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ABSTRACT 
 
This study develops teaching materials for writing fantasy texts based on Book Creator using the Problem-Based 
Learning (PBL) model to enhance the creativity and writing skills of seventh-grade junior high school students. 
This research employs the Research and Development (R&D) method, encompassing needs analysis, product 
development, expert validation, small-scale trials, and large-scale trials. Validation results indicate that the 
teaching materials are highly feasible, with an average score of 86.2 based on expert and student assessments. 
Moreover, these materials effectively improve students’ writing skills, with a 75% increase in the experimental 
class compared to 38% in the control class. The strength of these teaching materials lies in the interactive features 
of Book Creator, which enable students to develop fantasy stories using text, images, and other multimedia 
elements. The implementation of the PBL model also helps students understand story structures while enhancing 
critical and creative thinking skills. Thus, this study concludes that Book Creator-based teaching materials with 
the PBL model are more effective than conventional methods in improving students’ writing skills and creativity. 
These findings are expected to serve as a reference for teachers in developing technology-based learning 
innovations in the digital era. 
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ABSTRAK 
 
Penelitian ini mengembangkan bahan ajar penulisan teks fantasi berbasis Book Creator menggunakan model 
Problem-Based Learning (PBL) untuk meningkatkan kreativitas dan kemampuan menulis siswa kelas tujuh. 
Penelitian ini menggunakan metode Penelitian dan Pengembangan (R&D), yang mencakup analisis kebutuhan, 
pengembangan produk, validasi ahli, uji coba skala kecil, dan uji coba skala besar. Hasil validasi menunjukkan 
bahwa bahan ajar sangat layak, dengan skor rata-rata 86,2 berdasarkan penilaian ahli dan siswa. Selain itu, 
materi ini secara efektif meningkatkan keterampilan menulis siswa, dengan peningkatan 75% di kelas 
eksperimental dibandingkan dengan 38% di kelas kontrol. Kekuatan dari bahan ajar ini terletak pada fitur 
interaktif Book Creator, yang memungkinkan siswa mengembangkan cerita fantasi menggunakan teks, gambar, 
dan elemen multimedia lainnya. Penerapan model PBL juga membantu siswa memahami struktur cerita sekaligus 
meningkatkan keterampilan berpikir kritis dan kreatif. Dengan demikian, penelitian ini menyimpulkan bahwa 
bahan ajar berbasis Book Creator dengan model PBL lebih efektif dibandingkan metode konvensional dalam 
meningkatkan kemampuan menulis dan kreativitas siswa. Temuan ini diharapkan dapat menjadi acuan bagi guru 
dalam mengembangkan inovasi pembelajaran berbasis teknologi di era digital.  
 
Kata kunci : bahan ajar, pembuat buku, pembelajaran berbasis masalah, kreativitas, penulisan teks fantasi. 
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INTRODUCTION 

The development of teaching materials for writing fantasy story texts using the Book 

Creator application aims to enhance the creativity of seventh-grade junior high school students. 

In the context of education in Indonesia, the Kurikulum Merdeka emphasizes the importance 

of student-centered learning that fosters character development in alignment with the Profil 

Pelajar Pancasila. This curriculum is designed to shape students who are not only 

academically intelligent but also possess strong character, independence, and creativity. One 

of the main challenges in achieving this goal is improving students' writing skills, particularly 

in composing fantasy story texts. 

Writing fantasy story texts is an integral part of Indonesian language learning. This 

activity not only hones students' critical and creative thinking skills but also helps them express 

their imagination and ideas through writing. However, many students struggle to write fantasy 

stories with the proper structure, which includes orientation, complication, and resolution. 

These difficulties often arise due to a lack of effective writing practice and low motivation in 

learning. 

This research aims to develop teaching materials for writing fantasy story texts using 

the Book Creator application. This application was chosen for its ability to provide an engaging 

and interactive digital learning medium. By utilizing Book Creator, students can participate 

more actively and creatively in the learning process, as the application supports multimedia 

features such as text, images, audio, and video (Diana, 2020) . 

Previous studies have shown that incorporating digital applications in learning can 

increase student engagement and interest. Moreover, digital teaching materials developed using 

Book Creator have been proven to be highly valid and practical. Therefore, this study seeks to 

complement previous research by focusing on enhancing students’ creativity through fantasy 

story writing. 

One of the major issues in teaching fantasy story writing is the lack of student 

enthusiasm. A teaching approach that focuses solely on theory and structure without sufficient 

practice is one of the contributing factors. Additionally, limitations in learning facilities and 

infrastructure further hinder students’ needs. Therefore, this study also aims to identify the 

challenges faced by students and teachers in implementing learning using the Problem-Based 

Learning (PBL) model supported by Book Creator. 
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The development of teaching materials using Book Creator is expected to improve 

students’ ability to write fantasy story texts and boost their creativity. With this approach, 

students are anticipated to become more motivated to learn and capable of producing more 

imaginative and creative works. This research is also expected to contribute to both theoretical 

and practical advancements in Indonesian language learning, particularly in writing fantasy 

story texts. 

