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Abstract 
 
This study aims to describe and formulate the design of a project to create 
an encyclopedia of traditional Banyumasan food using digital technology 
for elementary school students. This study uses a qualitative research 
approach. This article is the result of conceptual thinking (non-empirical 
research) carried out to produce a design-based pedagogical framework so 
that the design is formulated. The author uses established theories and 
concepts to analyze new things so as to give birth to new perspectives. 
Meanwhile, the analysis techniques for the theories and concepts used are 
content analysis and integrative synthesis techniques. The results of the 
study indicate that the project to create an encyclopedia of traditional 
Banyumasan food using digital technology can be implemented for sixth 
grade students with the theme of local wisdom. This project can be 
implemented in four steps. The first step taken in designing the project is 
to determine the relevance of the project for schools in Banyumas Regency. 
The second step taken in designing the project to create an encyclopedia of 
traditional Banyumasan food using digital technology is to develop the 
objectives, flow, and target achievements of the project. Then the third step 
taken in designing the project to create an encyclopedia of traditional 
Banyumasan food using digital technology is to organize the project stages 
consisting of: (1) the introductory stage; (2) the contextualization stage; (3) 
the real action stage; and (4) the evaluation stage. Meanwhile, the fourth 
step is to explain the implementation strategy at each stage of the project. 
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Introduction  

Learning is a process of self-change carried out by a student through learning activities 

organized by the teacher (Nast & Yarni, 2019). In these learning activities, students change 

themselves with a set of competencies that they possess, which consist of cognitive 

(knowledge), affective (attitude, behavior, or values) and psychomotor (skills) 

competencies (Meilani et al., 2021). This set of competencies then becomes the learning 

objectives that students must achieve. Teachers are also expected to provide students with 

a set of learning materials that can help them master the set of learning objectives 

(Anggraeni, 2018). This is done by teachers by designing learning plans based on the 

current curriculum. Basically, the curriculum is a guide used by teachers in transforming 

knowledge and skills in students so that students have a set of abilities needed by their 

society now and in the future (Southworth et al., 2023). 

Currently, starting in the 2022/2023 academic year, a curriculum known as the "Merdeka 

Curriculum" has been in effect. Essentially, the "Merdeka Curriculum" is an alternative 

solution to address the problem of "lost character" among students, a negative 

consequence of online learning during the COVID-19 pandemic (Heryahya et al., 2022). In 

fact, optimal intellectual intelligence in students is greatly influenced by the character of 

the students themselves (Cuartero & Tur, 2021). This is what makes the independent 

curriculum have a greater emphasis on character education compared to the previous 

curriculum, namely the 2013 curriculum. The most essential thing that differentiates the 

independent curriculum from the 2013 curriculum is that in the independent curriculum 

there are project activities to strengthen the profile of Pencasila students or P5 which are 

not found in the 2013 curriculum (Ramadhan, 2023). Conceptually, a project as a strategy 

in learning presents various activities that are systematically arranged and implemented 

to produce certain products or behaviors in students based on the learning experiences 

they gain (Ceccon et al., 2025). 

The P5 activity aims to shape Pancasilaist character in students by internalizing six 

dimensions within them. These six dimensions include: (1) faith, piety, and noble 

character; (2) global diversity; (3) mutual cooperation; (4) independence; (5) critical 

reasoning; and (6) creativity (Nurjatisari et al., 2023). These six dimensions are internalized 

through the implementation of project activities with the following themes: (1) Sustainable 

Lifestyle; (2) Local Wisdom; (3) Bhinneka Tunggal Ika; (4) Builsd Your Soul and Body; (5) 

Voice of Democracy; (6) Engineering and Technology to Build the Unitary State of the 

Republic of Indonesia; (7) Entrepreneurship; and (8) Employment. These themes have 

been determined by the Ministry of Education and Culture starting from elementary 

school to high school/vocational school level. However, at the elementary school level, 

the themes used are only themes from number 1 to number 7, adjusted to the 

characteristics of the students (Aulia et al., 2023). Teachers in the independent curriculum 

have the freedom to determine various projects for all themes that are implemented to 

internalize the six dimensions in P5. There are four principles that teachers must adhere 

to in determining P5 projects for each theme, namely: (1) holistic; (2) student-centered; (3) 
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exploratory; and (4) contextual (Idayanti, 2023). The independence or freedom of teachers 

in designing their curriculum gives them the ability to make innovations in the field of 

education (Kurucz et al., 2025). 

