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Abstract: Integrating Folklore in Modern Education: A Review of Interactive Materials
and SDGs Alignment. Objectives: Integrating local culture through folklore is increasingly used to
support next-generation learning competencies, here defined as learning performance, language/
communication, cultural literacy, creativity, collaboration, critical thinking, ecoliteracy, and basic digital
skills, while advancing SDG 4 (Quality Education), especially Target 4.7 on education for sustainable
development and cultural diversity. Methods: The research employed a Systematic Literature Review
(SLR) across Scopus, WoS, SINTA, ERIC, and Index Copernicus, using predefined inclusion criteria
and quality appraisal. Findings: Across 35 studies, folklore-embedded interactive materials most
consistently aligned with gains in learning performance and language/communication, with frequent
co-benefits in cultural literacy and critical thinking when tasks were scaffolded through inquiry, story-
based reflection, and locally meaningful problems. Evidence clusters were concentrated in Indonesia,
which we interpret as a contextual pattern examined in the full paper and possibly reflecting glocalization
in educational research ecosystems and/or national research policy incentives rather than a universal
dominance. Conclusion: Taken together, the reviewed evidence supports a cautious, convergent
claim: folklore-based interactive materials are associated with improvements in core competencies
linked to SDG 4.1 (effective learning outcomes) and SDG 4.7 (cultural diversity and sustainable
values), particularly when paired with teacher scaffolding and authentic tasks. The review contributes
a mechanism-oriented synthesis: a “Folklore-as-Context” pathway (cultural familiarity— relevance
engagement —higher-order thinking) that specifies how and under what classroom conditions folklore
supports 2 1st-century competencies, extending prior work that treated “local wisdom” and “innovation”
only at a general level.
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[ | INTRODUCTION
Students’ academic achievement

devise solutions to intricate problems (Fajari &
Meilisa, 2022). These abilities are central to the

increasingly indicates the effectiveness of
education in addressing the rapid dynamics of
globalization. Modern classrooms do not confine
learning to the mere memorization of facts or
formulas. It necessitates a wider range of skills;
students are required to engage in critical thinking,
interact effectively, articulate ideas clearly, and

global education agenda, particularly in the quest
for quality learning as outlined in Goal 4 of the
Sustainable Development Goals (Sari et al.,
2024). However, the reality is considerably less
than perfect. Numerous reports continue to
indicate that student performance across various
schools has not attained the expected criteria
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(Polat & Ozkaya, 2023). An examination
uncovers multifaceted issues: some are grounded
in individual motivation, while others stem from
the inadequacy of teaching to resonate with
students’ lived experiences (Pierard et al., 2020).

Contemporary education agendas
converge on a common premise: learners must
develop higher-order competencies, analysis,
communication, collaboration, creativity, and
problem solving, rather than rely on rote recall.
Quality education under SDG 4 locates these
competencies within culturally grounded and
future-oriented learning, a view echoed in
Indonesia’s Merdeka Curriculum through the
Pancasila Student Profile, which prioritizes
relevance, character, and civic responsibility.
Consistent with constructivist theory, learning is
most durable when understanding is built through
authentic tasks, reflection, and dialogue that
connect classroom activity to lived experience.
Within this conceptual frame, folklore operates
as a coherent contextual mechanism. Culturally
familiar narratives such as legends, myths, and
folktales provide meaning-rich anchors for
abstract ideas, stimulate inquiry and perspective-
taking, and invite collaborative sense-making.
‘When such narratives are embedded in interactive
learning materials, they create cycles of
engagement, practice, and feedback while
maintaining cultural relevance, thereby supporting
the development of targeted competencies and
advancing SDG 4 objectives, including effective
learning outcomes (Target 4.1) and appreciation
of cultural diversity and sustainable values (Target
4.7). These abilities are central to the global
education agenda, particularly SDG 4 (Quality
Education); with Target 4.1 emphasizing effective
learning outcomes and Target 4.7 calling for
education that advances sustainable development,
cultural diversity, and global citizenship. In this
review, next-generation learning skills (used
interchangeably with 21st-century skills) are
operationalized as learning performance,
language/communication, cultural literacy, critical

thinking, creativity, collaboration, ecoliteracy, and
basic digital skills, which constitute the focal
competencies synthesized across the included
studies.

Large-scale evidence indicates that declines
or stagnation in learning outcomes are multi-causal
rather than singular. OECD PISA trend reports
document system-wide declines, most notably in
mathematics, and widening disparities across
jurisdictions following pandemic disruptions.
UNESCO’s global futures report underscores
persistent inequities, relevance gaps, and the
misalignment between curricula and learners’ lived
contexts. Complementing this, the World Bank
estimates that roughly seven in ten 10-year-olds
in low- and middle-income countries are unable
to read a simple text with comprehension,
highlighting a structural, multi-factor challenge.
Internally, students often wrestle with low
motivation, fragile self-efficacy, and weak basic
literacy; externally, instructional routines remain
rigid, teacher-centered delivery, static materials,
and content that rarely resonates with learners’
lived worlds, conditions associated with lower
engagement and weaker gains in meta-analyses
and large-scale reviews (Febriyanti et al., 2021,
Tulung et al., 2022). Externally, the teaching
landscape is frequently shaped by rigid routines:
teacher-centered methods, static teaching tools,
and learning content that rarely reflects local
cultural wealth. When lessons are detached from
familiar cultural contexts, student engagement
tends to fade (Moltudal et al., 2022; Mulwa,
2015). Conversely, connecting instruction to
cultural narratives can awaken a sense of
belonging and sharpen their adaptability in a
rapidly changing world (Nur et al., 2020;
Suryawati & Osman, 2018).

Research across various educational
institutions indicates a clear trend: performance
objectives for critical and collaborative thinking,
the cornerstone of 2 1st-century education, have
not been met (Djono et al., 2024; Fajari et al.,
2020; Sarwanto et al., 2020). This situation
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requires teaching methods that go beyond just
giving information. A prominent area of interest
is the incorporation of folklore into interactive
educational experiences (Djono et al., 2024).
Combining traditional storytelling with modern
technology makes learning less abstract and more
connected to local values. This is in line with the
Sustainable Development Goals’ vision of
education that is inclusive, meaningful, and
sustainable (Ferrer-Estévez & Chalmeta, 2021;
Vykydal et al., 2020).

