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Abstract 
Digital inequity continues to challenge vocational education in rural areas, where limited infrastructure and instructional resources constrain students’ opportunities to acquire essential digital skills. This study reports the design, development, and validation of an interactive e-book learning medium for Microsoft Office instruction using the ADDIE instructional design model. The study was conducted in a rural vocational high school in West Kalimantan, Indonesia, involving Grade XI students from the Agribusiness of Food Crops program. The e-book was developed using Canva as a cloud-based authoring platform to ensure accessibility, mobile compatibility, and cost efficiency. The research employed a design-based development approach, incorporating expert validation and student response evaluation. Participants included two media experts, one subject-matter expert, one vocational teacher, and 30 students. Quantitative data were collected using Likert-scale validation instruments and student response questionnaires, while qualitative feedback informed iterative revisions. The results indicate that the developed e-book achieved a high level of validity, with expert validation scores exceeding 90%, and was perceived by students as practical, engaging, and supportive of independent learning. Observational findings further suggest improvements in student engagement and instructional efficiency. The study demonstrates that low-threshold design platforms, when guided by systematic instructional design principles, can produce pedagogically robust digital learning media suitable for resource-constrained contexts. The findings contribute to the literature on educational technology and instructional design by extending e-book development research into rural vocational education and highlighting practical strategies for promoting digital learning equity.
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1. Introduction 
The rapid expansion of digital technologies has fundamentally transformed educational practices across the globe, positioning technology-enhanced learning as a central component of instructional innovation. Nevertheless, the benefits of this transformation remain unevenly distributed, particularly between urban and rural educational contexts. While urban schools increasingly adopt interactive digital platforms and multimedia learning resources, rural schools often continue to rely on conventional instructional approaches due to infrastructural, financial, and human resource constraints (Bond et al., 2020; OECD, 2021). This digital divide raises significant concerns regarding educational equity, especially in vocational education, where digital competencies are directly linked to employability and workforce readiness (Ng, 2021).In Indonesia, national initiatives such as school digitalization programs and the implementation of the Merdeka Curriculum seek to integrate information and communication technologies across educational levels. Despite these policy efforts, empirical evidence suggests that their implementation remains inconsistent across regions. Rural vocational schools, in particular, face challenges related to limited internet connectivity, inadequate computer laboratory facilities, and insufficient teacher training in educational technology (Suryadi et al., 2022). As a result, instructional practices in these settings frequently remain teacher-centered and text-based, limiting student engagement and opportunities for skill development.
Vocational education institutions are expected to equip learners with applied competencies that correspond to real-world occupational demands. In agribusiness-related vocational programs, proficiency in Microsoft Office applications such as Word, Excel, and PowerPoint is essential for administrative documentation, data management, and professional communication. However, instruction in these applications is often delivered through static textbooks and verbal explanations, providing limited opportunities for procedural learning and practice (Anshari et al., 2022). Such approaches are particularly ineffective for students who are accustomed to digital and mobile environments and who benefit from visual and interactive learning experiences (Hew et al., 2020).Interactive e-books have emerged as a promising form of digital instructional media capable of integrating text, images, video demonstrations, and formative assessments into a unified learning environment. Research grounded in multimedia learning theory indicates that well-designed multimodal materials can enhance cognitive processing, motivation, and skill acquisition by reducing extraneous cognitive load and supporting meaningful learning (Mayer, 2020). Compared to printed textbooks, e-books offer greater flexibility, accessibility, and adaptability, making them particularly suitable for contexts with limited physical resources (Kukulska-Hulme, 2021).
Despite the growing body of research on e-books and digital learning media, several gaps remain evident. First, most empirical studies focus on higher education or urban secondary schools, leaving rural vocational education underrepresented in the literature (Alamri et al., 2021). Second, existing research often assumes access to specialized instructional design software, overlooking the potential of widely available platforms such as Canva to empower teachers as instructional designers (Trust & Whalen, 2020). Third, there is limited design-based evidence demonstrating how systematic instructional design models can be operationalized to address digital equity challenges in under-resourced educational contexts (Chen & Kessler, 2022).
This study addresses these gaps by developing and validating a Canva-based interactive e-book for Microsoft Office instruction in a rural vocational high school in Indonesia. Using the ADDIE instructional design model, the research systematically aligns learner needs, vocational competencies, and multimedia design principles. By foregrounding contextual constraints and equity considerations, this study contributes to the literature on educational technology, instructional design innovation, and rural digital learning.