The holistic principle requires teachers to design projects in which each step has meaning 

and is interconnected, ensuring that each step in the project is designed holistically and 

not in isolation. The student-centered principle requires teachers to design projects that 

facilitate students' active learning, fostering student-centered P5 activities. The 

exploratory principle requires teachers to design projects that provide ample opportunity 

for students to develop their potential through the diverse learning experiences they gain 

during the project. The implementation of these student-centered and exploratory 

principles empowers students to gain independence in their learning (Grøndahl Glavind 

et al., 2023). The contextual principle requires teachers to design projects that incorporate 

the diverse potential, resources, and local wisdom within the student's environment. This 

principle empowers teachers to design projects based on the diverse local wisdom of their 

communities. 

Basically, the independent curriculum is a curriculum that accommodates various local 

wisdoms and regional cultures (Hilmin et al., 2022). So, it's entirely possible to design P5 

activity based on local wisdom or regional culture. Products of local wisdom, such as 

traditional foods, dances, musical instruments, traditional clothing, ceremonies, and more, 

can serve as inspiration for designing P5 projects. Unfortunately, not all elementary school 

teachers have the skills to design P5 projects that incorporate local wisdom or regional 

culture. In fact, local wisdom in a community can be used as a learning resource for 

students to achieve the 6 dimensions in P5. This problem is not without cause. Not all 

teachers have adequate insight into the products of their communities' local wisdom. 

Understanding local wisdom is not just a means of broadening teachers' horizons, but also 

a strategic foundation for creating relevant and meaningful learning (Tariq, 2025). In the 

context of modern education, such as the independent curriculum, local wisdom serves as 

a bridge between academic theory and the realities of students' lives. When local wisdom 

is used as a learning resource, it contextualizes the learning material. This 

contextualization makes the learning material relevant and meaningful to students. The 

implication is that students will develop an emotional connection with their culture (Wati 

et al., 2025). 

The design of this local wisdom-based P5 activity differs from the implementation of 

Project Based Learning (PBL). In PBL, students participate in learning activities through 

an in-depth investigation process into complex questions or problems (Markula & Aksela, 

2022). Meanwhile, in the P5 activity design based on local wisdom, students participate in 

learning activities with activities and materials organized based on local wisdom products 

of the community. The design of P5 activities based on local wisdom is also different from 

P5 designs in general. P5 activity designs commonly used by teachers are based on activity 

themes established by the government (Fatah & Zumrotun, 2023). Meanwhile, P5 activity 

designs based on local wisdom are based on local wisdom products within a community. 
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In this article, the author describes the P5 project design, which is based on the local 

wisdom of the Banyumasan community, namely traditional food. Traditional food is used 

as a learning medium for the project to create a traditional food encyclopedia. This 

encyclopedia can later be used as a learning resource by students. Students are designed 

to create an encyclopedia of traditional Banyumasan food using digital technology. This 

is very possible considering that they are a digital generation accustomed to using various 

ICT (information and communication technology) tools. 

So, the purpose of this article is to describe and formulate the design of a project to create 

an encyclopedia of traditional Banyumasan food using digital technology for elementary 

school students. The results of this article can be used by elementary school teachers to 

create a P5 teaching module on the theme of "local wisdom" through the project of creating 

an encyclopedia of traditional Banyumasan food. 

 

Methods 

This article is the result of conceptual thinking (non-empirical research) carried out to 

produce a design-based pedagogical framework so that a project design for creating an 

encyclopedia of traditional Banyumasan food using digital technology for elementary 

school students is formulated (Herianto, 2020). The author's conceptual thinking approach 

is theoretical. He uses established theories to analyze new concepts, generating new 

perspectives. The theory employed is Vygotsky's constructivism. This theory is supported 

by concepts related to the independent curriculum, such as enjoyable learning, project-

based learning, digital technology-based learning, and learning that accommodates local 

wisdom. 