Simply adding more subjects will not
resolve this problem. Educational institutions must
reassess the fundamental nature of instructional
materials. Many textbooks conform to established
frameworks, consistently presenting storylines
about global celebrities like Cristiano Ronaldo
or famous tourist destinations. Although engaging,
these narratives often seem detached from
students’ realities (Budiman et al., 2020). At the
same time, the Merdeka Curriculum emphasizes
the inclusion of local cultural traditions in
education through the Pancasila Student Profile
Strengthening Project (P5). The goal is to create
people who have strong morals, are willing to
talk to others, are creative, and are proud to be
Indonesian citizens (Aryani & Rahayu, 2023;
Hamzah etal., 2022).

To address these limitations, contextual and
culturally relevant materials are needed, including
the use of folklore. A systematic literature review
(SLR) is therefore warranted to consolidate
fragmented findings and move beyond isolated
classroom reports. To our knowledge, no prior
SLR has synthesized folklore-embedded
interactive learning materials with a dual focus
on next-generation competencies and alignment
with SDG 4; existing reviews tend to treat “local
wisdom” generically or remain narrative in scope.
This SLR fills that gap by mapping indexed
evidence (2012-2025) and deriving a
mechanism-oriented synthesis that clarifies s7ow
and under what conditions folklore-linked

materials are associated with improved
competencies.

Several contextual approaches have been
advanced to connect learning with students’ lived
realities, including culturally responsive pedagogy
and funds of knowledge, place-/community-
based learning, project-/problem-based inquiry,
phenomena-based integration, and service
learning (Herdiawan et al., 2023; Masmuzidin et
al., 2012). These share commitments to
authenticity, relevance, and reflection, but differ
in how “context” is represented and mediated in
materials. Within this broader family, folklore
offers a distinctive entry point: locally resonant
narratives (legends, myths, folktales) that can be
embedded into interactive formats to scaffold
sense-making, language development, and
cultural literacy while remaining aligned with SDG
4.

Folklore provides a relevant and potential
alternative for development as teaching material
(Hudhana et al., 2025). Folklore, including
legends, myths, and folktales, represents the
identity, moral values, and local wisdom of society
(Al Farisi et al., 2024). Legends and folktales
are particularly chosen because they remain
preserved through oral traditions and are
regarded as part of the community’s philosophical
heritage (Masie et al., 2025). Folklore helps
students learn language patterns, become more
culturally aware, and appreciate local customs.

Previous studies have demonstrated the
effectiveness of integrating folklore into education.
Songsirisak et al. (2024) emphasized that folklore
plays a vital role in preserving cultural life.
Furthermore, Siew Woei et al. (2015) also found
that cultural representation in textbooks is the basis
for teaching English in Vietnam. Folklore is not
justacollection of old stories; it is also a way to
learn a lot about cultural identity (Lee etal., 2006).
Numerous studies demonstrate its significant
impact on stimulating creativity, enhancing writing
proficiency, and elevating students’ motivation for
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learning (Herdiawan et al., 2023; Masmuzidin et
al., 2012). Folklore is more than just stories; it
weaves values into them, letting students learn
about character and meaning in a way that feels
natural rather than forced.

Educational technology has made it possible
to bring these stories to life in fresh and exciting
ways. Think of flipping through interactive books,
vibrant digital pages, or playful designs built
through Canva. It aligns seamlessly with
constructivist principles (Ahmad et al., 2016),
emphasizing active learning, and ESP tenets that
ensure materials are relevant to students’ actual
needs (Hasanah et al., 2023). No more reading
passively; students jump right into the story.

Beyond improving writing, folklore-based
interactive learning materials open the door to
essential 21st-century skills: critical thinking,
creativity, collaboration, communication, and
digital fluency. These abilities prepare young
learners to meet global challenges while supporting
Sustainable Development Goals, especially those
linked to quality education, equity, and cultural
heritage. Based on the above background, this
SLR adopts a synthesis-oriented agenda: (1) map
the domain of folklore-embedded interactive
learning materials (venues, levels, methods) to
establish scope; (2) synthesize the mechanisms
and boundary conditions under which these
materials are associated with next-generation
competencies (e.g., learning performance,
language/communication, cultural literacy, critical
thinking); (3) articulate a conceptual framework
(the “Folklore-as-Context” pathway) linking
cultural familiarity to relevance, engagement, and
higher-order thinking; and (4) identify tensions
and gaps (e.g., glocalization patterns, design
fidelity, assessment validity) to inform a forward
research agenda aligned with SDG 4.

| METHOD
Research Design

This research drew on the Systematic
Literature Review (SLR) approach not justas a

method, but as a way to clearly see the big picture.
Instead of wandering through countless studies,
SLR lets everything line up: what has been done,
what keeps repeating, and what is still missing.
Unlike a regular literature review that can
sometimes feel loose or subjective, an SLR works
like a carefully arranged roadmap. Every step,
from how articles are gathered, how they are
filtered, and how the data is handled, can be
checked and traced (Xiao & Watson, 2019). The
decision to use SLR paired with the PRISMA
framework was not random. It is efficient, saves
resources, and can bring scattered research
threads into one solid, structured story. This
method is particularly useful when responding to
the growing push for 21st-century skills and
sustainability goals, topics that are too broad to
rely solely on fieldwork.

The PRISMA framework operates much
like a carefully drawn route map. It does not just
tell researchers where to end up; it walks them
through every turn so they do not stray off course.
The process starts quietly, with defining sharp,
focused questions and deciding what will be part
of'the review and what will not. A fter that, the
hunt begins: searching widely, trimming what does
not fit, and weighing the quality of what remains.
Four big checkpoints shape this entire journey:
identification, screening, eligibility, and inclusion.
Each gate narrows the path more, sharpening the
evidence at hand. The pieces come together one
by one, and what comes out is a clear, organized,
and traceable synthesis. This structured pathway
is laid out visually in Figure 1.

