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1. INTRODUCTION
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ABSTRACT: Topeng Sidhakarya is a UNESCO-recognized sacred Balinese mask dance taught at Pasraman Saraswati 1 Surabaya, a Hindu religious school with only three hours of weekly instruction. Conventional, one-way teaching leaves the 49 junior high level students with surface-level understanding of the dance's philosophy and symbolism. This research and development (R&D) study, using a mixed-methods approach and the ADDIE model, produced an interactive e-book accompanied by short knowledge videos covering the dance's history, meaning, function, dancer criteria, and purification ritual. The product was validated by a material expert, a media expert, and a language expert, then trialed with 10 students using a pretest-posttest design. Validation results showed the media was categorized as very feasible (material 93.00%, media 81.61%, language 96.36%, student response 90.00%). The N-Gain score reached 0.88, indicating a high level of effectiveness in improving students' understanding of the ritual dance. These findings suggest that interactive, multimedia-based e-books can meaningfully support cultural-religious arts education under limited contact-time conditions.
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Hindu religious education in urban areas such as Surabaya is organized through the Pasraman institution, a non-formal school that adapts the traditional ashram system into a modern curriculum for character building, ethics (susila), and spiritual understanding (sradha and bhakti). This network is organized into eight Pasraman Saraswati branches spread across strategic points in the city, together reflecting the Hindu community's collective effort to guarantee equitable access to religious education amid the dynamics of a metropolitan city. Among these eight branches, Pasraman Saraswati 1 Surabaya holds a pioneering role, functioning not merely as a venue for ritual deepening but as a living laboratory for preserving Nusantara cultural heritage within a multicultural urban community. One of the most demanding subjects it must transmit to the younger generation is Topeng Sidhakarya, a sacred mask dance recognized by UNESCO.
Topeng Sidhakarya is a sacred performing art dense with the philosophy of "perfection," its name combining sidha (attainment) and karya (purpose). Symbolic elements within the dance, such as the scattering of kepeng coins and yellow rice (sekar ura), carry spiritual messages of blessing. This complexity is, however, often difficult for students to grasp because teaching still relies on conventional, one-directional methods. As a result, student comprehension tends to remain at a superficial cognitive level without internalizing the dance's emotional and spiritual dimensions. This challenge is compounded by limited contact time. Preliminary observation beginning Sunday, 8 February 2026, revealed a significant educational paradox at Pasraman Saraswati 1 Surabaya: the school operates only once a