Based on this theoretical approach, the information sources for this article were obtained 

from articles relevant to constructivism theory and project-based learning models that 

accommodate local wisdom and digital technology in the independent curriculum. These 

articles were obtained through a search on Google Scholar. He then analyzed the ideas 

within the articles using two techniques: content analysis and integrative synthesis. 

In content analysis, he focused on directly examining the written content of the articles by 

highlighting paragraphs relevant to the research study (Lyhne et al., 2025). The results are 

then presented and analyzed using an integrative synthesis technique. Using this 

technique, the author connects various paragraphs related to the study theme into a new, 

more comprehensive and easier-to-understand conceptual framework, namely the 

conceptual design framework for the project of creating an encyclopedia of traditional 

Banyumasan food using digital technology for elementary school students (Brennen, 2024). 

 

Result and Discussion  

Theoretically, the implementation of P5 activities in the independent curriculum is based 

on Vygotsky's constructivism theory. Vygotsky's approach to constructivism emphasizes 

student-centered learning in the acquisition of knowledge and the process of interaction 
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with the social environment. Active student participation in learning as an application of 

constructivism theory can be applied in project-based learning. Project-based learning is a 

learning model that uses projects in problem-solving and student involvement 

independently with their peers in completing projects that have been designed by the 

teacher. This design is the initial stage that must be carried out by teachers in 

implementing projects. An important thing that must be done in the design is determining 

the project theme (Siregar et al., 2024). Local wisdom can be used as a basis for determining 

project themes. 

A project to create an encyclopedia of traditional Banyumasan food using digital 

technology can be conducted for sixth-grade students on the theme of local wisdom. The 

first step in designing the project was to determine its relevance to schools in the 

Banyumas residency. This relevance is demonstrated by the encyclopedia's use as a 

learning resource for Arts, Culture, and Crafts (SBDB). Furthermore, the encyclopedia can 

serve as an effort to realize the school's role as an institution for transforming local cultural 

values (Iswatiningsih, 2019). 

When students are involved in creating a traditional food encyclopedia using digital 

technology, they are simultaneously strengthening their digital literacy skills. This is a 

fundamental skill that children studying in elementary school in the digital age must 

master. With this skill, they can maximize their access to the rapidly evolving knowledge 

(Burke, 2026). A traditional food encyclopedia packaged with digital technology can not 

only strengthen digital literacy in students but also contribute to the development of a 

digital library, providing various digital learning resources to students as part of the 

digital generation. Digital literacy competencies will enable students as part of the digital 

generation to possess technical, cognitive, and socio-emotional competencies (Bélanger, 

2026). 

The second step taken in designing a project to create an encyclopedia of traditional 

Banyumasan food using digital technology is to compile the objectives, flow and target 

achievements of the project as follows: 

Table 1. Project objectives, flow and target achievements 

Objectives (1) Students gain insight into traditional Banyumasan food. (2) Students develop 
the skills to document information about traditional Banyumasan food using 
digital technology in an encyclopedia. (3) Students are able to disseminate the 
encyclopedia of traditional Banyumasan food to the public. 

Flow This project has four main stages: (1) Introductory stage: introducing traditional 
Banyumasan food through youtube.com. (2) Contextualization stage: inviting 
students to discuss their experiences eating traditional Banyumasan food. Then, 
students are invited to discuss why they now prefer foods from other countries 
over traditional Banyumasan foods. (3) Real-action stage: In this stage, students 
are guided and facilitated by the teacher to search for data on various traditional 
Banyumasan foods using the search engine, namely Google. The results are then 
presented in a Microsoft Word sheet and edited into an encyclopedia. (4) 
Evaluation stage: During the evaluation, students disseminate the project results 
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by uploading and sharing the encyclopedia of traditional Banyumasan food on 
social media. 

