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ABSTRACT  
 

This study aimed to reveal students' needs for Augmented Reality-based picture story modules to improve 
reading literacy and social awareness. The subjects of this study were 30 fifth-grade students from SD S 
Muhammadiyah Sungailiat. Data collection techniques included interviews, observations, questionnaires, 
and documentation. Qualitative research data were analyzed through three stages: data reduction, data 
presentation, and conclusion drawing. Quantitative data from the needs questionnaire were analyzed using 
a percentage formula to determine the level of students' needs for AR-based picture story modules. 
Furthermore, to maintain data validity, this study used source and technical triangulation techniques. The 
results of this study indicate that the need for AR-based picture story modules is high. The percentage 
range of needs for Augmented Reality-based picture story modules is at 73.33% - 87.50%. These findings 
are seen in each indicator, namely the reading interest indicator and picture stories, which obtained a 
percentage of 86.67%. This percentage indicates the category of "very needed." The indicator of difficulties 
and weaknesses in current learning obtained a percentage of 73.33%. This percentage is in the category of 
"needed." The indicator of the need for a new learning module obtained a percentage of 83.61%. This 
result is classified as the category of "very needed." The indicator of student acceptance and interest in AR 
obtained a percentage of 87.50%. This indicator category is "very needed." This is an indicator of the need 
for module features. The results of the analysis of this indicator showed a percentage of 85.67%. This 
indicator is in the category of "very needed." Based on these findings, it can be concluded that students 
need an AR-based picture story module that can make learning activities more interactive, interesting, and 
meaningful. AR-based modules can be designed to improve reading literacy and social awareness of 
students. This research serves as the basis for the development of an Augmented Reality-based picture 
story module in the next research stage. 
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1. INTRODUCTION 

In the 21st century, information and communication technologies have experienced rapid 
development. Technological developments have played a crucial role in education. One form of 
technology that can be utilized in learning activities is Augmented Reality (AR). AR has several superior 
features that can make learning activities more engaging and facilitate students’ understanding of the 
learning materials. This is because AR can present virtual objects in the real world, allowing students to 
interact with them as if they were in a real environment. As Radu (2014) stated, AR is an appropriate and 
effective technology for learning activities. AR technology offers engaging features that can increase 
student motivation (Prabowo & Wakhudin, 2024). 

Selecting engaging learning materials is crucial for elementary school education. This is evident in 
the development of elementary school students at the concrete operational stage of development. At this 
stage, students require real objects and direct experience to support their learning activities. Students 
understand learning materials more easily when they are linked to real objects (Irwandi & Fajeriadi, 2020). 
Therefore, with this consideration, learning activities will be more meaningful and make it easier to achieve 
learning goals. 

Reading literacy is one of the learning objectives that elementary school students must achieve. 
Reading literacy is a skill that elementary school students should possess. Students can more easily 
comprehend reading through strong reading literacy skills. Based on this, basic reading literacy skills must 
be a top priority in learning activities (Kurniawan & Parnawi, 2023). However, current data show that 
students' reading literacy remains low. This contributes to poor reading comprehension skills among 
students. Low reading literacy skills make it difficult for students to learn (Dewi et al., 2024). 

Based on the explanation of the importance of reading literacy, efforts are needed to improve it 
further. One effort can be made through the use of appropriate teaching materials, such as illustrated story 
modules. Illustrated story modules are a teaching material that can be used to improve reading literacy in 
elementary school students. Illustrated story modules present a more engaging combination of text and 
illustrations, making it easier for students to understand the plot and meaning of a story. However, 
conventional illustrated story modules are limited to one-way learning, making learning boring. Therefore, 
an interesting interactive feature is required. 

One interactive feature that can be combined with illustrated story modules is Augmented Reality 
(AR) technology. The use of AR in illustrated story modules makes the storylines more vivid and realistic. 
AR can also present sound effects, images and simple interactions (Alhamad et al., 2024). AR technology 
makes stories more engaging and actively engages students in the learning process. By utilizing AR in 
learning activities, it is hoped that students will improve their reading literacy skills. 