In the learning process, teaching materials play a crucial role. Effective teaching 

materials should align with the curriculum and be designed according to student characteristics, 

including their social, cultural, and geographical backgrounds, as well as their level of 

development. Therefore, when developing teaching materials, it is essential to consider 

students' characteristics and needs, ensuring that the curriculum’s objective of active student 

participation in the learning process is met. Well-structured teaching materials can make 

learning more effective and help students develop their knowledge, attitudes, understanding, 

and skills. 

In this context, Book Creator serves as a highly beneficial tool. This application allows 

students to create interactive and engaging digital books. With features such as interactive text, 

illustrations, narrated audio, and supporting videos, students can more easily comprehend and 

convey their ideas in the form of fantasy stories. Furthermore, Book Creator facilitates online 

collaboration, enabling students to work together on a single digital book project remotely. 

The use of Book Creator in fantasy story writing not only enhances student 

engagement and motivation but also helps them develop better writing skills. By utilizing its 

features, students can produce more creative, engaging, and imaginative works. This aligns 

with the objective of this research—to enhance students’ creativity in writing fantasy story 

texts through the use of Book Creator. 

In developing teaching materials, it is essential to ensure that the content is 

comprehensible to students. Proper evaluation enables teachers to refine and improve the 

developed instructional materials. According to Gatot, as cited in Rosidhah & Forijati, the 

development of teaching materials is a systematic process of identifying, designing, and 

evaluating content and instructional planning to achieve learning objectives effectively and 

efficiently (Rosidhah, E., 2020). Thus, teachers can create instructional resources that facilitate 

students’ understanding of the subject matter. 
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The learning modules developed using Book Creator should incorporate all essential 

components of teaching materials. The modules must be systematically and attractively 

structured, covering content, techniques, and evaluation while allowing for independent use. 

According to Tri, a module is a systematically and engagingly designed teaching material that 

includes substance, content, techniques, and evaluation, enabling independent learning (Tri, 

2021). This view is supported by Iskandar, who stated that a module is a collection of 

systematically designed teaching materials that assist teachers or facilitators (Iskandar, 2024). 

Therefore, the development of teaching materials for writing fantasy story texts using Book 

Creator is expected to serve as an innovative solution to enhance students' creativity and writing 

skills. Through the integration of technology in learning, students are expected to be more 

actively and creatively involved in the learning process. This study not only contributes to 

improving the quality of Indonesian language learning but also supports character development 

in students in accordance with the Profil Pelajar Pancasila. 

 

METHOD 

The research method used in developing teaching materials for writing fantasy story 

texts with the Book Creator application to enhance the creativity of seventh-grade junior high 

school students is the Research and Development (R&D) method. This study follows the model 

proposed by Borg & Gall, which consists of eight main stages. The first stage is research and 

information gathering, which involves surveys and literature studies related to the issues being 

examined. This step aims to formulate a solid research framework. Next, the planning stage is 

carried out by identifying the necessary skills and competencies and determining the objectives 

to be achieved at each stage. The third stage is the development of the initial product, where 

the preliminary version of the teaching materials is created. This includes preparing supporting 

components, developing guidelines, and evaluating the feasibility of the supporting tools. 

Afterward, an initial field trial is conducted on a limited scale involving 30 subjects. Data is 

collected through interviews, observations, and questionnaires for further analysis. 

The next stage involves revising the product based on the results of the initial trial. 

Improvements are made to produce a main product draft ready for broader testing. The primary 

field test involves subjects at the first trial school, followed by operational product revisions 

for refinement before the final validation. The final stage is the dissemination and 
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implementation of the developed product. The validated product is then applied in the field. In 

this study, some steps, such as operational field trials and final product revisions, were adjusted 

or omitted due to time, resource, and budget constraints. 

The research instruments include questionnaires designed using a Likert scale to 

assess the feasibility of the teaching module. A creativity test is also conducted to compare the 

effectiveness of the Book Creator module with conventional teaching materials. The collected 

data is analyzed using SPSS and Microsoft Excel to ensure the accuracy and validity of the 

research results. This method provides a comprehensive framework for developing and 

evaluating innovative teaching materials, focusing on enhancing students' creativity in writing 

fantasy story texts. 

 

RESULT AND DISCUSSION 

Result 

Teaching Material Development Process  

The PBL model based on Book Creator was developed through several stages, 

including needs analysis, concept design, expert validation, and product trials. The PBL 

learning syntax consists of problem presentation, organization for learning, 

independent/collective investigation, development and production, result presentation, and 

process analysis and evaluation. The Book Creator media was used as an interactive tool to 

support students' creativity in writing. 