Target 
achievment 
of project 

In this project, the following P5 dimensions were internalized: (1) faith, piety, and 
noble morals; (2) global diversity; (3) critical reasoning; and (4) creativity. The 
dimensions of faith, piety, and noble morals are demonstrated by the students' 
honesty in including the website addresses they cited in creating the encyclopedia. 
The dimension of global diversity is demonstrated by the students' ability to use 
digital technology to create and disseminate the encyclopedia. The dimension of 
critical reasoning is demonstrated by the students' ability to process and present 
data related to Banyumasan traditional food obtained from the use of digital 
technology. Meanwhile, the creative dimension is demonstrated by the students' 
perseverance and ability to create an encyclopedia of Banyumas traditional food 
in an interesting and varied way. 

The third step taken in designing a project to create an encyclopedia of traditional 

Banyumasan food using digital technology is to organize the project stages as follows: 

Table 2. Project organization 

Introduction Stage 
Contextualization 

Stage 
Real Action Stage Evaluation Stage 

(1) Introduction to 
traditional 
Banyumasan food 
 
(2 lesson hours) 

(4) Ask students to 
cook mendoan and 
tell about their 
experiences when 
cooking 
 
(6 lesson hours) 

(7) Invite students to 
describe traditional 
Banyumasan foods 
using the Google search 
engine by finding out 
the names of the foods, 
their districts of origin, 
and how they are 
prepared. 
 
(2 lesson hours) 

(10) Ask students to 
reread the 
encyclopedia of 
traditional Banyumas 
food that they have 
compiled to avoid 
typos. 
 
(2 lesson hours) 

(2) Identifying 
various types of 
traditional 
Banyumasan food 
around the home and 
school 
 
(2 lesson hours) 

(5) Invite students 
to discuss why 
some students are 
reluctant to eat 
traditional 
Banyumasan food. 
 
(4 lesson hours) 

(8) Guide students to 
transfer information 
they obtain through the 
Google search engine 
into a Microsoft Word 
file. 
 
(4 lesson hours) 

(11) Guiding 
students to 
disseminate an 
encyclopedia of 
traditional 
Banyumasan food 
through social 
networks such as 
WhatsApp groups, 
Facebook, and 
Instagram. 
 
(2 lesson hours) 

(3) Watch the 
instructions for 
makingg mendoan 
on youtube.com 
 
(2 lesson hours) 

(6) Inventory 
various types of 
traditional 
Banyumasan food 
by typing it into 
Microsoft Word 
using the school's 
personal computer. 
 

(9) Guide students to 
edit their work in a 
Microsoft Word file into 
an encyclopedia format 
to create an 
encyclopedia of 
traditional Banyumasan 
food. 
 

(12) Reflect on 
student work to 
determine student 
learning outcomes 
and determine future 
projects. 
 
(2 lesson hours) 
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Introduction Stage 
Contextualization 

Stage 
Real Action Stage Evaluation Stage 

(2 lesson hours) (6 lesson hours) 

The fourth step taken in designing a project to create an encyclopedia of traditional 

Banyumasan food using digital technology is to describe the implementation strategy at 

each stage of the project as follows: 

Table 3. Implementation of Project Strategy in Introduction Stage 

Introduction Stage Implementation of Project Strategy 

(1) Introduction to 
traditional Banyumasan 
food 
 
(2 lesson hours) 

1. The teacher asks students to observe various traditional 

Banyumasan foods displayed on an LCD projector and laptop. 

2. The teacher asks students to name the various traditional 

Banyumasan foods they have just seen. 

3. The teacher divides the class into four groups and asks them to 

discuss the flavors they can find in each traditional 

Banyumasan food. 

4. The teacher gives each group the opportunity to present the 

results of their discussions. 

5. The teacher clarifies the results of the discussions and 

presentations from the students.. 

(2) Identifying various 
types of traditional 
Banyumasan food 
around the home and 
school 
 
(2 lesson hours) 

1. The teacher plays a video of traditional Banyumasan food using 

an LCD projector, laptop, and speakers. 

2. The teacher asks students which traditional Banyumasan foods 

they have eaten and how they obtained them. 

3. The teacher divides the class into four groups and asks them to 

discuss which traditional Banyumasan foods are favorites 

among the people around the school and why they are 

favorites. 