Inclusion and Exclusion Criteria
Establishing criteria for literature selection
is an essential phase. This study defined two
primary categories in the selection process:
inclusion criteria that ascertain which articles are
to be incorporated, and exclusion criteria that
delineate which articles should be excluded from
the analysis. The inclusion criteria define the
standards for selecting studies suitable for analysis.
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{ Identification of studies via databases and registers }
f———\
Records removed before
g screening:
§ Records identified from": 1D2u(§>)hcate records removed {n =
= Databases (n = 520) > T
= Registers (n = 30) Records_ marked as ineligibie by
S automation tools (n = 15)
= Records removed for other
reasons (n = 10)
Records screened Records excluded
——>
(n = 405) (n = 250)
v
Reports sought for retrieval Reports not retrieved
—>
e (n =155) (n =20)
=
{0}
5
A v
Reports assessed for eligibility -
(n = 135) > Rgports exclgded (n =100),
with reasons:
Not relevant population
Not relevant intervention
Insufficient data
Other reasons
—
5 Studies included in review
= (n=35)
° Reports of included studies
= (n=235)

Figure 1. Research flow based on PRISMA guidelines

This ensures that the chosen research is truly
relevant to the study’s topic.

The criteria for inclusion in this study were
as follows: (1) The article investigates the use of
folklore as educational material; (2) it is published
inreputable journals or proceedings indexed in
Scopus, WoS, SINTA, ERIC, or Index
Copernicus; (3) itemploys subjects within formal
education; (4) it utilizes scientifically validated
research methodologies; (5) it was published
between 2012 and 2025; and (6) it is written in
an international language, specifically English.
Exclusion criteria are rules used to exclude articles
that are not appropriate for inclusion, even if they
were initially relevant. These criteria ensure that
the results remain focused and high-quality. The
criteria for excluding participants from this study
were as follows: (1) Articles that only look at

folklore as a topic of cultural, literary, or
anthropological research and not as a way to
teach; (2) articles that are published in journals
or proceedings that are not well-known or aren’t
listed in reputable databases; (3) articles that talk
about things that are not formal education, like
community organizations, cultural groups, or non-
academic activities; (4) articles that do not have
clear or proven research methods (like essays,
opinions, or narratives); (5) articles that were
published before 2012, so they are not relevant
to modern educational settings; and (6) articles
that are written in local or national languages.

Search Strategy

The assembly of research resources in this
study was intentionally structured to adhere to a
systematic and cohesive methodology. The
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methodology stressed the use of reliable academic
sources and focused searches on well-known
databases such as Scopus, Web of Science
(WoS), SINTA, ERIC, and Index Copernicus.
These platforms were intentionally selected for
their comprehensive coverage of research on
educational innovation, linguistics, and the
development of instructional resources. Boolean
operators were applied carefully to keep the
search focused yet inclusive. Core queries
combined “folklore” AND (“learning material”
OR “educational media” OR “teaching
resources” OR “instructional design™) to capture
studies embedding cultural narratives into
pedagogy. The OR operator broadened the
scope with culturally anchored terms, “local
wisdom,” “
narratives,

99 Cey

traditional stories,” “indigenous
” “cultural heritage,” and “cultural

literacy”, while the NOT operator excluded work
focused exclusively on anthropological analyses
outside the educational domain. For transparency,
an example string used was: “folklore AND
(learning material OR educational media OR
teaching resources OR instructional design) OR
(local wisdom OR traditional stories OR
indigenous narratives OR cultural heritage OR
cultural literacy) NOT anthropolog”.

Every article that matched the criteria was
carefully logged and arranged into a structured
dataset. This was not done randomly; the idea
was to build a transparent trail so every selection
step could be traced and justified. The organized
results were later presented in a detailed table,
providing a clear foundation for the analytical
stage. Table 1 presents the complete compilation
of these selected studies.

Table 1. Summary of reviewed article

. Education CASP Learning Affected Type of
No Author Subject Level Method Country Index Rate Material Variable Folklore
1 Wardani (2024) 40 JumiorHigh i Method  Indonesia SCOPUS QI 5 Comic Writing Skills ~ LairY
School Tale
Hudhana, Sumarlam & Elementary o . . .
2 Sumarwati (2025) 199 School Quantitative Indonesia SCOPUS Q1 5 Comic Eco-literacy Legend
. Elementary o Learning
3 Smith et al. (2022) 6 School Qualitative Ghana SCOPUS Q1 5 Books Performance Myth
Yulianeta, Yaacob & R Research & - . . .
4 Lubis (2022) 11 University Development Indonesia SCOPUS Q1 5 Books Speaking Skills Legend
5 Yuopika et al. (2024) 5 University Qualitative Indonesia SCOPUS Q1 5 Story Knowledge Legend
Junior High - Learning
6 Lee, Lee & Lau (2016) 454 School Quantitative Hong Kong SCOPUS Q1 5 Story Motivation Myth
7 Li(2022) 419 Universit Quantitative China SCOPUS Q1 5 Books Learning Myth
sty - Performance Y
- Senior High Research & - Cultural
8  Masie et al. (2025) 52 School Development Indonesia SCOPUS Q2 4 Module Literacy Legend
Elementar Traditional
9  Onodera & Fuji (2023) 134 School y Mixed Method Japan SCOPUS Q2 4 Books Ecological Myth
Knowledge
Aniuranti, Rosyidah & Senior High Research & - . Grammar
10 Suwartono (2025) 89 School Development Indonesia SCOPUS Q2 4 Books Achievement Legend
Inphoo & Nomnian Senior High . . Drama Communication
11 (2019) 36 School Mixed Method Thailand SCOPUS Q2 4 Scenario Anxiety Legend
Songsirisak et al. Junior High . . . Learning
12 (2024) 30 School Mixed Method Thailand SCOPUS Q3 4 Books Performance Myth
Junior High Educational Learnin, Learnin; Fair;
13 Prahmana et al. (2025) 35 g Design Indonesia SCOPUS Q3 4 ng ming Y
School Materials Performance Tale
Research (EDR)
. Junior High Agile . SCOPUS - Cultural Fairy
14 Alietal. (2021) 51 School Methodology Malaysia Proceeding 4 Application Literacy Tale
. Elementary Research & SCOPUS . Feminist Fairy
15 Chatterjee et al. (2019) 21 School Development USA Proceeding 4 Website Pedagogy Tale
. Elementary Research & - SCOPUS Activity Learning
16 Rezeki et al. (2020) 60 School Development Indonesia Proceeding 4 Sheet Performance Legend
Fakhrutdinova et al. . . o . WoS CPCI . Fairy
17 (2019) 200 University Quantitative Russia Proceedings 3 Prosaic Moral Tale
Masmuzidin, Jiang & Elementary L United WoS ESCI Virtual Fairy
18 Wan (2012) 30 School Qualitative Kingdom Proceedings 3 Reality Moral Tale
Nugraheni, Suyitno & Elementary o - WoS ESCI Picture Learning
19 Ekowardani (2020) 30 School Qualitative Indonesia Proceedings 3 Story Performance Myth
Amandangi et al. . . Research & . WoS ESCI . .
20 (2020 65 University Development Indonesia Proceedings 3 ‘Website Language Skills  Legend
Arrajiv, Huda & Ma'ruf Senior High Research & . WoS SCIE Learning
21 (2022) 70 School Development Indonesia Proceedings 3 Module Performance Legend
. Senior High Research & - s Learning Fairy
22 Harjono et al. (2023) 15 School Development Indonesia SINTA 2 4 Application Performance Tale
Setiawan, Yuniarti & Elementary Research & . . Learning
23 Rahmadani (2022) 39 School Development Indonesia SINTA 2 4 Comic Performance Legend
Prasasti, Sulin & Hadi Senior High Research & . Learning
24 (2019) 30 School Development Indonesia SINTA 3 3 Story Performance Legend
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25 iagri:{;é%g(:;m & 36 gzﬁi)(i)rl High Qualitative Indonesia SINTA 3 3 Story Character Myth
26  Cojocaru (2018) 305 University Quantitative Romania SINTA 3 3 Books Language Skills  Legend
27 Kimsesiz (2022) 80 University Mixed Method Turkey SINTA 3 3 Story ;:f{:;‘:imc Legend
28  Herdiawan etal. (2023) 35 Jst‘;fslﬂigh Qualitative Indonesia SINTA 3 3 \R’;‘;ﬁfy' E::le‘r‘::‘yl ;:fey
29 g(c));:[i{)Othman & Man 60 University Mixed Method Malaysia SINTA 4 3 Story Language Skills ??)ilgy
30 11\{/;:::“ {lzaéil“;‘)& 21 University  Qualitative Malaysia gf::micus 3 Story Writing Skills ~ Legend
31 Ambayon (2020) 85 ';%:i;’;lHigh Quantitative Philippines gl:::micus 3 Module I[:(e::f]:)lrirl:l%mce Legend
32 Yuliani (2020) 30 ét?j:;lHigh Qualitative Indonesia gc?::rnicus 3 Books El‘ﬂ:tl}la‘?)ll ,1;211?
33 fzeé;,ol)lasmi & Syam 20 ;lir}lli';)(l)’lHigh Quantitative Indonesia ICrl:;:rnicus 3 Story Reading Skills Legend
34 g‘(‘)‘;g)herys & Babb 33 University  Qualitative USA ERIC 3 ’;}f:evt“y Language Skills 211?
35 Sanjaya et al. (2021) 180 lsiiir‘l)lzinary Quantitative Indonesia ERIC 3 Story ﬁi}‘gf&/le dee Legend