week, on Sundays, for a duration of just three hours (08.00–11.00 WIB). This limited face-to-face schedule is a major obstacle in transferring culturally abstract material, and without adequate media support, the continuity of students' understanding of Topeng Sidhakarya's values is frequently interrupted once they leave the Pasraman environment.
The urgency for media innovation is heightened when demographic profiles are taken into account. According to the school's 2026 student report, Pasraman Saraswati 1 Surabaya serves
175 students, of whom the junior-high-school (SMP) group takes a significant share of 49 students, comprising grades VII, VIII, and IX. This early-adolescent group represents digital natives in a critical phase of identity formation, whose visual and interactive mindset makes lecture-based methods or static textbooks increasingly irrelevant. Leaving this media gap unaddressed risks triggering a degradation of cultural identity and diminished cultural confidence amid diverse social interaction.
As a response to these constraints of space and time, this study proposed the development of an interactive e-book. This medium was designed to go beyond the function of an ordinary digital book by integrating narrative text, dance-movement visualization through video, and detailed mask symbolism within a single self-contained platform. Its principal advantage lies in facilitating independent learning outside face-to-face hours, so that students can continuously deepen the dance's spiritual dimension. Through a student-centered approach and communicative language, the e-book was expected to increase students' self-efficacy in understanding the ritual dance.
Several supporting theories informed this development. Learning theory (Slavin, 2018) frames learning as a change in behavior, understanding, and thinking brought about by experience, and served as the guide for structuring content in a way that matches how junior-high students process information. Instructional media theory (Sadiman et al., 2014; Arsyad, 2017) positions media as a bridge that stimulates thought, feeling, attention, and motivation so that learning takes place; in the context of Topeng Sidhakarya, media functions as a "visual bridge" that converts abstract, philosophically laden ritual material into information that is concrete, memorable, and appealing to digital-native junior-high students. Cognitive learning theory (Piaget, 1970) further emphasizes that learning occurs through assimilation and accommodation, in which new information is organized into existing mental schemas; the interactive e-book's multimedia integration was accordingly designed to reduce students' cognitive load so that the relationship between mask symbols and ritual values could be more easily grasped. Product quality itself was benchmarked against Nieveen's (2013) three criteria for educational design research validity, practicality, and effectiveness which also underpinned the feasibility instruments used to validate the product.
This study also builds on several prior development studies concerning Topeng Sidhakarya and related traditional dance media. An interactive e-module on Topeng Sidhakarya's philosophy and movement, developed by a research team at Universitas Pendidikan Ganesha (2021) using the ADDIE model, integrated narrative text, high-resolution costume imagery, movement-demonstration video, and an interactive quiz, and reported an 85% mastery rate in students' cognitive understanding of ritual symbolism; the study recommended offline accessibility and a glossary of Kawi terms for future iterations.
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Setiawan (2020) developed a ritual-movement instructional video for Pasraman Surabaya students using a modified Borg & Gall model, obtaining feasibility scores of 82% from the material expert and 88% from the media expert, but noted that the video addressed practical movement instruction without comprehensively covering the dance's broader aspects a gap the present study sought to close through a more complete, interactive presentation of content. Dewi (2021) produced a ten-minute educational documentary on Topeng Sidhakarya for Surabaya youth, combining artist interviews, mask- and costume-making documentation, and symbolic explanation, and found a 55% improvement in ritual understanding among 40 senior-high respondents, though access constraints limited the depth of some material. Lestari (2022) developed a multimedia-based interactive e-book for Balinese dance instruction at the junior-high level using the ADDIE model, achieving 90% media feasibility and 85% material feasibility with a trial of 35 students, while flagging file-size and cross-device responsiveness as design considerations. Pratama (2023) implemented a digital flipbook to strengthen cultural literacy among Pasraman adolescents, raising average scores from 62 (pre-test) to 84 (post-test), and concluded that interactive digital media engaged Generation Z learners more effectively than conventional texts, while recommending a two-way feedback feature for future versions. Taken together, these studies establish the ADDIE model and multimedia integration as a credible, previously validated approach for teaching Topeng Sidhakarya and related ritual dance material, while also pointing to an unaddressed gap namely, a single medium that presents the dance's history, philosophy, function, dancer criteria, and purification ritual comprehensively rather than in a narrowly practical or partial form which this study's interactive e-book was designed to fill. Empirically, the effectiveness of this development was tested through	the	ADDIE	model	(Analysis,	Design,		Development, Implementation, Evaluation), a framework arranged systematically to identify student needs, construct quality content, and accurately measure gains in students' understanding of the dance's meaning as well as their self-confidence. Through this innovation, Pasraman Saraswati 1 Surabaya was expected to transform into an institution more adaptive to technology while ensuring that the sacred values of the Nusantara remain relevant and alive in the spirit of the younger generation. Based on this background, the study was formulated to answer three questions: (1) how is the Topeng Sidhakarya interactive e-book developed to improve junior-high students' understanding of the ritual dance at Pasraman Saraswati 1 Surabaya; (2) how feasible is the resulting e-book; and (3) how effective is its development in improving		students'	 understanding	of		the	ritual	dance. Correspondingly, this study aimed to (1) describe the development process of the Topeng Sidhakarya interactive e-book, (2) determine its feasibility, and (3) determine its effectiveness in improving junior-high
students' understanding of the ritual dance.
Theoretically, this study is expected to enrich the understanding of e-book- and audiovisual-based instructional media development within a cultural framing, contributing specifically to the study of Topeng Sidhakarya as sacred performing art within dance education. Practically, the study is intended to benefit three groups. For the researcher, it adds insight and experience in developing ritual dance instruction while contributing to the preservation of Topeng

Sidhakarya. For educators, it offers an additional reference and an alternative resource for teaching ritual-laden traditional dance. For students, it is intended to add insight and increase motivation to learn traditional ritual dance, while offering an alternative, self-paced way of studying culturally and spiritually dense material.