4. The teacher gives each group the opportunity to present the 

results of their discussions. 

5. The teacher clarifies the results of the discussions and 

presentations from the students. 

(3) Watch the 
instructions for makingg 
mendoan on 
youtube.com 
 
(2 lesson hours) 

1. The teacher plays a video showing how to make mendoan 

using an LCD projector, personal computer, and speakers. 

2. The teacher asks students about the sequence of steps for 

makingg mendoan. 

3. The teacher divides the class into four groups and asks them to 

rewrite the mendoan-makingg process by typing it into 

Microsoft Word using the school computer. 

4. The teacher gives students the opportunity to explain the 

mendoan-makingg process sequentially based on the results of 

their discussion. 

5. The teacher clarifies the results of the students' discussions and 

presentations. 

Based on the description of the introductory stage above, it can be said that the 

introductory stage involves the transfer of knowledge about traditional Banyumasan food 
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through learning activities. The approach used in these learning activities is cooperative 

learning. This allows students to work collaboratively and actively to explore knowledge 

about traditional Banyumasan food. This approach teaches students to be bold in 

expressing their opinions while still paying attention to ethical aspects of discussion, being 

confident in expressing opinions and presenting the results of their discussions, and 

fostering a cooperative attitude (Mardika & Hasanah, 2020). The learning methods used 

include interactive lectures, question-and-answer sessions, and discussions. The media 

used include ICT equipment such as personal computers, LCD projectors, speakers, and 

internet access. The learning resource used is youtube.com.  

Theoretically, project-based learning can be maximized when teachers are able to 

accommodate various digital tools. The presence of digital tools can be used to innovate 

learning media and resources in project-based learning (Severance et al., 2025). The use of 

digital technology, both as a learning medium and as a resource for introducing traditional 

Banyumasan food, can develop students' digital literacy skills. Digital literacy is one of the 

skills that must be developed in elementary school students during the implementation of 

the Merdeka Curriculum (Amelia Rizky Idhartono, 2022). The digital literacy 

competencies possessed by elementary school students can be used as capital for them to 

live in the era of globalization as well as the digital era for the benefit of accessing and 

processing knowledge for learning purposes through the sophistication of the internet so 

that they become individuals with global insight and global diversity (Handayani, 2023). 

Digital literacy, whether we realize it or not, has emerged as a basic competency for 

students living in the 21st century, which enables them to access information, create media 

content, and communicate effectively anytime and anywhere through a variety of rapidly 

developing technologies (Yuniar et al., 2025). 

Then the strategies that can be carried out in the contextualization stage can be described 

in the following table: 

Table 4. Implementation of Project Strategy in Contextualitation Stage 

Contextualitation 
Stage 

Implementation of Project Strategy 

(4) Ask students to 
cook mendoan and tell 
about their experiences 
while cooking 
 
(6 lesson hours) 

1. The teacher divides the class into four groups. 

2. The teacher asks each group to work together to prepare the 

equipment and ingredients for cooking mendoan. 

3. The teacher asks students to watch the video on how to make 

mendoan on YouTube. 

4. The teacher instructs students to cook the mendoan and assists 

them throughout the cooking process. 

5. The teacher asks students to serve their mendoan and exchange 

them with other groups. 

6. The teacher asks students to share their experiences after 

cooking mendoan together as a group by typing them in a 

Microsoft Word document. 
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Contextualitation 
Stage 

Implementation of Project Strategy 

(5) Invite students to 
discuss why some 
students are reluctant 
to eat traditional 
Banyumasan food. 
 
(4 lesson hours) 

1. The teacher shows a video of the phenomenon of children and 

young people preferring foreign food using an LCD projector 

and a personal computer. 

2. The teacher asks students why some children are reluctant to eat 

traditional Banyumasan food. 

3. The teacher divides the class into four groups and asks them to 

gather as much information as possible about the reasons why 

children are reluctant to eat traditional Banyumasan food. 

4. The teacher asks students to type the information they have 

gathered on a Microsoft Word sheet. 

5. The teacher reflects on the results of the students' discussion. 

(6) Inventory various 
types of traditional 
Banyumasan food by 
typing it into Microsoft 
Word using the 
school's personal 
computer. 
 