 

Feasibility of the Learning Model  

Expert validation results indicate that this learning model is highly feasible, with an 

average score of 89.78% for product design, 92% for teaching modules, and 95.56% for media 

technology aspects. Additionally, student assessments from four trial schools showed an 

average score of 86.7%, which falls into the highly feasible category. 

Table 1. Expert Validation Results 

Aspect Average Score 
(%) 

Criteria 

Product Design 89.78 Highly Feasible 
Teaching Module 92.00 Highly Feasible 

Media Technology (IT) 95.56 Highly Feasible 
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Table 2. Student Assessments from Four Schools 

School Average Score 
(%) 

Criteria 

SMP An-Nur (Small-Scale Trial) 84.9 Highly Feasible 
SMPN 2 Tirtamulya (Large-Scale Trial A) 85.9 Highly Feasible 
SMP IT Nurul Ilmi (Large-Scale Trial B) 86.3 Highly Feasible 

SMP Pupuk Kujang (Product Trial) 89.7 Highly Feasible 
Overall Average 86.7 Highly Feasible 

 

Explanation: 

1. Expert Validation: The validation results indicate that this learning model is highly 

feasible for use, with an average score above 89% for product design, teaching modules, 

and media technology aspects. Experts provided high scores because the model meets 

quality standards and is effective in supporting learning. 

2. Student Assessment: Students from four schools responded positively, with an average 

score of 86.7%, classified as highly feasible. This shows that students find this learning 

model engaging, interactive, and helpful in improving their ability to write fantasy texts. 

3. Conclusion: The PBL model based on Book Creator has been proven feasible and 

effective for teaching fantasy text writing at the junior high school level. This conclusion 

is supported by validation and student assessment data, which indicate a high level of 

satisfaction and significant learning improvements. 

 

Effectiveness of the Learning Model  

Trial results showed a significant improvement in students' ability to write fantasy 

texts. In the small-scale trial, the average score increase reached 78.2, while in the large-scale 

trial, the average score increased to 85.9. N-Gain analysis demonstrated that this model is 

categorized as moderately effective, with an average score of 71.98% for knowledge and 

73.02% for skills. 

Table 3. Small-Scale and Large-Scale Trial Results 

Trial Initial Average 
Score 

Final 
Average Score 

Score 
Increase 

Small-Scale Trial 78.2 85.9 +7.7 
Large-Scale Trial 81.07 86.3 +5.23 
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Table 4. N-Gain Analysis Results 

Aspect Average N-
Gain (%) 

Effectiveness 
Criteria 

Knowledge 71.98 Moderately Effective 
Skills 73.02 Moderately Effective 

 

Table 5. Comparison of Experimental and Control Classes 

Class Average N-Gain 
Knowledge (%) 

Average N-Gain 
Skills (%) 

Effectiveness 
Criteria 

Experimental 
Class 

71.98 73.02 Moderatel
y Effective 

Control Class 21.49 32.06 Not 
Effective 

 

Table 6. Validation and Feasibility Results 

Aspect Average Validation Score (%) Feasibility Criteria 
Product Design 89.78 Highly Feasible 

Teaching Module 92 Highly Feasible 
Media Technology (IT) 95.56 Highly Feasible 

Student Assessment 86.7 Highly Feasible 
Explanation: 

1. Small-Scale Trial: The initial average score of 78.2 increased to 85.9 after applying 

the PBL model based on Book Creator, indicating a significant improvement. 

2. Large-Scale Trial: The initial average score of 81.07 increased to 86.3, also showing 

significant improvement. 

3. N-Gain Analysis:  

a. Knowledge: The average N-Gain of 71.98% falls within the moderately effective 

category. 

b. Skills: The average N-Gain of 73.02% also falls within the moderately effective 

category. 

4. Comparison of Experimental and Control Classes:  

a. The experimental class showed significant improvement, whereas the control class 

did not meet the effectiveness criteria. 

5. Validation and Feasibility: This model is deemed highly feasible based on expert 

validation and student assessment. 

Thus, the Problem-Based Learning (PBL) model based on Book Creator has proven 

effective in enhancing junior high school students' ability to write fantasy texts. 
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Discussion 

1. Model Development Process  

The PBL model based on Book Creator was designed to address students' challenges 

in writing, such as difficulty expressing ideas, limited vocabulary, and lack of imagination. 

The structured learning syntax helps students understand the material comprehensively, 

while the interactive features of Book Creator facilitate their creative development of 

fantasy stories. 

2. Model Feasibility 

Expert validation and student assessments indicate that this model is feasible and 

effective for use. Experts rated highly on aspects such as syntax, reaction principles, social 

principles, and support systems. Additionally, students responded positively to the use of 

Book Creator, making learning more engaging and interactive. 

