’s events. By changing
expressions, students can express feelings more accurately and make the
storytelling process more dynamic. It also helps develop empathy and emotional
understanding in early learners. The expressive faces encourage creativity and
engagement during the activity. In conclusion, the variation in expressions enriches
the storytelling experience and supports emotional and social development. After
the development stage of this Paper Doll media, its effectiveness was tested through
an analysis of the pretest and posttest results administered to the students. This
analysis aimed to determine the extent of improvement in storytelling skills
following the use of the media. The results of this testing are presented in Table 5.

Table 5. Results of N-Gain Test

Test Result N-Gain
Pretest 12.63 0.70
Posttest 73.68

The average pretest score before using the media was 12.63, while the average
posttest score after using the media increased to 73.68. This improvement was
further analyzed using the N-Gain test to measure the relative effectiveness of
learning. The calculation results showed that the N-Gain value was categorized as
high because it reached > 0.70. This means that the use of Paper Doll media was
effective in improving students’ storytelling skills. Overall, the implementation
stage proved that Paper Doll media was not only practical and engaging for both
teachers and students but also effective in enhancing storytelling creativity, as
shown by the N-Gain results indicating a significant improvement in students’
abilities. In addition to the N-Gain test, the researcher also employed a paired t-test
to determine whether there was a statistically significant difference between the
pretest and posttest results. The findings of the paired t-test are presented in Table
6 below.
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Table 6. Results of t-Test

Paired Samples Test

Paired Differences
95% Confidence

Sig.
Std. Std. Inte'rval of the Q-
Deviatio  Error Difference tailed
Mean n Mean Lower Upper t df )
Pai  Pretest - 22,8265 52367 - - - 1 0,000
rl - 61,05263 8 8 72,05469 50,05057 11,658 8

Posttes
t

The significance value (Sig. 2-tailed) was obtained at 0.000 (< 0.05), which means
that the improvement in students’ scores after using the Paper Doll media did not
occur by chance but was truly influenced by the use of this media. Thus, the
implementation stage proved that the Paper Doll media was not only rated excellent
by both teachers and students but also statistically proven to be effective in
enhancing students’ storytelling creativity. Evaluation was conducted both
formatively and summatively. Formative evaluation was carried out at each stage
of development by considering feedback from validators, teachers, and students.
Meanwhile, summative evaluation was conducted after the implementation phase
by assessing the improvement of students’ storytelling skills, the practicality of the
media, and user satisfaction. The evaluation results showed that Paper Doll was
highly effective in improving storytelling creativity, as indicated by the
enhancement of indicators such as accuracy of intonation, word choice, fluency,
and confidence in delivering stories in front of the class.

Overall, the findings of this study demonstrate that the Paper Doll media
successfully created a more active, enjoyable, and meaningful learning
environment. This media provided students with opportunities to imagine, practice
intonation, choose appropriate diction, and construct stories with coherent plots.
This supports the statement of Setiyaningsih, Yuwana, and Hendratno (2023), who
argued that innovative media can help improve storytelling skills through
interactive learning experiences. Therefore, the Paper Doll has been proven to be a
simple, economical, environmentally friendly, and effective alternative learning
media to enhance the storytelling creativity of elementary school students.

4. Conclusion

Based on the results of this study, it can be concluded that the development of the
Paper Doll media to enhance storytelling creativity among fourth-grade students at
SDN 106844 Pulau Gambar was successful. Validation results from media experts,
language experts, and subject matter experts indicated that this media falls into the
category of highly feasible, both in terms of visual design, communicative language
use, and alignment with the curriculum. Teachers and students also gave highly
positive responses, with evaluation scores reaching nearly perfect percentages.
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Teachers considered the media practical and easy to use, while students reported
feeling happy, motivated, and supported in constructing and presenting their stories.

The effectiveness of Paper Doll media was further proven through the increase in
students’ average scores from pretest to posttest. The N-Gain analysis showed an
improvement in the medium category, indicating that this media is quite effective
in developing storytelling skills. In addition, the results of the Paired Sample t-test
demonstrated a significant difference between pretest and posttest scores,
confirming that the use of Paper Doll media genuinely had a positive impact on
enhancing students’ storytelling creativity. Therefore, Paper Doll media is proven
to be valid, practical, and effective for use in Indonesian language learning. This
media fosters a more interactive and enjoyable learning atmosphere, while also
providing opportunities for students to use their imagination, build self-confidence,
and develop creativity in storytelling.
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