Previous research conducted by Danaei et al. (2020) showed that the use of AR-based storybooks 
can improve students' comprehension of the stories they read. Furthermore, the use of AR technology 
can increase students' interest in reading (Ebadi & Ashrafabadi, 2022). In addition to improving reading 
literacy, illustrated story modules can be designed to increase social awareness. Social awareness plays a 
crucial role in increasing student participation in community activities and fostering better leadership (Fitri 
et al., 2024). Based on this statement, social awareness must be developed in elementary school students. 
This is because, at the elementary school level, students begin to learn to build social relationships with 
the community environment. 

Selecting AR-based picture story modules is the right choice for increasing social awareness. 
Picture story modules can be designed to promote social awareness. Through the stories within the 
modules, students can learn the moral messages. Furthermore, the combination of AR within the modules 
makes the storyline seem more realistic, allowing students to grasp the meaning of the story more easily. 
This aligns with the research conducted by Kirani and Cahyaningtyas (2025), who showed that combining 
AR with picture storybooks is an effective learning innovation. 

Based on this explanation, it can be concluded that AR-based picture story modules have 
important benefits in supporting learning activities, including improving reading literacy and social 
awareness in elementary school students. However, developing AR-based picture story modules is not 
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easy, as they must be tailored to the needs of the field. Therefore, a needs analysis must be conducted 
before developing an AR-based picture story module. The purpose of a needs analysis is to ensure that 
the product being developed can be optimally utilized by those who need it (Nasrulloh & Ismail, 2017). 

Based on the above explanation, this study aims to conduct a needs analysis study of an Augmented 
Reality-based picture story module to improve reading literacy and social awareness in elementary school 
students. The results are expected to provide constructive suggestions for the development of a more 
effective AR-based picture story module, which can also improve reading literacy and social awareness in 
elementary school students. 
 
2. METHOD 

This research is a needs analysis study. The approach employed is descriptive qualitative, supported 
by quantitative data. The purpose of this study was to determine the needs of students and teachers for 
the module to be developed: an Augmented Reality-based picture story module that can be used to support 
learning activities and improve reading literacy and social awareness in elementary school students. 

This research was conducted at SD S Muhammadiyah Sungailiat. The subjects were 30 fifth-grade 
students, serving as the primary data source to uncover the need for an AR-based picture story module 
tailored to their characteristics. In addition to students, teachers also served as informants for this research 
because they play a crucial role in the learning process, understanding student behavior, and identifying 
obstacles encountered in classroom learning activities. 

To obtain research data, this study used data collection techniques such as interviews, observations, 
questionnaires, and documentation. Interviews were conducted with teachers to determine their needs for 
picture story modules tailored to the curriculum. Observations were conducted to observe field conditions. 
A needs questionnaire was used to determine students' level of need for AR-based picture story modules. 
Documentation was conducted to support and strengthen the findings. 

After the research data was collected, the data was analyzed. Qualitative data were analyzed 
through three stages: data reduction, data presentation, and conclusion drawing. Quantitative data from 
the needs questionnaire were analyzed using a percentage formula to determine students' level of need for 
AR-based picture story modules. Questionnaire data were also analyzed to determine students' difficulties 
in learning activities and required features in the modules. Furthermore, to maintain data validity, this 
study employed source triangulation and technical triangulation techniques. This research method is 
expected to provide a comprehensive picture of the need for AR-based picture story modules. 
 
3. RESULT AND DISCUSSION 

3.1 Result 
This research was conducted at SD S Muhammadiyah Sungailiat. The subjects were 30 fifth-grade 

students. The purpose of this study was to determine the level of need for an AR-based picture story 
module that can be used to improve reading literacy and social awareness among elementary school 
students. This study identified five indicators of need for an AR-based picture story module: interest in 
reading and picture stories, learning difficulties and weaknesses, need for new learning modules, 
acceptance and interest in AR, and need for module features. 

The analysis of the first indicator, related to interest in reading and picture stories, yielded a 
percentage of 86.67%. This percentage indicates a "very much needed" category. These findings illustrate 
that students are more interested in reading stories accompanied by pictures. Stories accompanied by 
pictures make it easier for students to understand the storyline and make learning more engaging. 