3. Model Effectiveness  

The implementation of the PBL model based on Book Creator has been proven to 

enhance students' ability to write fantasy texts. The increase in formative assessment 

scores from pre-test to post-test demonstrates that this model effectively helps students 

develop creativity and writing skills. These results align with previous research, which 

shows that PBL can improve students' learning outcomes. 

4. Challenges and Solutions 

a. Challenges: Students still experience difficulties in expressing ideas, selecting 

appropriate diction, and building an imagination that supports fantasy storytelling. 

b. Solutions: The PBL model based on Book Creator is designed to provide guidance and 

stimuli that help students overcome these challenges. The interactive features of Book 

Creator, such as illustrations and visual elements, assist students in developing their 

imagination. 

The Problem-Based Learning model based on Book Creator has proven effective in 

improving junior high school students' ability to write fantasy texts. This model is suitable for 

the learning process as it meets feasibility standards based on expert validation and student 

assessments. With structured learning syntax and interactive features of Book Creator, students 

can optimally develop their creativity and writing skills. 
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CONCLUSION 

The development and implementation of a Problem-Based Learning (PBL) model 

using the Book Creator application aims to enhance the ability of seventh-grade junior high 

school students to write fantasy stories and foster their creativity. This study follows a 

simplified Research and Development (R&D) methodology consisting of five stages: product 

analysis, initial version development, expert validation, small-scale testing, and large-scale 

testing. The findings indicate the effectiveness of the PBL model, with an average score of 84.9 

in small-scale trials and 86.3 in large-scale trials conducted in four schools. The experimental 

group demonstrated significant improvements in both knowledge and writing skills compared 

to the control group. However, challenges such as students' difficulties in structuring creativity 

and technical constraints were also identified. Future research is recommended to adapt the 

PBL model to various learning materials and contexts while enhancing collaboration and 

providing structured guidance in the writing process. In conclusion, the Book Creator-based 

PBL model holds great potential for improving language learning. However, further 

development is needed to optimize its effectiveness. 

 

REFERENCES 

Aristya, I. S., Muin, A., & Wijaya, A. P. (2022). Penerapan Model Pembelajaran Problem 
Based Learning pada Pembelajaran Menulis Teks Cerita Fantasi Siswa. Jurnal STKIPM 
Pagalaram.  

Arif, A., & Masdalipa, R. (2020). Pelatihan Modul Pembelajaran Menggunakan MS Word bagi 
Guru SMP dan SMA di Pulau Pinang Lahat. Ngabdimas, 3(2), 41–50. 

Astari, T. (2023). Pengembangan LKS Matematika Realistik di Sekolah Dasar. CV Edupedia 
Publisher. 

Cahyadi, W. (2021). Pengembangan Modul Matematika Berbasis Metode Matematika Nalaria 
Realistik Terinternalisasi Nilai-Nilai Keislaman pada Materi Bilangan. Doctoral 
Dissertation, UIN Fatmawati Sukarno. 

Datu, Y. L., Nyoto, Diplan, & Manesa, F. X. (2023). Upaya Meningkatkan Keterampilan 
Menulis Deskripsi dengan Menggunakan Metode Tanya Jawab Berbantuan Media 
Gambar Berseri Pada Peserta Didik Kelas IV-A Di SDN 8 Menteng Palangka Raya. 
Prosiding Seminar Nasional Pendidikan, Bahasa, Sastra, Seni, Dan Budaya, 2(1), 31–41. 

Dian, P. (2023). Tingkat Kreativitas Anak Usia 5-6 Tahun di Sekolah Alam Lampung. Fakultas 
Keguruan Dan Ilmu Pendidikan. 

Diana, S., Sianipar, S., & Harianja, R. (2022). Gerakan Literasi Digital Nasional sebagai Salah 
Satu Media Pembelajaran di Kota Medan. Jurnal Ekonomi, Bisnis, Dan Teknologi, 2(2). 

Dongoran, F. R., Simanunakalit, L. M., Dewi, L. R., & Sofiandi, E. (2023). Strategi Belajar & 
Pembelajaran dalam Meningkatkan Keterampilan Bahasa. Journal of Education and 



      Volume 9 Number 2, May 2026 
 

E – ISSN 2621-0169 
 
 
 

 

76 | Development of Teaching Materials for Writing Fantasy Story Texts using Book Creator Junior High School Students 

Instruction (JOEAI), 6(1), 75–81. 
Dwipa, D. P., Wardani, N. E., & Anindyarini, A. (2020). Pelaksanaan Pembelajaran Menulis 

Cerita Fantasi: Studi Kasus di Kelas VII SMP Negeri 4 Surakarta. Basastra: Jurnal Bahasa, 
Sastra, Dan Pengajarannya, 8(1). 