Research Procedure

The Systematic Literature Review of this
research evolved through three interconnected
phases. The method began by constructing a
foundation: defining the study objective and
clarifying the problem statement to ensure the
article search remained focused. After determining
the topic, a set of significant keywords was
identified, along with many esteemed databases:
Scopus, WoS, SINTA, ERIC, and Index
Copernicus. Subsequently, all written material
relevant to those terms was compiled, resulting
ina crude collection of literature that would later
be refined.

Next came the more selective phase. The
massive pile of articles did not go through
untouched. They were combed carefully using
inclusion and exclusion rules. Anything that did
not fit was set aside. Repeated entries were
discarded. At the same time, each piece was
checked step by step through the PRISMA flow
(identification, screening, eligibility) to make sure
itheld up. Their quality was not taken for granted
either; it was weighed with the Critical Appraisal
Skills Programme (CASP), filtering out weak
methodology and shaky claims. Only the solid
studies made it through this gate. Putting all the
pieces together was the last step. We extracted
key information from the selected publications and
organized it into tables or matrices. Names,
years, methods, participants, types of learning

materials, and main results were all included. This
made it easier to see the recurring patterns and
differences. Thematic analysis and descriptive
synthesis yielded a thorough overview, offering
not just a collection of findings but also a narrative
ofthe area’s current condition. From that story,
clear conclusions were drawn, and new paths for
future research were opened.

Data Analysis

This study employed a thematic synthesis
to explain how folklore-embedded interactive
learning materials cultivate next-generation skills
in line with SDG-4. Findings from included
studies were open-coded, grouped (axial coding)
to link intervention types and interactivity with
learner processes and outcomes, then integrated
through a line-of-argument synthesis. Five themes
emerged: (1) cultural anchoring for relevance,
where familiar narratives heighten interest and
bolster language/communication and cultural
literacy; (2) narrative-driven engagement, with
story structures scaffolding sense-making,
reflection, critical thinking, and creativity; (3)
multimodal interactivity as practice space, as
comics/apps/storytelling provide iterative, low-
stakes rehearsal that strengthens learning
performance and digital skills; (4) guided inquiry
via teacher scaffolding, which nurtures
collaboration and metacognition; and (5) values-
to-action transfer, linking folklore morals to
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contemporary issues to encourage ethical
application and-align with SDé; targets. Recurrent
mechanisap pathways—sncluded cultural
familiarityre  relevance persistence; story
+ prompts  reflection  criticaljudgment;
interactive practice  feedback  performance
gains; and scaffolded dialogue shared
reasoning  collaboration. Effects were
moderated by education level, teacher inquiry
expertise, and device access; thin facilitation
raised engagement but dampened higher-order
reasoning. Overall, the synthesis offers a coherent
account of why and how folklore-based materials
are associated with improvements in core 2 1st-
century competencies.

S N B~ N

B RESULTAND DISCUSSION
Trends in the Development of Folklore-
Embedded Interactive Learning Materials
The integration of folklore into interactive
learning materials marks a new direction in
education that increasingly emphasizes local
cultural aspects to strengthen both academic skills
and character formation. Findings from various
countries indicate a consistent interest among
researchers in this topic across elementary and
higher education contexts. Publication distribution
data provide a comprehensive overview of
research development over time, geographical
distribution, and the educational levels that serve
as the primary focus.