Furthermore, the indicator for current learning difficulties and weaknesses yielded a percentage of 
73.33%. This percentage falls into the "needed" category. This indicator indicates that many students still 
experience difficulties and challenges in understanding reading content presented in simple and 
conventional ways. The modules used in current learning activities still do not support student 
comprehension. This represents a barrier that requires appropriate solutions. 
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The analysis of the indicator for the need for new learning modules yielded a percentage of 83.61%. 
This result falls into the "very needed" category. This means students need innovative learning modules 
that are more engaging and facilitate comprehension. Attractive module designs should be integrated with 
technological developments. This allows for the combination of various media elements within the 
module. 

Furthermore, the indicator for student acceptance and interest in AR yielded a percentage of 
87.50%. This indicator is categorized as "very much needed." The analysis results indicate that students 
are attracted to the development of Augmented Reality-based modules. Students are more interested and 
passionate about learning through technology integration. Learning with AR can be designed to enhance 
student engagement in learning activities. In relation to illustrated stories, AR can present objects as if they 
were more real and lifelike. Integrating AR into learning modules is also expected to increase learning 
motivation in elementary school students. This is because motivation plays a crucial role in achieving 
learning objectives. 

The next analysis focused on the module feature needs indicator. This indicator yielded a 
percentage of 85.67%. This indicator falls into the "very needed" category. Some features required in AR-
based illustrated story modules include a combination of video, images, animation, text, and practice 
questions. Furthermore, the developed modules must be interactive and engage students in deeper 
learning. The module design must also integrate moral messages related to social awareness into the 
storyline. The results of the analysis for each indicator are presented in Table 1 below. 

Table 1. Results of Needs Analysis Based on Indicators 

Needs Indicator Average Score Percentage (%) Category 

Interest in reading and picture story materials 3.47 86.67% Strongly Needed 

Learning difficulties and current instructional challenges 2.93 73.33% Needed 

Need for a new learning module 3.34 83.61% Strongly Needed 

Student acceptance and interest in Augmented Reality (AR) 3.50 87.50% Strongly Needed 

Feature Requirements in the Learning Module 3.43 85.67% Strongly Needed 

 
Furthermore, interviews with teachers regarding the need for AR-based picture story modules 

revealed that they fully support the development of AR-based picture story modules. The development of 
AR modules is expected to increase student engagement in learning activities. Furthermore, the modules 
will also improve reading literacy and social awareness among elementary school students. 
 
3.2 Discussion 

Based on the analysis of the research results, overall, it indicates that teachers and students at SD 
S Muhammadiyah Sungailiat require Augmented Reality-based picture story modules. This is based on the 
fact that almost all need indicators are in the high category. The percentage of need for Augmented Reality-
based picture story modules ranges from 73.33% to 87.50%. The design of the Augmented Reality-based 
picture story module is expected to improve reading literacy and social awareness. Furthermore, the 
module to be developed can also increase student activity in learning activities. Through active learning 
activities, learning outcomes are maximized (Handayani, 2014). 

The design of the Augmented Reality-based picture story module should consider students' 
cognitive developmental stages. Elementary school-aged students are in the concrete operational stage of 
development. At this stage, students' ability to think logically and concretely (Putriana et al., 2021). 
Therefore, an Augmented Reality-based picture story module is an appropriate choice for implementation 
in student learning activities. However, the module development design must be tailored to student 
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characteristics to create more effective, enjoyable, and interactive learning (Wahidin, 2025). The selection 
of media elements, such as color combinations, images, text, audio, and video, must be designed to be 
more engaging. 

The needs analysis results in this study indicate that students are more motivated when learning 
using modules that integrate engaging text and images. The integration of images into stories can help 
students develop their imagination, making it easier for them to understand the storyline. The use of 
images in stories has the benefit of increasing student motivation and facilitating the understanding of the 
story's message (Pahrun et al., 2022). 

Furthermore, this study reveals that students need AR-based illustrated story modules that not 
only convey theoretical knowledge but also make learning activities more meaningful and enjoyable. 
Therefore, the development of Augmented Reality-based illustrated story modules should be designed to 
provide opportunities for students to actively participate in learning activities. Learning that involves 
student activity makes learning more meaningful (Nurjanah et al., 2023). 