Erlangga, S. Y., Poort, E. A., Manasikana, O., & Dimas, A. (2023). Meta-Analisis: Effect Size 
Model Pembelajaran Berbasis Masalah pada Kemampuan Berpikir Tingkat Tinggi 
(HOTS) dan Pemahaman Konseptual Siswa dalam Fisika. Compton: Jurnal Ilmiah 
Pendidikan Fisika, 9(2), 185–198. 

Fadli, Z., & Anshari, K. (2022). Pengembangan Modul Gambar Teknik Mesin Berbasis 
Cooperative Learning di Akademi Komunitas Negeri Pesisir Selatan. Journal of 
Education Informatic Technology and Science, 4(1), 71–80. 

Faqih, F. I., & Setyawan, A. (2021). Pengembangan Media Pembelajaran Bahasa Indonesia 
pada Tema Cerita Fantasi Berkearifan Lokal Madura Berbasis Android. Indonesian 
Language Education and Literature, 7(1), 71–87. 

Febriana, R., Yusri, R., & Delyana, H. (2020). Modul Geometri Ruang Berbasis Problem Based 
Learning terhadap Kreativitas Pemecahan Masalah. Aksioma: Jurnal Program Studi 
Pendidikan Matematika, 9(1), 93. 

Ferazona, S. (2020). Peningkatan Kemampuan Berpikir Kritis melalui Penggunaan Strategi 
Active Sharing Knowledge Upaya Mempersiapkan Generasi Abad 21: Berpikir Kritis. 
Perspektif Pendidikan Dan Keguruan, 11(1), 64–70. 

Fikrah, Z., & Sukma, E. (2022). ). Pengembangan Bahan Ajar Digital Menggunakan Aplikasi 
Book Creator pada Pembelajaran Tematik Terpadudi Kelas IV SDN 12 Air Sikambing 
Kabupaten Pesisir Selatan . Doctoral Dissertation, Universitas Negeri Padang. 

Firmansyah, H., Roshayanti, F., & Untari, M. F. A. (2023). Profil Kreativitas Peserta Didik 
Kelas 3 SDN Rejosari 01 pada Proyek Pembuatan Kincir Angin Sederhana. Didaktik: 
Jurnal Ilmiah PGSD STKIP Subang, 9(2), 4754–4766. 

Fitria, R. (2022). Panduan Praktis Merancang Buku Digital Berbasis Book Creator. 
SAGUSATAL IGI. 

Gereda, A. (2020). Keterampilan Berbahasa Indonesia: Menggunakan Bahasa Indonesia secara 
Baik dan Benar. Edu Publisher. 

Hadi, S., Chairyadi, E., Fatria, N. A. E., Hermawan, A., Narendra, R., & Galuh. (2023). 
Bimtek: Otomasi Format Kepenulisan Karya Tulis Ilmiah untuk Meningkatkan “Learn to 
Do” (Studi Abdi: Menulis Ilmiah Mahasiswa-Mahasiswa UNU Blitar. Jurnal Pengabdian 
Dan Pemberdayaan Nusantara (JPPNu), 5(2), 228–236. 

Hanipah, A. D., Amalia, T. N., & Setiabudi, D. I. (2022). Urgensi Lingkungan Belajar yang 
Kondusif dalam Mendorong Siswa Belajar Aktif. Education: Jurnal Sosial Humaniora 
Dan Pendidikan, 2(1), 41–51. 

Hasibuan, Y. (2023). Pengembangan Modul sebagai Media Pembelajaran dalam Meningkatkan 
Minat Belajar pada Materi Himpunan di Kelas VII SMP Nurul Hasanah Tembung Tahun 
Ajaran 2022/2023. Universitas Islam Negeri Sumatera Utara. 

Herdiningrum, C. (2023). Analisis Penerapan Model Pembelajaran Problem Based Learning 
pada Materi Menulis Bahasa Indonesia Peserta Didik Kelas V SDi Khalifah Serang. 
Pendas: Jurnal Ilmiah Pendidikan Dasar, 8(2), 2772–2777. 

Irmayanti, A. (2024). Pengembangan E-LKPD Berbasis Jelajah Alam Sekitar (JAS) untuk 
Keterampilan Berpikir Kritis pada Materi Pencemaran Lingkungan Kelas X SMA/MA. 
FITK UIN Syarif Hidayatullah. 



      Volume 9 Number 2, May 2026 
 

E – ISSN 2621-0169 
 
 
 

Development of Teaching Materials for Writing Fantasy Story Texts using Book Creator Junior High School Students |  77 

Juliani, R. (2020). Penggunaan Model Pembelajaran Berbasis Masalah (Problem Based 
Learning) dalam Menyajikan Gagasan Kreatif Berbentuk Teks Cerita Fantasi dan 
Pengaruhnya terhadap Sikap Kreatif Peserta Didik Kelas VII H SMP Negeri 4 
Pangalengan. Wistara: Jurnal Pendidikan Bahasa dan Sastra, 3(2), 186-197.  