2010 2012 2014 2016

2018

2020 2022 2024 2026

Figure 2. Distribution of trends by year

Based on the information in Figure 2, the
annual distribution shows that research trends on
folklore-embedded interactive learning materials
have increased significantly since 2019. Initially,
publications were still very limited, with only one
article per year between 2012—-2018. However,
in 2019, the number of studies rose sharply to

i

Created with Datawrapper

four, reaching a peak in 2020 with seven articles.
Afterward, the trend remained relatively stable,
with six publications in 2022 and five in 2024.
Although there was a slight decrease to four in
2025, this still indicates that the topic of folklore
continues to receive consistent attention over the
past decade.

Figure 3. Distribution of trends by country
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Figure 3 shows that Indonesia has the most
publications, with 19, which is more than half of
all the studies found. The large number is not
surprising because oral traditions are deeply
ingrained in Indonesia’s culture and education.
Malaysia comes in a distant second with three
studies, and the United States comes in third with
two. A more dispersed contribution comes from
several other nations (China, Ghana, Hong Kong,
Japan, the Philippines, Romania, Russia, Thailand,

University
Senior High School
Junior High School
Elementary School

Turkey, and the United Kingdom), each
appearing just once in the dataset.

The distribution of these studies paints a
vivid picture. Although interest in folklore as a
learning tool is widespread, the heartbeat of this
research area seems to resonate most strongly in
Asia. In fact, the center of gravity lies in Southeast
Asia, aregion renowned for its living, diverse
folklore traditions that continue to shape local
identity and educational practices.

0 200 400

600 800 1000 1200 1400

Figure 4. Distribution of trends by research subject

Regarding the distribution of research
subjects (Figure 4), most studies focused on
university students, with a total of 1,199
participants. This number is far higher compared
to junior high school (780 subjects), elementary
school (699 subjects), and senior high school
(328 subjects). This indicates that, on one hand,
folklore is considered important for the academic
development of university students within the

framework of cultural, literacy, and pedagogical
studies. On the other hand, it is also relevant for
school-aged learners who require contextual and
interactive approaches. This distribution pattern
reflects the continuity with which folklore can be
adapted across educational levels and purposes,
from basic literacy to cultural identity
reinforcement to advanced academic
competence.

Table 2. Distribution of trends by research method

Method

Design Frequency

Agile Methodology

Adaptive Design 1

Educational Design Research (EDR)

Plomp

Explanatory Sequential Design

Mixed Method

Exploratory Sequential Design

Case Study

Qualitative

Descriptive

Survey

Quasi Experiment

Quantitative

Comparative

True Experiment

4D

ADDIE

Research & Development

Plomp

Borg & Gall

N [—= WA= =W W[N]~

Total

W
W
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From the methodological perspective, the
variations in research approaches indicate that
studies on folklore-embedded interactive learning
materials do not rely on a single paradigm but
instead employ diverse designs to address
different needs. A plethora of academics advocate
qualitative research, with 9 papers being
particularly significant. Five employed a
descriptive methodology that accurately
represents classroom scenarios, while four
conducted extensive case studies to elucidate
how students perceive, interpret, and embody
cultural values. These works focus more on
meaning than on numbers. They show how
learning and folklore are connected.

Questionnaire

14%

Test

Documentation

21%

14%‘

On the other side, quantitative strategies
paint a different picture. A few rely on surveys,
some on quasi-experiments, one compares
different groups, and a single study goes all in
with atrue experimental design. It is a multifaceted
toolbox that demonstrates a collective objective:
not only to describe but also to substantiate the
significance of folklore in quantifiable educational
advancements. These findings underscore a robust
effort to objectively evaluate the efficacy of
educational resources through quantifiable
improvements in students’ competencies and
academic achievement.

Figure 5 shows that the data collection
method tells a complex story. Interviews are the

FGD

9 0 .
Interview

30%

Observation
20%

Figure S. Distribution of trends based on data collection techniques

predominant method used in 22 studies,
demonstrating researchers’ significant reliance on
direct discourse to elucidate the experience and
understanding of folklore in educational contexts.
Observation and documentation occupy
secondary positions, each used 15 times,
functioning as instruments to monitor classroom
interactions and maintain concrete records, such
as notes, archives, or educational resources.
Simultaneously, more systematic
procedures are also becoming evident. Tests and
questionnaires, present in 10 research studies,
have distinct yet complementary functions; tests
primarily assess academic performance, whereas
questions elucidate learners’ perspectives,
attitudes, and motivation. Notably, focus group
discussions are conducted individually, yet they
provide a significant collective perspective,

enabling diverse opinions to emerge within the
same setting. This distribution demonstrates a
distinct preference for triangulation, integrating
interviews, observations, and documentation as
the foundation, while quantitative instruments
provide a systematic framework to enhance the
findings.

From the perspective of indexation, most
studies on folklore-embedded interactive learning
materials have been successfully published in
reputable international journals or proceedings,
with SCOPUS as the dominant index, especially
in Q1 with seven articles, followed by four in Q2,
two in Q3, and three proceedings, demonstrating
the strategic role of international conferences as
dissemination venues. The Web of Science
(WoS) functions as a significant outlet, featuring
one article in CPCI Proceedings, three in ESCI
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11%
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Figure 6. Distribution of trends by indexation

Proceedings, and one in SCIE Proceedings,
demonstrating that this subject can contend in
stringent international publication arenas. At the
national level, publications in SINTA are robust,
with five papers in SINTA 3, two in SINTA 2,
and one in SINTA 4, indicating significant
academic engagement within Indonesian scholarly
circles and contributions to national educational
literature. In addition, publications were found in
Index Copernicus (4 articles) and ERIC (2

articles), reinforcing this topic’s academic
contribution to international educational theory
and practice. This distribution shows a
transnational pattern in which the topic of folklore-
embedded interactive learning materials not only
grows locally but also expands globally, with a
high number of SCOPUS Q1-Q3 publications
as indicators of quality and relevance, further
strengthened by SINTA articles that enrich the
knowledge base within the Indonesian context.