(2 lesson hours) 

1. The teacher divides the class into four groups and provides each 

group with a school computer. 

2. Each group will inventory the various traditional Banyumasan 

foods by typing them into Microsoft Word using the school's 

personal computer, including at least 10 traditional foods. 

3. The teacher will ask students to arrange the various traditional 

foods alphabetically on a Microsoft Word sheet. 

4. The teacher will then ask students to save their work on the 

school computer. 

5. The teacher will then explain to the students that they will be 

guided by the teacher to create an encyclopedia of traditional 

Banyumasan foods. 

In the contextualization stage, the teacher still uses a cooperative approach. The learning 

methods employed are recitation, assignments, and discussions. The teacher also 

continues to use personal computers as the learning medium. However, what 

differentiates this stage from the previous stage is that the teacher begins to guide students 

in learning about traditional Banyumasan food using personal computers. The teacher 

assigns students assignments related to traditional Banyumasan food and then instructs 

them to complete these assignments using personal computers. This enhances students' 

knowledge of traditional Banyumasan food and improves their typing skills. Typing and 

writing on personal computers enhances students' digital literacy and writing skills, 

contributing to the implementation of STEAM (Science, Technology, Engineering, Art, and 

Math)-based learning within the Merdeka curriculum, specifically in utilizing technology 

for learning activities. 

The strategies implemented in the concrete action stage are described in the following 

table: 

Table 5. Implementation of Project Strategy in Real Action Stage 

Real Action Stage Implementation of Project Strategy 

(7) Invite students to 
describe traditional 
Banyumasan foods 

1. The teacher asks students to access the internet using the school 

computer in groups. 

2. The teacher then asks students to access the Google search engine. 
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Real Action Stage Implementation of Project Strategy 

using the Google 
search engine by 
finding out the 
names of the foods, 
their districts of 
origin, and how they 
are prepared. 
 
(2 lesson hours) 

3. The teacher instructs students to search for information about the 

names of various traditional foods in the Banyumas residency, their 

origins, and how they are made. 

4. The teacher asks students to show their search results. 

5. The teacher asks several students to share their findings on the 

Google search engine related to traditional Banyumas foods. 

6. The teacher concludes the lesson and encourages students to find 

and enjoy traditional foods during the school holidays. 

(8) Guide students to 
transfer information 
they obtain through 
the Google search 
engine into a 
Microsoft Word file. 
 
(4 class hours) 

1. The teacher asks students to access the internet using the school 

computer in groups. 

2. The teacher again instructs students to search for information about 

the various names of traditional foods in the Banyumas residency, 

their origins, and how they are made. 

3. The teacher instructs students to copy and paste their search results 

related to traditional foods from Google into a Microsoft Word 

document. 

4. The teacher asks students to practice copying and pasting their 

search results into a Microsoft Word document. 

5. The teacher asks students to save their work on the computer. 

(9) Guide students to 
edit their work in a 
Microsoft Word file 
into an encyclopedia 
format to create an 
encyclopedia of 
traditional 
Banyumasan food. 
 
(6 teaching hours) 

1. The teacher simulates searching for traditional Banyumasan food 

using the Google search engine. The search content includes: (1) 

the name of the traditional Banyumasan food; (2) the district where 

the traditional Banyumasan food originates; (3) how to cook 

traditional Banyumasan food; and (4) how to serve traditional 

Banyumasan food. 

2. The teacher simulates copying and pasting the information 

obtained from Google into a Microsoft Word document.3. The 

teacher simulates editing the results of their work in a Microsoft 

Word file into an encyclopedia format, thus creating an 

encyclopedia of traditional Banyumasan food. 

3. The teacher instructs students to edit their work to compile an 

encyclopedia of traditional Banyumasan food. 

4. The teacher assists students in editing the work while compiling 

the encyclopedia of traditional Banyumasan food. 