2. Methods 
This study employed a research and development methodology guided by the ADDIE instructional design model, which consists of five iterative stages: Analyze, Design, Develop, Implement, and Evaluate. ADDIE has been widely adopted in educational technology research due to its systematic structure and flexibility, enabling instructional designers to align pedagogical objectives with learner needs and contextual constraints (Branch, 2009; Molenda, 2020).The research was conducted at SMK Negeri 1 Jelai Hulu, a rural vocational high school located in Ketapang Regency, West Kalimantan, Indonesia. The school serves students from predominantly rural backgrounds and faces infrastructural limitations, including restricted access to computer laboratories. Consequently, students rely primarily on personal smartphones for digital learning activities, a condition commonly reported in rural vocational education contexts (OECD, 2021).Participants included two media experts with experience in educational technology design, one subject-matter expert specializing in information technology education, one vocational teacher, and 30 Grade XI students from the Agribusiness of Food Crops (ATP) program. Expert involvement is consistent with established practices in instructional media development to ensure content validity, pedagogical appropriateness, and technical feasibility (Akker et al., 2020).During the analysis stage, classroom observations and semi-structured interviews with the vocational teacher were conducted to identify instructional challenges, learner characteristics, and technological constraints. Curriculum documents were reviewed to ensure alignment with vocational competencies. The findings revealed low student motivation, limited interactivity in existing learning materials, and a reliance on lecture-based instruction for Microsoft Office topics.The design stage involved defining learning objectives, structuring content into modular units covering Microsoft Word, Excel, and PowerPoint, and developing flowcharts and storyboards to guide navigation and multimedia integration. Design decisions were informed by multimedia learning principles, emphasizing coherence, signaling, and segmenting to reduce cognitive load (Mayer, 2020).
In the development stage, the interactive e-book was created using Canva. The e-book integrated instructional text, annotated screenshots, short tutorial videos, and formative evaluation tasks. Canva was selected due to its accessibility, cloud-based functionality, and compatibility with mobile devices, which are critical considerations in rural learning contexts (Trust & Whalen, 2020).The implementation stage involved classroom use of the e-book during Microsoft Office instruction over several sessions. Evaluation consisted of expert validation and student response analysis using Likert-scale questionnaires. Quantitative data were analyzed descriptively, while qualitative feedback was used to inform minor revisions, consistent with formative evaluation practices in design-based research (Akker et al., 2020).
Figure 2 depicts the application of the ADDIE instructional design model in this study. The process began with an analysis of learner needs and contextual constraints, followed by the design of learning objectives and content structures. The development stage involved creating a Canva-based interactive e-book, which was subsequently implemented in classroom instruction. The evaluation stage incorporated expert validation and student response analysis as formative feedback for refinement.
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Figure 2. ADDIE-based development process of the Canva-based interactive e-book.

3. Results 
The results of this study present empirical evidence regarding the validity, practicality, and instructional relevance of the Canva-based interactive e-book developed for Microsoft Office instruction. The findings are structured around expert validation outcomes, student response analysis, and observed instructional impacts during classroom implementation.
3.1 Expert Validation of the Interactive E-Book
Expert validation was conducted to assess the quality of the developed e-book in terms of media design and instructional content. Two media experts evaluated visual appearance, navigation structure, interactivity, typography, and technical functionality, while one subject-matter expert assessed content accuracy, instructional alignment, and relevance to vocational competencies. Validation instruments employed a five-point Likert scale and were analyzed descriptively.
The results indicate that the e-book achieved a very high level of validity. The average score from media experts reached 92.4%, while the subject-matter expert validation score reached 91.2%. According to established media feasibility criteria, these values fall within the “highly valid” category, indicating that the product is suitable for instructional use without major revision.
Table 1. Expert Validation Results of the Canva-Based Interactive E-Book
	Validator Type
	Assessment Dimension
	Mean Score (%)
	Validity Category

	Media Expert 1
	Visual design and layout
	93.1
	Highly valid

	Media Expert 2
	Navigation and interactivity
	91.7
	Highly valid

	Subject-Matter Expert
	Content accuracy and curriculum alignment
	91.2
	Highly valid

	Overall Mean
	—
	92.1
	Highly valid


Qualitative feedback from media experts emphasized the clarity of screen layout, consistency of color schemes, and effective segmentation of instructional content. The subject-matter expert highlighted the appropriateness of procedural explanations for Microsoft Word, Excel, and PowerPoint tasks relevant to agribusiness administration, confirming alignment with vocational learning objectives 
.
3.2 Student Response toward the E-Book Learning Media
Student responses were collected after the implementation phase to evaluate the practicality and acceptability of the interactive e-book. A total of 30 Grade XI students from the Agribusiness of Food Crops program completed a response questionnaire assessing usability, clarity of material, motivation, and accessibility.
The analysis revealed an average student response score of 87.14%, which is categorized as very positive. Students reported that the integration of step-by-step explanations, images, and video tutorials facilitated understanding of Microsoft Office procedures. The ability to access learning materials through smartphones was perceived as particularly beneficial, allowing students to review content independently outside classroom hours.
Table 2 presents the summary of student response results.
	Evaluation Aspect
	Mean Score (%)
	Response Category

	Ease of use
	88.6
	Very positive

	Clarity of material
	86.9
	Very positive

	Learning motivation
	87.3
	Very positive

	Accessibility via mobile devices
	85.8
	Very positive

	Overall Mean
	87.14
	Very positive



To visualize the distribution of student responses across evaluation aspects, Figure 1 illustrates the comparative perception scores.
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Figure 1 depicts a radar chart showing balanced high scores across usability, clarity, motivation, and accessibility dimensions, indicating consistent positive student perceptions.