Website Activity Sheet
Virtual Reality 6% 5% Application
6% 6%
Story
26% Books
23%
Prosaic / Comic
3% 8%
_ Learning ° Drama
Picture Story\4aterials Module Scenario
3% 3% 8% 3%

Figure 7. Distribution of trends by learning material form

The mapping of the media used to deliver
folklore-inspired learning materials reveals a
dynamic, evolving picture. Storytelling is the most
popular study with nine, and books are a close
second with eight. This implies that these two
remain the primary methods for transmitting
cultural knowledge in a literary and narrative

manner. Alongside them, comics and modules,
each featured in three studies, signal an attempt
to repurpose traditional tales into more
structured, visually engaging formats.
Technology is also starting to have an effect.
A couple of studies look at applications, virtual
reality, and websites (two studies each). This
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shows that there is a growing need for more
interactive and immersive learning experiences.
Several individuals explore unconventional
methods, such as activity sheets, dramas, picture
stories, prose, and other materials, each presented
individually, showcasing a readiness to transcend
traditional limitations. This pattern shows a
landscape that still relies on the comforting
presence of books and stories, but is slowly
moving into visual and digital areas that bring
folklore back to life in schools.

Myth
20%

Fairy Tale
31%

Legend
49%

Figure 8. Distribution of trends by type of folklore

When looking at the kinds of folklore
chosen as the backbone for interactive learning
materials, a clear pattern emerges. Legends are
at the top and appear in 17 studies. Because they
are so closely tied to local history and cultural
memory, they are great tools for teaching kids
about who they are and instilling national values
in the classroom. Fairy tales, represented in 11
studies, are next on the list. Their whimsical and
creative nature naturally appeals to kids, making
them easy to turn into engaging, educational
material. Myths, while used less frequently (only
seven studies), continue to play a subtle yet
significant role. These narratives carry moral
lessons, spiritual reflections, and philosophical
weight that fit well with character-building goals.
In essence, the research landscape shows a
strong pull toward folklore rooted in history and
culture. At the same time, fairy tales and myths
are brought in as creative companions, adding
layers of richness to culture-based educational
experiences.

A closer look at the targeted variables
reveals an interesting landscape. Learning

Table 3. Distribution of trends by affected
variables

Related Variable Frequency
Character 1
Civic Knowledge 1
Communication Anxiety 1
Cultural Literacy 4
Eco-literacy 2
Feminist Pedagogy 1
Grammar Achievement 1
Language Skills 8
Learning Motivation 1
Learning Performance 13
Moral 2

Total 35

performance clearly takes center stage, appearing
in 13 studies. This intense focus shows that
folklore has been a valuable tool for improving
students’ academic performance in a way that
can be measured. Language skills come next with
eight studies, reflecting the power of storytelling
to sharpen learners’ listening, speaking, reading,
and writing abilities in an integrated manner.

Cultural literacy follows, cited in four
studies, showing a growing concern for grounding
education in identity and cultural awareness while
also encouraging intercultural appreciation. A
handful of other aspects emerge as well: eco-
literacy and moral values are mentioned twice,
while character formation, civic understanding,
communication anxiety, feminist perspectives,
grammar mastery, and learning motivation each
surface once. This spread illustrates that folklore
extends beyond enhancing academic skills and
subtly influences the emotional, social, and cultural
aspects of learning.

Orientation and Objectives of Research on
Folklore-Embedded Interactive Learning
Materials in Education

Studies on the integration of folklore in
education reveal a consistent orientation pattern:
preserving culture, strengthening local identity,
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enriching pedagogical strategies, and supporting
educational policies that emphasize meaningful
learning. The available data reveal various foci
that can be mapped by thematic orientation. The
following section presents the mapping of the
orientations and objectives of research on the
integration of folklore into education.

One of the most prominent focuses is
character education and the reinforcement of
cultural values. At least seven studies fall into this
category. Youpika et al. (2024) examined
character values in Malay folklore at the university
level, Sanjaya et al. (2021) integrated the satua
Bali into civic education in elementary schools,
and Harjono et al. (2023) created a folklore-
based application, Cik Upik, for secondary
education institutions. Barli et al. (2024)
underscored the character dimension by including
local folklore into English language instruction at
the senior high school level, while Fakhrutdinova
et al. (2019) accentuated the pedagogical
significance of prose folklore for pre-service
teachers. This group of studies confirms that
folklore is regarded as an instrument for the
internalization of moral and social values rather
than mere entertainment reading. In addition,
Masie et al. (2025) developed folklore-based
modules to foster students’ cultural literacy at the
senior high school level, Ali et al. (2020) designed
an agile-developed digital game grounded in Wau
and Toyol traditions to cultivate cultural literacy
among junior high school students, and Yuliana
etal. (2023) employed fairy-tale-based books
to enhance cultural literacy in Indonesian junior
high schools. Herdiawan et al. (2023) further
expanded this strand by using folklore-centric
Virtual Reality (VR) to promote cultural literacy
in junior high schools. Together, this group of
studies confirms that folklore is regarded as an
instrument for the internalization of moral, civic,
and cultural values rather than mere entertainment
reading.

A significant factor is the advancement of
technology-driven educational tools. Six studies

have been identified within this framework.
Wardani (2024) developed digital comics to
instruct junior high school students in fantasy
writing, Hudhana et al. (2025) transformed
legends into digital comics, emphasizing
ecological principles for elementary pupils, and
Rezeki et al. (2020) crafted folklore-based
mathematical tools for basic education.
Furthermore, Setiawan et al. (2022) assessed the
viability of a Javanese folklore e-comic for
elementary students, Masmuzidin et al. (2012)
developed Hikayat Land within the virtual realm
of Second Life for elementary education, and
Herdiawan et al. (2023) investigated folklore-
centric VR learning in junior high schools.
Complementing these, Chatterjee et al. (2019)
designed a fairy-tale-based educational website
framed within feminist pedagogy for elementary
learners, and Arrajiv et al. (2023) produced
legend-based learning modules for senior high
school students that integrate local stories with
interactive features. Collectively, these studies
demonstrate a robust focus on closing the gap in
educational resources via digital and interactive
media grounded in local heritage.