2. METHODS


This study used a Research and Development (R&D) design. Following Sugiyono (2019), R&D aims to produce a specific product while simultaneously testing its level of effectiveness; in this context, the product developed was an instructional e-book together with a knowledge video on the ritual dance Topeng Sidhakarya. The research combined qualitative and quantitative approaches (mixed methods), since the media-development process involved two kinds of data: qualitative data from expert critique and suggestions, and quantitative data from validation scores, feasibility percentages, and pretest-posttest results. The product's development involved an assessment process by experts in both cultural content and media design, with each development stage validated to ensure that the resulting material and presentation were culturally appropriate and met feasibility standards for students; validation outcomes were categorized descriptively as very good, good, adequate, weak, or very weak, elaborated through detailed notes on strengths and points requiring revision.
Development followed the ADDIE model, a long-standing foundation for developing educational products and services since its introduction in the late twentieth century. Its five interrelated stages Analysis, Design, Development, Implementation, and Evaluation are designed to accommodate the dynamics of individual characteristics, cultural context, and evolving learning-environment conditions (Supriyanto & Wijayanti, 2020). The Analysis stage identified instructional-media needs, learner characteristics, and content requirements; findings showed that junior-high students at Pasraman Saraswati 1 still had limited understanding of the ritual dance because instruction was dominated by lecturing and direct demonstration without audiovisual support, and that students in early adolescence tend to grasp material more readily through visual and audio channels. The Design stage translated these needs into a video and e-book blueprint built in Canva and CapCut, formulating learning objectives, an outline of media content (GBIM), and a storyboard covering image sequence, narration, supporting text, and dance-movement examples, alongside instruments for material- and media-expert validation and a student comprehension test. The Development stage realized this design into the actual e-book incorporating the knowledge video, involving footage capture, narration recording, and video editing, followed by validation from the material and media experts described below and subsequent revision. The Implementation stage trialed the revised product with students to observe usage feasibility, while the Evaluation stage measured overall feasibility and effectiveness through formative review at each development step and summative review comparing pretest and posttest results.
The subjects were junior-high-level students (grades VII–IX, ages 12–15) at Pasraman Saraswati 1 Surabaya, an institution chosen

because its students are at a critical transitional phase for understanding spiritual values and regional cultural preservation, particularly sacred dance. Data sources comprised 53 respondents in total: one material-content validator (a lecturer in the Dance, Drama, and Music Education study program at Universitas Negeri Surabaya with expertise in Topeng Sidhakarya), one media validator (a lecturer in Visual Communication Design at Universitas Negeri Surabaya with expertise in design management and public pedagogy), one language validator (a senior lecturer in Indonesian Language and Literature Education at Universitas Negeri Surabaya responsible for assessing spelling accuracy and readability), and student and teacher users. A limited implementation trial for the pretest-posttest measurement of comprehension gains involved 10 students. Primary data were obtained directly through observation, interviews, expert validation, and student questionnaires, while secondary data were drawn from books, journal articles, prior theses, and other relevant official documents to strengthen the primary data during analysis.
Data collection techniques combined observation, interviews, expert-validation questionnaires, and student/teacher response questionnaires, supported by a pretest-posttest instrument to measure comprehension gains before and after use of the e-book. Feasibility data were analyzed using the percentage formula P = (f/N) × 100%, where P is the feasibility percentage, f is the score obtained, and N is the maximum possible score, with results categorized as Very Feasible (81–100%), Feasible (61–80%), Adequately Feasible (41–60%), Less Feasible (21–40%), or Very Unfeasible (0–20%). Effectiveness was analyzed with the Normalized Gain (N-Gain) formula, g = (posttest score − pretest score) / (maximum score − pretest score), with the resulting score categorized as High (g > 0.70), Moderate (0.30 ≤ g ≤ 0.70), or Low (g < 0.30). The interactive Topeng Sidhakarya media was considered valid and effective for use as an instructional instrument for junior-high students at Pasraman Saraswati 1 Surabaya if the questionnaire percentage reached the "Feasible" category and the N-Gain reached at least the "Moderate" category.
3. RESULTS AND DISCUSSION
3.1 Results
The development of the Topeng Sidhakarya interactive e-book was carried out as a systematic series of research and development activities aimed at producing an instructional medium suited to the needs of students at Pasraman Saraswati 1 Surabaya. Product development was grounded in a field needs analysis showing that instruction still relied on printed books because of limited supporting facilities such as LCD projectors, a condition that prevented visual material particularly on Topeng Sidhakarya from being delivered optimally and that made a more innovative, easily accessible medium necessary. The resulting product is an interactive e-book containing material on the history, meaning, function, characteristics, elements, and values embedded in Topeng Sidhakarya; besides presenting content in text and image form, the e-book is equipped with embedded videos, practice questions, an interactive quiz, and a learning evaluation to support student engagement. Development was directed at three main research goals: producing media judged feasible by material, media, and language experts; media that is