Lestari, E. A. (2023). Pengembangan RPP Berbasis Project Based Learning (PjBL) Materi 
Peredaran Darah pada Manusia Kelas V SDN 101736 Medan Sunggal Tahun Ajaran 
2022/2023. Universitas Quality. 

Liiman, M., Mulyono, & Napitupulu, E. (2022). Pengembangan Perangkat Pembelajaran 
Matematika Berbasis Pendekatan Contextual Teaching Learning untuk Meningkatkan 
Kemampuan Pemecahan Masalah dan Disposisi Matematis Siswa SMP. Jurnal Cendekia: 
Jurnal Pendidikan Matematika, 7(1), 60–71. 

Lovell, J., & Thurgill, J. (2021). Extending Hot Authentication: Imagining Fantasy Space. 
Annals of Tourism Research, 8(7), 103–138. 

Luthfiyani, Syofrianisda, Tresna, N., & Ramadhani, W. (2024). Strategi Pembelajaran Berbasis 
Proyek dalam Pembelajaran Pendidikan Agama Islam. Jurnal Al-Karim: Jurnal 
Pendidikan, Psikologi Dan Studi Islam, 9(2), 66–70. 

Mahrida, Mattiro, S., & Nur, R. (2023). Persaingan Sesama Pengusaha Batu Nisan di Tanah 
Grogot Kabupaten Paser Kalimantan Timur. Jurnal Tugas Akhir Mahasiswa Pendidikan 
Sosiologi, 3–2. 

Maulidiyah, I. (2023). Karakteristik Realisme Magis dalam Novel Kereta Semar Lembu Karya 
Zaky Yamani dan Implikasinya Terhadap Pembelajaran Bahasa dan Sastra Indonesia di 
MA/SMA. FITK UIN Syarif Hidayatullah Jakarta. 

Mudlofir, H. A. (2021). Desain Pembelajaran Inovatif: dari Teori ke Praktik-Rajawali Pers. 
PT. Raja Grafindo Persada. 

Mufiidah, R. A. H. (2022). Penerapan Metode Amati, Petakan, Informasikan dan Kembangkan 
(APIK) Berbantuan Media Spinning Wheel dalam Pembelajaran Menulis Teks Laporan 
Hasil Observasi pada Peserta Didik. FKIP UNPAS. 

Muzaqi, A., Rulviana, V., & Wuryaningsih, R. S. (2023). Peningkatan Keterampilan Menulis 
Teks Biografi Bentuk Infografis dengan Pembelaiaran Proiect Based Learning Pada Kelas 
X7 Di SMA Negeri 1 Magetan. Al Qodiri: Jurnal Pendidikan, Sosial Dan Keagamaan, 
21(1), 164–175. 

Nabila, O., & Muhari. (2021). Studi Kasus Aktualisasi Diri Penyandang Difabel Tunadaksa. 
Humanistik’45, 7(1). 

Narsa, I. K. (2021). Meningkatkan Hasil Belajar Bahasa Indonesia pada Materi Menulis Teks 
Cerita Fantasi melalui Penerapan Model Pembelajaran Problem Based Learning. Journal 
of Education Action Research, 5(2), 165–170. 

Nengsih, D., Febrina, W., Maifalunda, Junaidi, Darmansyah, & Demina. (2024). 
Pengembangan Modul Ajar Kurikulum Merdeka. Diklat Review: Jurnal Manajemen 
Pendidikan Dan Pelatihan, 8(1), 150–158. 

Ningtyas, R. A. (2023). Pengembangan Skenario Pembelajaran Teks Fabel Menggunakan 
Model Problem Based Learning pada Siswa Kelas VII SMP. Keguruan dan Ilmu 
Pendidikan.  

Nirmalasari, O., & Yahya, M. (2022). Peningkatan Keterampilan Menulis Teks Narasi (Cerita 
Fantasi) dengan Model Project Based Learning dan Media Film Ambilkan Bulan pada 
Siswa Kelas VII E MTSn 2 Surakarta. METAMORFOSIS: Jurnal Bahasa, Sastra 
Indonesia Dan Pengajarannya, 15(2), 24–37. 

Nurhajati, M. S., Kamil, I., & Zainullah, A. (2024). Kreativitas dan Inovasi Dalam Berbisnis. 



      Volume 9 Number 2, May 2026 
 

E – ISSN 2621-0169 
 
 
 

 

78 | Development of Teaching Materials for Writing Fantasy Story Texts using Book Creator Junior High School Students 

Media Nusa Creative (MNC Publishing). 
Oktaviani, R. (2024). Penggunaan Media Iklan Sirup Marjan dalam Keterampilan Menulis 

Cerita Fantasi Siswa Kelas VII MTs Pembangunan UIN Jakarta Tahun Pelajaran 
2023/2024. FITK UIN Syarif Hidayatullah Jakarta. 