The next orientation appears in the
reinforcement of language learning. Nine studies
are identified within this dimension. Aniuranti et
al. (2025) designed folklore-based grammar
materials for senior high schools; Inphoo &
Nomnian (2019) used the drama Pachit-Oraphim
to reduce English-speaking anxiety; and several
others examined proverb translation within the
framework of folklore. Yulianeta et al. (2022) and
Amandangi et al. (2020) created web-based
BIPA educational resources employing legends,
whereas Abd Rahim et al. (2017) implemented
e-stories to improve second-language writing
proficiency. Humpherys & Babb (2020)
integrated narrative into evaluation, whereas
Cojocaru (2018) highlighted folklore in
Erasmus+ mobility to enhance language
proficiency. This group underlines that folklore
serves as a bridge connecting language, culture,

2433



2434

Jurnal Pendidikan Progresif, Vol. 15, No. 04, pp. 2421-2442, December 2025

and global literacy. Extending this orientation, Li
(2022) investigated university students’ learning
performance when using myth-based books as
language input, Yulianeta et al. (2022) examined
the effects of folklore stories on language
performance in a mixed-method study at the
tertiary level, and Siew Woei et al. (2015)
explored folklore-based stories to develop
language skills among university learners in
Malaysia. At the school level, Smith et al. (2022)
showed how myth-inspired storybooks
contributed to elementary students’ learning
performance and language development in
Ghana, Susani et al. (2020) used legend-based
stories to improve reading skills in junior high
school, and Prasasti et al. (2019) employed
legend narratives to enhance learning
performance in high-school language classes. This
group underlines that folklore serves as a bridge
connecting language, culture, and global literacy
across multiple educational levels and national
contexts.

Another trend is the integration of folklore
into science and mathematics. Three studies
demonstrate this orientation. Onodera & Fujii
(2024) integrated fairy tales into fifth-grade
science lessons in Japan, Prahmana et al. (2025)
developed materials on relations and functions
using the story of Rama and Sinta within an
ethnomathematics framework in junior high
schools, and Nugraheni et al. (2020) presented
folklore-based picture series to reinforce concept
learning in elementary education. The main goal
of this orientation is to make exact sciences more
contextual, relatable, and grounded in local
culture. In parallel, Rezeki et al. (2020) designed
legend-based mathematical activity sheets for
primary students that contextualize arithmetic and
problem-solving. Together, these studies share the
main goal of making the so-called “exact sciences”
more contextual, relatable, and grounded in local
culture, ensuring that scientific and mathematical

ideas are not detached from learners’ lived
experiences.

Studies also highlight the significance of
learning motivation and student involvement.
Examples include Lee et al. (2006), who utilized
folktales to increase engagement among junior
high students; Songsirisak et al. (2024), who
investigated ethnic students’ perceptions of
multilingual folklore-based materials; and Ali et
al. (2020), who created a digital game inspired
by the Wau and Toyol traditions of Malaysia. This
group perceives folklore as a motivational trigger
rather than simply content. Additional empirical
evidence reinforces this orientation: Ambayon
(2020) examined modules based on local legends
to improve learning performance and motivation
among junior high school students in the
Philippines, Smith et al. (2022) showed that myth-
based storybooks can heighten elementary pupils’
engagement with curricular content, Al Farisi et
al. (2024) reported that myth-inspired reading
materials positively affected university students’
learning performance and attitudes toward
coursework, and Arrajiv et al. (2023) observed
that legend-based modules encouraged active
learning behaviors in senior high school
classrooms. This group perceives folklore as a
motivational trigger and engagement driver rather
than simply an alternative source of content.

Overall, data from 35 studies indicate that
the main orientations of research on folklore-
embedded learning materials can be grouped into
four major categories: (1) preservation of cultural
and character values, (2) development of digital
and innovative media, (3) reinforcement of
language literacy, and (4) integration with science
and mathematics. All these directions align with
the vision of contemporary education, both
Merdeka Belajar in Indonesia and global
policies, that demand learning processes which
are relevant, contextual, and rooted in cultural
identity.
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Effect of Folklore-Embedded Interactive
Learning Materials on Next-Generation
Learning Skills

Analysis of previous studies shows that the
use of innovative learning materials at the
elementary and secondary levels has a
measurable impact on students’ skill
development, including the 4Cs (Critical
Thinking, Communication, Collaboration, and
Creativity), and is linked to SDG 4.7 outcomes,
such as appreciation of cultural diversity and
sustainable values. Each material type, whether
comic, book, story, module, application, or
immersive technology such as virtual reality,
contributes significantly to literacy, motivation, and
critical thinking while strengthening
communication and creativity through narrative
production and peer dialogue. There is much focus
on reading and writing skills. Several studies that
used comics as a medium have shown that they
can help students improve their writing skills and
their ecoliteracy (Hudhana et al., 2025; Setiawan
et al., 2022; Wardani, 2024). Comics are not
only visually appealing but also combine digital
and contextual learning models, leading to better
results and aligning with SDG 4.7 by connecting
language tasks to local ecological and cultural
themes.

Books have consistently demonstrated their
role as a catalyst for educational advancement.
Empirical evidence from Yulianeta et al. (2022)
and Li (2022) indicates significant enhancement
in speaking skills and overall performance
mapping to the communication strand of the 4C.
The integration of online platforms and MOOCs
provides students with continuous access to
educational resources, enhancing their abilities
through ongoing involvement and enabling
collaboration via shared activities and feedback
cycles. Self-reported data from interviews and
surveys indicate increased motivation and
confidence among students in these learning
environments, which supports SDG 4.7’s
emphasis on inclusive, culturally aware learning
experiences.

The incorporation of storytelling gives an
additional captivating dimension. Research
conducted by Lee et al. (2006) and Siew Woei
etal. (2015) demonstrates that narrative-driven
learning methodologies can significantly enhance
students’ linguistic proficiency and motivation for
learning while fostering creativity through story
crafting and perspective-taking. Comparable
tendencies are evident in mathematics education,
as reported by Prahmana et al. (2025), where
story-based, realistic mathematics education
(RME) treatments produced superior learning
outcomes relative to traditional instruction via
contextual problem framing that activates critical
thinking. Modules function as a crucial medium
in this context. Arrajiv et al. (2023) demonstrate
enhanced cultural literacy with flipbook-integrated
resources, whilst Aniuranti et al. (2025) highlight
grammar advancements facilitated by the PACE
approach, indicating communication gains and
alignment with SDG 4.7 through culturally
grounded tasks. Controlled experimental
research, shown by Ambayon (2020),
corroborates these advantages, demonstrating
superior learning outcomes in experimental
groups relative to control groups with effects
concentrated on critical thinking and
communication indicators.