practical to use in instruction; and media that is effective in improving students' understanding of Topeng Sidhakarya.
1) Analysis Stage
At the analysis stage, the researcher observed and identified needs directly in the field. Findings showed that instruction in ritual dance for religious ceremonies, particularly Topeng Sidhakarya, was still conducted conventionally without adequate instructional-media support: students found it difficult to remember and understand the dance's history and sequence, and limited instructional time compounded the difficulty. Specifically, the learning-needs analysis identified that students struggled to understand and retain the philosophical values and sacred background of the dance; had limited understanding of the symbolic meaning behind costume variations, mask characters, and ritual offerings (banten); lacked relevant reading resources at school for independent study; had no knowledge-based instructional media (such as an interactive e-module, digital encyclopedia, or visual media) accessible independently at home; and found the theoretical, monotonous delivery of material unengaging, leading to boredom and reduced focus. A characteristics analysis of the ten trial subjects, aged 12–15 and in early adolescence, found high curiosity about cultural and religious values but considerable variation in cultural literacy: some students already had a basic understanding of Topeng Sidhakarya from ceremonies they had witnessed, while others had very limited conceptual understanding of its history, meaning, and sacred value. All subjects were active participants in weekly religious and cultural instruction and, being highly familiar with smartphones for internet and social-media use, were well positioned to access a digital instructional medium independently, whether at school or at home. A content analysis then determined the material to be included: instructions for using the e-book, a general guide, the flow of learning objectives, the definition of Topeng Sidhakarya, its history, philosophical meaning, function and dancer characteristics, the purification ritual (penyomya) preceding performance, the performance stages, its relation to other mask forms, explanatory videos for each topic, and a self-evaluation and reflection feature accessed via QR code.
2) Design Stage
At the design stage, the researcher drew up a design for the interactive e-book and instructional video suited to student needs and cognitive learning objectives, determining the material structure, video scenario, production and editing applications, and a display designed to be engaging and easy to understand, arranged systematically from conceptual introduction through to reflection on the theoretical material. Canva was chosen for producing text- and visual-based teaching material because it offers flexible, attractive graphic-design templates and supports the insertion of visual elements, external links, and QR codes needed to produce an aesthetic, interactive e-book for junior-high users; CapCut was chosen for editing the explanatory videos because it eases the trimming of documentation footage, the addition of explanatory subtitles, background-audio adjustment, and the arrangement of a visually and auditorily engaging display. The full nineteen-section structure that resulted from this design process, together with the learning indicator targeted by each section, is presented in Table 1.

Table 1. Content structure of the Topeng Sidhakarya interactive e-book

	No.
	Section
	Sub-section
	Learning Indicator

	1
	Cover
	Interactive e-book title
	Students recognize the title, theme, and visual overview of the medium to be studied.

	2
	Foreword
	Author's note on the e-book's purpose
	Students understand the purpose and expected benefit of the e-book.

	3
	Table of contents
	Navigation map and page list
	Students can follow the structure and access pages easily.

	4
	Usage instructions
	Function of navigation buttons and interactive features
	Students can independently operate the menu, links, and interactive buttons.