Other findings in this study also indicate that students are more interested in using Augmented 
Reality technology in their classroom learning activities. The integration of Augmented Reality technology 
into illustrated story modules can be a solution as a tool to increase student interest in learning and 
overcome learning difficulties. Therefore, the development of AR-based illustrated story modules must 
pay attention to the needs for the features required in the module. 

Referring to the findings above, fifth-grade students at SD S Muhammadiyah Sungailiat generally 
require an Augmented Reality-based picture story module. This module is expected to be designed to 
improve reading literacy and social awareness. Based on the findings of this study, the development of an 
AR-based picture story module is highly recommended to improve the quality of learning activities, making 
them more meaningful and enjoyable 
 
4. CONCLUSSION 

Based on the results of the data analysis of the need for an Augmented Reality-based picture story 
module, it can be concluded that fifth-grade students of SD S Muhammadiyah Sungailiat need an 
Augmented Reality-based picture story module. These findings can be seen in each indicator, namely the 
reading interest indicator and picture stories, obtained a percentage of 86.67%. This percentage indicates 
the category of "very needed." The indicator of current learning difficulties and weaknesses obtained a 
percentage of 73.33%. This percentage has a category of "needed." The indicator of the need for a new 
learning module obtained a percentage of 83.61%. This result is classified as the category of "very needed." 
The indicator of student acceptance and interest in AR obtained a percentage of 87.50%. This indicator 
category is "very needed." The indicator of module feature needs. The results of this indicator analysis 
obtained a percentage of 85.67%. This indicator is in the category of "very needed." 

The development of Augmented Reality-based illustrated story modules is expected to not only 
convey knowledge but also enhance the quality of learning activities. Therefore, the design of the AR-
based illustrated story modules to be developed must take into account the students' cognitive 
development stages. Elementary school-aged students are entering the concrete operational development 
stage. Their thinking ability is about something logical and tangible. Therefore, the development of such 
modules should be able to visualize objects as if they appear real and alive and present the moral message 
from the storyline. This is what will make learning activities meaningful. Also, attention must be paid to 
the selection of media features/elements, such as text, images, animation, audio, and video, in creating 
module designs. This is done to make learning activities more engaging. 
 
Ethical approval  
This research did not require ethical approval. 
 
Informed consent statement 
This research has obtained participant consent (informed consent). 



Priviet Social Sciences Journal 

 

Volume 5, Issue 12, available at https://journal.privietlab.org/index.php/PSSJ 

500 

Disclosure Statement  
No potential conflict of interest was reported by the author(s). 
 
Data availability statement  
The data presented in this study are available on request from the corresponding author due to privacy 
reasons 
 
Funding  
This research received no external funding.  
 
Notes on Contributions 
 
Abdullah 
https://orcid.org/0000-0003-3715-2764 
Abdulah, M.Pd. is a graduate of the Master’s Program in Primary Education at Yogyakarta State University 
in 2021. He is currently working as a lecturer in the Primary School Teacher Education Study Program 
(PGSD) at Universitas Muhammadiyah Bangka Belitung. His academic focus and areas of expertise include 
Indonesian Language for Primary Schools, Learning Media, Learning Material Development, as well as 
Teaching Models and Methods in Primary Education. 
 
REFERENCES 
 
Alhamad, K., Manches, A., & McGeown, S. (2024). Augmented reality books: in-depth insights into 

children’s reading engagement. Frontiers in Psychology, 15(August), 1–12. 
https://doi.org/10.3389/fpsyg.2024.1423163  

Danaei, D., Jamali, H. R., Mansourian, Y., & Rastegarpour, H. (2020). Comparing reading comprehension 
between children reading augmented reality and print storybooks. Computers and Education, 
153(October 2019), 103900. https://doi.org/10.1016/j.compedu.2020.103900 

Dewi, A. S., Sutama, I. M., & Sudiana. (2024). Analisis Program Budaya Literasi dalam Peningkatan Minat 
Baca Siswa. Jurnal Pendidikan Dan Pembelajaran Bahasa Indonesia, 10(1), 69–80. 
https://doi.org/10.23887/jurnal_bahasa.v13i1.3315 