Student qualitative feedback further revealed that the e-book supported independent learning and reduced dependence on teacher explanations. This finding suggests that the media functioned not only as a content delivery tool but also as a learning scaffold supporting self-regulated learning.
3.3 Observed Instructional Outcomes
Although the study did not employ an experimental or quasi-experimental design, observational data and teacher reflections indicate positive instructional outcomes. During classroom implementation, students demonstrated higher engagement levels during practical activities and were more willing to explore Microsoft Office features independently. Teachers reported improved instructional efficiency, as the e-book reduced repetitive explanations and allowed greater focus on guiding student practice.
These observations suggest that the interactive e-book contributed to a shift toward more learner-centered instructional practices, consistent with the intended goals of technology-enhanced vocational education.

4. Discussion 
he findings of this study provide empirical support for the effectiveness of interactive e-books as instructional media in rural vocational education contexts. Consistent with multimedia learning theory, the integration of text, visuals, and video demonstrations facilitated students’ cognitive processing by reducing extraneous cognitive load and supporting procedural understanding (Mayer, 2020; Mayer & Fiorella, 2021). The high expert validation scores indicate that pedagogically sound digital media can be developed using accessible design platforms when guided by systematic instructional design principles.
The results align with prior research demonstrating that interactive digital learning resources enhance learner engagement and perceived usability, particularly in skill-oriented subjects such as information technology and office applications (Hew et al., 2020; Li et al., 2021). Studies published in Computers & Education and Education and Information Technologies consistently report that multimedia-based instruction supports both conceptual understanding and practical skill acquisition when instructional design principles are applied effectively (Bond et al., 2020; Schindler et al., 2020).
A key contribution of this study lies in its contextual focus on rural vocational education. While previous studies have predominantly examined e-book implementation in higher education or urban secondary schools, this research demonstrates the feasibility of such media in under-resourced vocational settings (Alamri et al., 2021; Ng, 2021). The reliance on smartphones as primary learning devices reflects broader trends in mobile learning adoption in developing regions, where mobile accessibility often compensates for limited institutional infrastructure (Kukulska-Hulme, 2021; Crompton et al., 2021).
The use of Canva as an instructional media development platform represents a practical innovation. Prior studies emphasize the importance of teacher capacity in instructional design, yet often assume access to specialized software and technical expertise (Trust & Whalen, 2020; Tondeur et al., 2021). This study demonstrates that cloud-based, low-threshold platforms can empower teachers to design high-quality instructional media, supporting the concept of teachers as designers of learning experiences (Koehler et al., 2021).
From an instructional design perspective, the successful application of the ADDIE model reinforces its relevance in contemporary educational technology research. Despite criticism that ADDIE is overly linear, recent studies highlight its adaptability when applied iteratively in design-based research contexts (Molenda, 2020; Branch & Dousay, 2021). In this study, formative evaluation and expert feedback enabled continuous refinement, contributing to the high validity of the final product.
The positive student responses observed in this study corroborate findings that interactive digital media enhance motivation and self-regulated learning, particularly when learners can access materials flexibly outside formal instructional settings (Zimmerman & Schunk, 2021; Broadbent & Poon, 2020). The ability to revisit instructional content aligns with research emphasizing the role of repetition and self-pacing in skill acquisition (Panadero et al., 2022).From a digital equity perspective, the findings support arguments that effective educational technology solutions should prioritize accessibility, contextual relevance, and sustainability rather than technological sophistication alone (OECD, 2021; Selwyn, 2022). By leveraging existing student-owned devices and free design tools, the developed e-book contributes to narrowing digital learning gaps in rural vocational education, echoing calls for equity-oriented instructional innovation (Alamri et al., 2021; Williamson et al., 2023).Collectively, these findings extend the educational technology literature by providing design-based evidence that interactive e-books can function as scalable, equity-oriented instructional solutions in vocational education. The study underscores the importance of aligning instructional design models, accessible technologies, and contextual needs to achieve meaningful learning outcomes.
5. Conclusion 
This study concludes that a Canva-based interactive e-book developed through the ADDIE instructional design model constitutes a valid, practical, and contextually appropriate learning medium for Microsoft Office instruction in rural vocational education. Expert validation results and positive student responses indicate that the e-book effectively supports learning objectives while addressing infrastructural limitations.The findings underscore the importance of systematic instructional design in developing digital learning media that promote equity and accessibility. By utilizing widely available design tools and mobile-friendly formats, educators can create meaningful learning experiences even in resource-limited settings.Future research should employ experimental or quasi-experimental designs to measure learning outcomes more rigorously and explore scalability across different vocational disciplines. Overall, this study contributes empirical evidence to the discourse on technology-enhanced learning and offers a practical model for advancing digital equity in vocational education.
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