	5
	General guide
	Scope of the e-book as a self-study medium
	Students understand the position and boundaries of the material presented.

	6
	Learning objectives
	Target competencies related to Topeng Sidhakarya
	Students know the target and final competency to be achieved.

	7
	Definition
	Definition and classification as a ritual (Wali) dance
	Students can explain the dance's definition and position within Balinese dance.

	8
	History
	Origin, Dalem Sidhakarya, and development over time
	Students can chronologically describe the dance's historical background.

	9
	Philosophical meaning
	Meaning of the name, the mask, and the movements
	Students can analyze the symbolic and philosophical meaning of the dance's elements.

	10
	Function
	Primary,	educational,	and socio-cultural functions
	Students can identify the dance's sacred function in Hindu ceremonies.

	11
	Dancer character
	Dancer	identity	and mandatory requirements
	Students can identify the visual characteristics and requirements for performing the dance.

	12
	Purification ritual
	Purification stages and the dancer's spiritual preparation
	Students can explain the importance of self-purification before performance.

	13
	Performance stages
	Structure of the performance from opening to climax
	Students can describe the performance sequence from start to finish.

	14
	Related mask forms
	Relation between Sidhakarya and other sacred Balinese masks
	Students can explain the dance's relation to other sacred masks.

	15
	Knowledge-video page
	Embedded	documentary video of the performance
	Students can observe and analyze the movement and procession audiovisually.

	16
	Evaluation	and reflection
	Interactive	quiz	and	self-reflection instrument
	Students can measure their own understanding and evaluate their mastery of the material.

	17
	Reference list
	Literature, books, journals, and valid sources used
	Students know credible sources for further study.




	18
	Interactive e-book link
	External link or QR code to the online version
	Students can access the medium flexibly across devices.

	19
	Closing cover
	Closing note, author profile, and institution
	Students complete the full module with clear developer contact information.



As Table 1 shows, the e-book was arranged to move students from orientation (cover, foreword, table of contents, usage instructions, and general guide) through progressively deeper content definition, history, philosophical meaning, function, dancer character, the purification ritual, performance stages, and the dance's relation to other sacred Balinese masks before consolidating understanding through an embedded knowledge-video page and a self-evaluation and reflection feature accessed via QR code, and closing with a reference list, an external access link, and a closing cover. The accompanying knowledge videos were storyboarded into two parts: a roughly 10-minute video covering the dance's history, meaning, and function, and a 7-minute video on the purification ritual, both narrated with an AI voice-over and scored with Gamelan Bebarongan or Gong Kebyar instrumental music kept at a volume that preserves narration clarity.
3) Development, Implementation, and Evaluation Stages
At the development stage, the design was realized into an actual product: dance footage was captured, narration recorded, and the video edited before being combined with the e-book layout produced in Canva and published through Google Sites, with the accompanying videos hosted on YouTube for accessibility and comment-based feedback. The resulting product was then validated by a material expert, a media expert, and a language expert; based on their scores and written suggestions, the product was revised for instance, refining visual consistency and navigation cues flagged by the media expert before being judged ready for the implementation stage. In the implementation stage, the revised e-book and its accompanying videos were trialed in a limited setting with students at Pasraman Saraswati 1 Surabaya: the teacher used the video as an instructional medium for the ritual dance while students independently observed and studied the e-book material, allowing the researcher to gauge the practicality of the media and students' response to it. The evaluation stage then assessed the overall feasibility and effectiveness of the developed media, combining formative evaluation carried out at each development step to refine product quality with summative evaluation comparing students' pretest and posttest results, the outcomes of which are presented below.
Table 2. Feasibility validation results for the Topeng Sidhakarya interactive e-book

	Validator
	Score Obtained
	Maximum Score
	Percentage
	Category

	Material expert
	93
	100
	93.00%
	Very Feasible

	Media expert
	253
	310
	81.61%
	Very Feasible

	Language expert
	53
	55
	96.36%
	Very Feasible

	Student response
	495
	550
	90.00%
	Very Feasible



All four validation sources placed the e-book in the "Very Feasible" category, with the language expert recording the highest score (96.36%) and the media expert the lowest, though still very feasible, at 81.61%. Effectiveness results from the pretest-posttest trial are summarized in Table 4.
Table 3. Pretest, posttest, and N-Gain results for student understanding