Olivia, O., & Toybah, T. (2022). Pengembangan Bahan Ajar Berbasis Model Discovery 
Learning pada Tema Makanan Sehat Subtema Bagaimana Tubuh Mengolah Makanan 
Kelas V SDN 68 Palembang. Sriwijaya University. 

Pamusu, R. S. (2024). Analisis Media Belaiar Audio Visual dan Kreativitas Guru terhadap 
Minat Belajar Siswa di TK GBI Pemulihan Bahomakmur. Institut Agama Kristen Negeri 
(IAKN) Toraja. 

Pietono, Y. D. (2021). Anakku Bisa Brilliant: Sukses Belajar Menuju Brilliant. Bumi Aksara. 
Putra, B. P., Arianti, A., & Alim, A. (2023). Meningkatkan Hasil Belajar Bahasa Indonesia 

pada Materi Menyimak Teks Fiksi Menggunakan Model Pembelajaran Problem Based 
Learning di Sekolah Dasar. Jurnal Bahasa, Sastra, Budaya, Dan Pengajarannya (Protasis), 
2(1), 140–148. 

Putri, E. S., Holiwarni, B., & Haryati, S. (2021). Pengembangan Modul Asam dan Basa 
Berbasis Konstruktivisme di Kelas XI SMA. Jurnal Pendidikan Kimia Universitas Riau, 
6(1), 17–22. 

Rahayu, R. D., Azwar, B., & Fadila. (2020). Penggunaan Media Sosial sebagai Media 
Pembelajaran PAI pada Mata Pelajaran Figih di MAN Rejang Lebong. LAIN Curup. 

Rahmaniar, Y., Sutarto, & Idris, M. (2024). Pembelajaran Pendidikan Agama Islam Berbasis 
Teknologi Informasi Komunikasi dan Implikasinya Terhadap Kreativitas Siswa di SMAN 
2 Rejang Lebong. Institut Agama Islam Negeri Curup. 

Ramadhan, E. H., & Hindun. (2023). rapan Model Pembelajaran Berbasis Proyek untuk 
Membantu Siswa Berpikir Kreatif. Protasis: Jurnal Bahasa, Sastra, Budaya, Dan 
Pengajarannya, 2(2), 43–54. 

Rifai, A. (2020). Problem Based Learning dalam Pembelaiaran IPA. Social, Humanities, and 
Educational Studies (SHEs): Conference Series, 3(3), 2139–2144. 

Rizqi, A. N. (2022). Pengembangan Modul Berbasis Etnomatematika Permainan Tradisional 
di Indonesia pada Materi Peluang Kelas VII. IAIN Kediri. 

Sapira, I. (2022). Analisis Konflik Batin Tokoh Utama dalam Novel Don’t Tell Me Anything 
Karya Vasca Vannisa. Universitas HKBP Nommensen. 

Saputra, N. (2020). Ekranisasi Karya Sastra dan Pembelajarannya. Jakad Media Publishing. 
Sari, E. (2024). Pengaruh Penggunaan Media Berbasis Teks Cerita untuk Meningkatkan 

Keterampilan Membaca Maharah Qiro’ah pada Siswa Kelas V Madrasah Ibtidaiyah 
Swasta Raudhatul Mujawwidin Rimbo. Universitas Jambi. 

Sari, W. A. S. (2021). Peningkatan Keterampilan Sosial dan Motorik Halus Anak Melalui 
Pembelajaran Berbasis Proyek: Studi Quasi-Experimental terhadap Anak Usia 4-5 Tahun 
di RA Kecamatan Plemahan . Edusia: Jurnal Ilmiah Pendidikan Asia, 1(1), 14–33. 

Sefriani, R., Sepriana, R., Wijaya, I., & Menrisal. (2021). Efektifitas Pembelajaran Online di 
Masa Pandemi Covid-19. Edukatif: Jurnal Ilmu Pendidikan, 3(6), 4731–4737. 

Setiawan, N. (2023). Pemanfaatan Bahan Ajar dalam Peningkatan Motivasi Belajar Siswa di 
Madrasah. Al-Miskawaih: Journal of Science Education, 2(1), 85–104. 

Setiawan, T. Y., & Fikri, A. (2022). The Development of E-LKPD Using Book Creator on 
Fraction Operations Material in Elementary School. MaPan: Jurnal Matematika Dan 
Pembelajaran, 10(1). 



      Volume 9 Number 2, May 2026 
 

E – ISSN 2621-0169 
 
 
 

Development of Teaching Materials for Writing Fantasy Story Texts using Book Creator Junior High School Students |  79 

Sholehah, A. M. (2020). Pengaruh Kegiatan Mencetak Menggunakan Bahan Alam terhadap 
Perkembangan Kreativitas Anak Usia Dini di RA Qurrota’ayun Kedondong Pesawaran. 
UIN Raden Intan Lampung. 