Applications and web platforms add a new
level of innovation. Findings from Harjono et al.
(2023) and Chatterjee etal. (2019) highlights that
technology-enhanced learning fosters academic
performance and inclusive educational
methodologies that incorporate feminist
perspectives, and creates collaborative spaces
that operationalize the collaboration strand of the
4C. Virtual reality applications, as documented
Herdiawan et al. (2023) and Masmuzidin et al.
(2012), improved cultural and moral literacy,
supported by interviews and classroom
observations, directly addressing SDG 4.7’s
cultural diversity and ethics dimensions. These
resources also improve civic and character
education. Studies by Barli et al. (2024) and
Sanjaya et al. (2021) show that adding moral
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principles to narrative-based treatments helps
students think more clearly about moral issues
and better understand their civic duties, reinforcing
critical thinking and communication through
structured deliberation. This is shown by
structured questionnaires and achievement tests.

These findings collectively demonstrate that
innovative, folklore-integrated learning media
significantly influence various educational
dimensions, encompassing basic literacy and
communication skills to ecological awareness and
moral development, and, taken together, map onto
the 4C competencies while advancing SDG 4.7
targets on cultural diversity and sustainability
education. Their potential is amplified when paired
with pedagogical models such as contextual
learning, RME, PACE, and digital storytelling,
forming a dynamic, student-centered ecosystem
that not only sustains engagement but also drives
measurable academic gains in classroom
conditions that scaffold critical inquiry,
collaborative dialogue, creative production, and
culturally aware reflection.

Academic Contributions and Practical
Implications of Using Folklore-Embedded
Interactive Learning Materials

The research demonstrates how folklore-
based interactive learning resources integrate
theory and practical application. Folklore is not
just a cultural decoration; it is also an intellectual
center where language, storytelling, identity, and
modern teaching come together. Wardani (2024)
and Abd Rahim et al. (2017) illustrate how oral
traditions, formerly limited to verbal storytelling,
can be transformed into engaging digital narratives
that enhance students’ writing skills. Their work
discreetly challenges the limits of multimodal
literacy theory, which has frequently favored
contemporary digital texts over traditional ones.
Likewise, the research by Prasasti et al. (2019)
and Onodera & Fujii (2024) underscores
folklore’s ability to bridge cultural understanding
with scientific logic, offering a more profound
interdisciplinary perspective for education.

The technical discussion makes this change
even bigger. Herdiawan et al. (2023) and Ali et
al. (2020) examine the function of virtual reality
and digital games, integrated with folklore, as
contemporary educational tools and conduits for
cultural heritage. These projects change how
people talk about technology-enhanced
education by adding local knowledge to digital
platforms that are often filled with global
information. By doing this, they broaden the field
of instructional technology, allowing innovation
and cultural preservation to coexist and support
one another.

The practical effects are also very important.
Teachers offer a more structured way to turn
folklore from a fun activity into a tool for learning
that supports reading, speaking, and critical
thinking. Studies conducted by Yulianeta et al.
(2022) and Yuliani (2020) indicate that the
integration of folklore with online education or
theatrical performance enhances student
confidence and communication abilities. The
research conducted by Sanjaya et al. (2021) and
Barli et al. (2024) provides a notable perspective
when examined through the lens of character
development. Children seem to easily internalize
ethical, civic, and national ideas when they are
woven into familiar local stories. The stories have
their own unique way of speaking. They do not
just see the message; they become it. In this
setting, folklore surpasses its role as a mere
cultural item. It functions as a deliberate
educational catalyst, promoting academic
progress while nurturing emotional and moral
growth.

Folklore-embedded resources should be
positioned as enrichment modules in language,
arts, and selected science strands, mapped to
explicit outcomes (cultural literacy, critical
reading, oral communication, context-based
reasoning) and delivered through curated
narratives, scaffolded authentic tasks, aligned
rubrics, and concise teacher guides. Educational
technology ought to mediate rather than replace
cultural content, prioritizing lightweight
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interactivity, localization (multilingual/dialect
options), access-aware design (offline/low-
bandwidth/printable), and teacher dashboards;
for VR, use time-on-task limits and reflection
prompts paired with non-digital work.
Theoretically, the review opens a mechanism-
focused agenda: specify boundary conditions
(scaffolding, task authenticity, collaboration), trace
mechanisms (identity affirmation, narrative
coherence, situated problem framing), and test
design features (story structure, interactivity level,
assessment alignment) that predict transfer across
subjects. It also raises equity/glocalization
questions about how localization practices and
policy contexts shape outcomes and the trade-
offs between cultural preservation and
technology-mediated standardization.

B CONCLUSION

Based on the results and discussions above,
several conclusions can be drawn. First, research
trends on folklore-embedded interactive learning
materials have grown rapidly over the past
decade, with a significant surge after 2019 and a
dominant contribution from Indonesia. Second,
the orientation of this research is largely toward
improving learning performance, language skills,
and cultural literacy, while positioning folklore as
a contextual medium relevant to students’ lives at
all educational levels. In addition, this body of
research enriches academic discourse on local
wisdom—based education and encourages
innovation in instructional design. Cautiously, the
reviewed evidence indicates an association
(rather than a demonstrated causal effect)
between folklore-embedded interactive materials
and increased student engagement, value
articulation, and alignment with 21st-century
learning aims, particularly when accompanied by
teacher scaffolding and authentic tasks.

Nonetheless, the study possesses specific
limitations. The evaluated studies have a limited
scope, are predominantly focused on the
Indonesian setting, and thus constrain the

generalizability of the findings. Methodological
variation should be augmented to enhance the
validity of the findings. A longitudinal study is
essential to evaluate the lasting impacts of
integrating folklore into schooling. Moreover, the
search strategy, though systematic, may introduce
retrieval and indexing bias: reliance on a fixed set
of databases, English-language terms, and
Boolean filters could under-represent non-
indexed, non-English, or interdisciplinary studies.
In addition, while study quality was appraised
using CASP and higher-rated studies were
prioritized, residual subjectivity in appraisal and
weighting rules may still shape the synthesis;
findings should therefore be read as associative
and robust primarily to higher-quality evidence.

Future research should prioritize
international collaboration and the development
of comprehensive educational frameworks
supplemented by advanced technologies such as
augmented reality and virtual reality. This review’s
primary contribution is a mechanism-oriented
synthesis (the Folklore-as-Context pathway)
that specifies how culturally familiar narratives can
support targeted competencies under defined
classroom boundary conditions (e.g., scaffolding,
authentic tasks), aligns the field with SDG 4
(Targets 4.1 and 4.7), and identifies actionable
gaps for multi-site, longitudinal, and higher-rigor
designs.
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