	Measure
	Pretest
	Posttest
	N-Gain
	Category

	Class average (n=10)
	46.00
	93.33
	0.88
	High



The class average rose from 46.00 on the pretest to 93.33 on the posttest, yielding an N-Gain of 0.88 categorized as High indicating a substantial improvement in students' understanding of Topeng Sidhakarya's history, philosophy, and symbolic values after using the interactive e-book.
3.2 Discussion
The very-feasible ratings across all four validation sources indicate that the e-book succeeded in translating a philosophically dense, sacred subject into a structured digital format without compromising content accuracy consistent with Nieveen's (2013) criteria that quality educational products must satisfy validity, practicality, and effectiveness simultaneously. The comparatively lower, though still very feasible, media-expert score (81.61%) points to visual and interactive design as the aspect with the most room for refinement, whereas the near-ceiling language score (96.36%) suggests the text was well matched to junior-high readability, and the 93.00% material score indicates that the presentation, depth, and benefit of the content itself were judged appropriate for the sacred subject matter. The 90.00% student-response score further suggests that the product was well received on its own terms by its intended users, not only by the panel of experts who validated it before the classroom trial.
These outcomes are consistent with instructional-media theory (Sadiman et al., 2014; Arsyad, 2017), which holds that appropriate media can awaken new interest, generate motivation and stimulus for learning activity, and even carry psychological influence over students. In the case of Topeng Sidhakarya, the e-book functioned as the "visual bridge" this theory describes: abstract ritual material that would otherwise risk becoming rote-memorized text was instead rendered as concrete, memorable, and engaging content for digital-native junior-high students. This is reinforced by audiovisual media theory (Arsyad, 2017), which explains that combining sound and image allows objects or processes too complex to describe in words alone such as the inseparable unity of dance movement and gamelan accompaniment in a ritual performance to be presented more concretely; embedding video directly into the e-book pages gave students a fuller simulated experience of the dance's visual and auditory nuance. It is also consistent with e-book theory (Shiratuddin et al., 2003), which distinguishes an e-book from a digital text file by its capacity to integrate hyperlinks, audio, and video, letting students set their own learning pace precisely the self-directed exploration this

study's e-book was designed to support and with ritual-dance theory (Soedarsono, 2002), which frames sacred dance such as Topeng Sidhakarya as performance bound to specific symbols, times, and places whose instruction accordingly demands a depth of material extending beyond physical technique alone, a depth the e-book's dedicated sections on history, symbolism, and the purification ritual were built to preserve.
The high N-Gain (0.88) supports the cognitive-load rationale underlying the product's design: following Piaget's (1970) account of assimilation and accommodation, and drawing on cognitive learning theory, the e-book's integration of text, imagery, and short videos appears to have helped students reorganize the dance's abstract philosophical concepts into a more concrete and retrievable knowledge structure, rather than relying on memorization alone. The knowledge videos, in particular, functioned as the "window" described in video-based instructional theory (Riyana, 2007), letting students see the original context of Topeng Sidhakarya's use in ceremony, observe costume detail, and view correct movement examples in a way that strengthens retention beyond what text and static images can achieve alone. Taken together, this aligns with prior Topeng Sidhakarya media-development studies such as the ADDIE-based interactive e-module by the Universitas Pendidikan Ganesha research team (2021) and the ritual-movement instructional video by Setiawan (2020) which similarly reported feasible-to-very-feasible outcomes for multimedia approaches to this subject. It also echoes findings from adjacent traditional-dance e-book research, such as Lestari's (2022) multimedia-based e-book for Balinese dance instruction in junior high schools, and from culturally grounded digital-literacy work such as Pratama's (2023) study of a digital flipbook for Pasraman students, both of which found audiovisual integration effective for values-laden cultural content.
Compared with the documentary-style video approach reported by Dewi (2021), the present e-book's advantage lies in its self-paced, independently accessible structure, which directly addresses Pasraman Saraswati 1's core constraint of limited weekly contact time: rather than requiring a fixed screening session, students can revisit the history, symbolism, or purification-ritual sections as often as needed outside the three-hour Sunday schedule. This self-directed quality also aligns with the broader aim, noted in the introduction, of strengthening cultural confidence among a digital-native cohort for whom static, lecture-based material had become increasingly disengaging; by letting students explore sacred content at their own pace and revisit it independently, the medium addresses not only the cognitive gap identified in the needs analysis but also the affective distance from tradition that conventional teaching had allowed to grow.
At the same time, several limitations qualify these findings. The trial's small implementation sample (10 of the 49 eligible students) and single-site setting limit how far the effectiveness finding can be generalized to the wider Pasraman network; retention of understanding beyond the immediate post-test was also not measured, so it remains unclear whether the gains observed here persist over weeks or months without reinforcement. The reliance on a single material expert, single media expert, and single language expert, while consistent with standard R&D validation practice, also means the feasibility scores reflect individual expert judgment rather than a panel consensus. Future development would benefit from a