Siloto, E. N. T. (2023). Pengembangan Modul Ajar Berbasis Kurikulum Merdeka pada Materi 
Bentuk Aljabar di Kelas VII SMP Negeri 13 Medan. Universitas HKBP Nommensen. 

Soraya, B., & Sylvia, I. (2021). Pengembangan Modul Sosiologi untuk Peserta Didik Kelas XI 
IPS SMA. Jurnal Sikola: Jurnal Kajian Pendidikan Dan Pembelajaran, 3(2), 104–119. 

Suandi, I. N. (2024). Keterampilan Menganalisis Kesalahan Berbahasa: Modal Menjadikan 
Guru Bahasa Indonesia sebagai Polisi Bahasa, Dokter Bahasa, dan Hakim Bahasa. PT. 
RajaGrafindo Persada-Rajawali Pers. 

Suarta, I. (2022). Pengantar Bahasa dan Sastra Indonesia Seiarah dan Perkembangannya. 
Pustaka Larasan. 

Suhartini, S. (2023). Pengembangan Model Pembelajaran Project Based Learning Berbasis 
Video Animasi Powtoon untuk Meningkatkan Kemampuan Menulis Teks Puisi dan 
Kreativitas dalam Menulis pada Peserta Didik Kelas X di SMK. Institut Keguruan dan 
Ilmu Pendidikan.  

Sulaeman, E., Permana, A., & Wuryani, W. (2024). Pembelajaran Keterampilan Menulis Teks 
Laporan Percobaan Berbantuan Aplikasi Canva melalui Model Kooperatif Tipe STAD 
pada Siswa Kelas IX SMP Al-Tamimi. Parole: Jurnal Pendidikan Bahasa Dan Sastra 
Indonesia, 7(1), 1–14. 

Sulistyawatim, S. A. (2020). Pengaruh Tingkat Pendidikan, Latar Belakang Pendidikan, 
Ukuran Usaha, Pemberian Informasi dan Sosialisasi terhadap Pemahaman UMKM dalam 
Menyusun Laporan Keuangan. Universitas Pancasakti Tegal. 

Sumiyati, Meilani, W., & Siagian, I. (2021). Pelaksanaan Pembelajaran Teks Cerita Fantasi di 
Kelas VII B SMPN 276 Jakarta. Jurnal Pendidikan Indonesia, 2(12), 2082–2091. 

Sunarti. (2021). Peningkatan Hasil Belajar Siswa pada Mata Pelajaran Matematika dengan 
Menggunakan Metode Pembelajaran Matematika Gasing di Sekolah Dasar. TANGGAP: 
Jurnal Riset Dan Inovasi Pendidikan Dasar, 2(1), 29–38. 

Suriadi, A. (2020). Kemampuan Menulis Berita Berbasis Media Gambar pada Siswa Kelas 
VIII SMP Negeri 7 Muaro Jambi Tahun Ajaran 2018/2019. Universitas Jambi. 

Suryani, E. (2022). Peningkatan Keterampilan Menulis Kembali Dongeng Menggunakan 
Model Pembelajaran Langsung dengan Media Gambar Seri pada Peserta Didik Kelas VII 
B SMPN 2 Cempaga Kabupaten Kotawaringin Timur. JPDSH (Jurnal Pendidikan Dasar 
Dan Sosial Humaniora), 2(2), 159–180. 

Susanti, L. (2021). Strategi Pembelajaran Online yang Inspiratif. Elex Media Komputindo. 
Ulhag, S. D. (2023). Realisme Magis sebagai Representasi Kritik Keadaan dalam Manusia 

Kelelawar Kara Damhuri Muhammad. Jurnal Ilmiah SEMANTIKA, 5(1), 49–56. 
Uno, H., & Mohamad, N. (2022). Belajar dengan Pendekatan PAILKEM: Pembelajaran Aktif, 

Inovatif, Lingkungan, Kreatif, Efektif, Menarik. Bumi Aksara. 
Yanti, N. P. E. D., & Triana, I. K. D. L. (2024). Karya Tulis Ilmiah: Teori & Pedoman Penulisan 

Karya Ilmiah. PT. Sonpedia Publishing Indonesia. 
Yuliani, W., & Banjarnahor, N. (2021). Metode Penelitian Pengembangan (RND) dalam 

Bimbingan dan Konseling. Quanta Journal, 5(3), 111–118. 
Yusuf, Y., Setyorini, R., Rachmawati, R., Sabar, Tyaningsih, R. Y., Nuramila, & Dewa. (2020). 

Call for Book Tema 3 (Media Pembelajaran). Jakad Media Publishing. 
 
 