Ebadi, S., & Ashrafabadi, F. (2022). An exploration into the impact of augmented reality on EFL learners’ 
Reading comprehension. Education and Information Technologies, 27(7), 9745–9765. 
https://doi.org/10.1007/s10639-022-11021-8 

Fitri, M., Saurita, K., & Gusmaneli, G. (2024). Membangun Kesadaran Sosial Melalui pilar-pilar 
pendidikan: Peran sekolah dalam masyarakat. Jurnal Ilmu Sosial, Humaniora Dan Seni, 3(3), 864–870. 
https://doi.org/10.62379/jishs.v3i3.2299 

Handayani, S. W. (2014). Peningkatan Aktivitas Belajar Akuntansi Melalui Model Pembelajaran Tipe Think 
Pair Share Berbantuan Media Modul. Jurnal Pendidikan Akuntansi Indonesia, 12(2). 
https://doi.org/10.21831/jpai.v12i2.2703 

Irwandi, I., & Fajeriadi, H. (2020). Pemanfaatan Lingkungan sebagai Sumber Belajar untuk Meningkatkan 

Minat dan Hasil Belajar Siswa SMA di Kawasan Pesisir, Kalimantan Selatan. BIO-INOVED : Jurnal 
Biologi-Inovasi Pendidikan, 1(2), 66. https://doi.org/10.20527/binov.v1i2.7859 

Kirani, S. P., & Cahyaningtyas, A. P. (2025). Pengembangan Media Augmented Reality Picture Book 
Sebagai Penunjang Keterampilan Menyimak Cerpen. Jurnal Onoma: Pendidikan, Bahasa, Dan Sastra, 
11(3), 2624–2637. https://doi.org/10.30605/onoma.v11i3.6008 

Nasrulloh, I., & Ismail, A. (2017). Analisis Kebutuhan Pembelajaran Berbasis ICT. Jurnal PETIK, 3(32), 
28–32. 

Nurjanah, A., Maulana, H., & Nurhayati, N. (2023). Psikologi Pendidikan dan Manfaat bagi Pembelajaran: 
Tinjauan Literatur. Cendekia Inovatif Dan Berbudaya, 1(1), 38–46. 
https://doi.org/10.59996/cendib.v1i1.172 

https://orcid.org/0000-0003-3715-2764


Priviet Social Sciences Journal 

 

Volume 5, Issue 12, available at https://journal.privietlab.org/index.php/PSSJ 

501 

Pahrun, R., Jafar, Y., & Djalite, A. (2022). Meningkatkan Kemampuan Membaca Pemahaman Siswa 
Melalui Media Teks Cerita Bergambar di kelas IV SDN 14 Paguyaman. Jurnal Pengabdian Masyarakat: 
DIKMAS, 02(23), 539–552. http://dx.doi.org/10.37905/dikmas.2.2.749-758.2022 

Prabowo, E., & Wakhudin, W. (2024). Pengembangan Media Augmenteded Reality (AR) untuk 
Meningkatkan Motivasi Belajar Siswa pada Mata Pelajaran IPAS Kelas 4 SD Negeri 3 Linggasari. 
Jurnal Pendidikan Dan Pembelajaran Indonesia (JPPI), 4(2), 591–604. 
https://doi.org/10.53299/jppi.v4i2.552 

Putriana, S., Neviyarni, & Irdamurni. (2021). Perkembangan Intelektual pada Usia Sekolah Dasar. Jurnal 
Pendidikan Tambusai, 5(2019), 1771–1777. 
https://jptam.org/index.php/jptam/article/view/1173/1051 

Radu, I. (2014). Augmented reality in education: A meta-review and cross-media analysis. Personal and 
Ubiquitous Computing, 18(6), 1533–1543. https://doi.org/10.1007/s00779-013-0747-y 

Ramadhani Kurniawan, & Afi Parnawi. (2023). Manfaat Literasi Untuk Meningkatkan Mutu Pendidikan. 
Jurnal Pendidikan, Bahasa Dan Budaya, 2(1), 184–195. https://doi.org/10.55606/jpbb.v2i1.1148 

Wahidin. (2025). Pengembangan Media Pembelajaran Visual Untuk Meningkatkan Pemahaman Konsep 
Siswa. Jurnal Ilmiah Edukatif, 11(01), 285–295. 

 
 