wider trial across multiple Pasraman branches in East Java, a delayed post-test to assess retention of the sacred and symbolic knowledge over time, and an expanded validator panel to strengthen the robustness of the feasibility findings.
Beyond the numerical outcomes, the findings carry broader pedagogical implications for religious-cultural education in non-formal institutions such as Pasraman. Because Pasraman schools generally operate on a single weekly session with a fixed, limited duration, any instructional strategy confined to that window will structurally struggle to convey material as layered as a sacred ritual dance's history, symbolism, and procedural requirements. An interactive e-book that students can revisit independently effectively converts unstructured time outside the classroom commute time, evenings at home, free periods between other Pasraman activities into additional learning opportunity without requiring the institution to expand its formal schedule. This is particularly relevant given that, as the characteristics analysis in Section 3.1 showed, the students themselves are already heavy, confident users of smartphones for everyday digital activity; the medium therefore meets students where their existing digital habits already are, rather than asking them to adopt an unfamiliar new tool. For Pasraman instructors more broadly, the validated nineteen-section structure documented in Table 1 also offers a transferable template: the same sequence orientation, definition, history, philosophical meaning, function, embodied criteria, ritual procedure, comparative context, embedded audiovisual reinforcement, and self-assessment could plausibly be adapted to other sacred dances taught within the Pasraman Saraswati network or comparable Hindu educational institutions elsewhere in East Java, provided the content of each section is revalidated by subject-matter experts specific to that dance.

4. CONCLUSION



The Topeng Sidhakarya interactive e-book was developed through the five stages of the ADDIE model. The analysis stage established that conventional, text-bound instruction under limited weekly contact time left students with only surface-level understanding of the dance's history and sacred symbolism; the design stage translated this need into a nineteen-section e-book structure built in Canva alongside two knowledge videos scripted and edited in CapCut; the development stage realized this design into a working product refined through expert validation; and the implementation and evaluation stages tested the revised product with students at Pasraman Saraswati 1 Surabaya, combining narrative text, mask symbolism, and short knowledge videos into a single self-contained platform for independent learning.
Validation by material, media, and language experts, together with student responses, placed the product in the "Very Feasible" category across all four sources, ranging from 81.61% (media) to 96.36% (language), with material content at 93.00% and student response at 90.00%. Trial results showed an N-Gain of 0.88, categorized as High, demonstrating that the e-book was effective in improving junior high school students' understanding of the history, philosophy, and symbolic values of this sacred ritual dance at Pasraman Saraswati 1 Surabaya. Taken together, the feasibility and effectiveness findings
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indicate that the interactive e-book met all three of the study's research objectives: it was developed through a systematic, theory-grounded process; it was judged very feasible by experts and users alike; and it was effective in raising students' understanding of the ritual dance.
These findings support the use of interactive, multimedia-based e-books as a viable solution for teaching sacred cultural material under limited instructional time, and future research is recommended to trial the e-book across other Pasraman branches with a larger sample to strengthen the generalizability of these results.
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