5. The teacher asks students to save their work on their computers. 

Based on the description in the table above, it can be seen that during the concrete action 

stage, students compiled an encyclopedia of traditional Banyumasan food in groups using 

ICT tools. It can be said that this activity was not only carried out to transform knowledge 

about traditional Banyumasan food but also to transform students' skills in using ICT 

tools. Essentially, one of the functions of education is as a medium for cultural 

transformation, including the culture of local communities (Sujana, 2019). On the other 

hand, education does not deny modernity. It accommodates modernity by equipping 

students with the skills to use and utilize technology to complete their learning tasks. 

However, responding to modernity must also be accompanied by the development of 
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morals and character in accordance with religious norms (Hasibuan, 2016). This is done to 

ensure a balance between the transformation of knowledge, skills, and attitudes in 

educational practice. 

The strategies that can be implemented during the evaluation stage are described in the 

following table: 

Table 6. Implementation of Project Strategy in Evaluation Stage 

Evaluation Stage Implementation of Project Strategy 

(10) Ask students to reread 
the encyclopedia of 
traditional Banyumas food 
that they have compiled to 
avoid typos. 
 
(2 learning hours) 

1. The teacher checks the students' compilation of the 

traditional Banyumasan food encyclopedia. 

2. The teacher asks the students to reread the traditional 

Banyumasan food encyclopedia they have compiled. 

3. The teacher instructs the students to make corrections if they 

find any typos or errors. 

4. The teacher asks each group to cross-check the information as 

a final step to ensure there are no typos in the traditional 

Banyumasan food encyclopedia they have compiled. 

(11) Guiding students to 
disseminate an 
encyclopedia of traditional 
Banyumasan food through 
social networks such as 
WhatsApp groups, 
Facebook, and Instagram. 
 
(2 learning hours) 

1. The teacher simulates converting a Word file to a PDF. 

2. The teacher instructs students to convert their traditional 

food encyclopedia, which is still in Word format, to a PDF. 

3. The teacher asks students to save the converted file. 

4. The teacher asks students to upload the Banyumasan 

traditional food encyclopedia to their social media accounts, 

such as WhatsApp groups, Facebook, and Instagram, to 

disseminate the encyclopedia they have compiled. 

(12) Reflect on student 
work to determine student 
learning outcomes and 
determine future projects. 
 
(2 learning hours) 

1. The teacher gives students a reflection sheet. 

2. The reflection sheet contains the following questions: (1) 

What benefits did you gain from compiling the encyclopedia 

of traditional Banyumasan food? (2) How did you feel while 

compiling the encyclopedia of traditional Banyumasan food? 

(3) How do you feel after reading the encyclopedia of 

traditional Banyumasan food that you have completed? (4) 

What activities will you work on next in the next project? 

3. The teacher asks students to fill out the reflection sheet. 

4. The teacher clarifies the reflection sheet that has been 

completed by the students. 

During the evaluation phase, students successfully compiled an encyclopedia of 

traditional Banyumasan food in groups. Their success was followed by the teacher 

instructing them to disseminate the encyclopedia on social media platforms. This was 

done to teach students that each individual has an obligation to preserve local culture in 

their community. Afterward, the teacher asked students to fill out a reflection sheet to 

describe their emotional side when compiling the encyclopedia and to determine their 

next project. The emotional side in activity P5 describes the psychological side that 

surrounds students when carrying out activity P5. This psychological side is one that 
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cannot be ignored in learning activities (Hariyani, 2019). This is because the psychological 

side will provide teachers with a description regarding the formation of attitudes or 

behavior in students during P5 activities. Theoretically, reflection activities in the 

implementation of a project must be carried out by teachers to guide students so that 

students are able to capture various benefits from the experiences they have gained (Sung 

et al., 2024). Reflection activities in project-based learning can also be used by teachers to 

guide students in discovering the values contained in the experiences they have gained 

(Jin et al., 2024). 

Based on the description above, the design for the Banyumasan food encyclopedia project 

utilizing digital technology can be formulated into four steps as follows: 

 

Figure 1. The design for the Banyumasan food encyclopedia project utilizing digital technology  

The first step in designing the traditional food encyclopedia project is to determine the 

project's relevance to the local wisdom of the community surrounding the school. The 

second step is to develop the project's objectives, flow, and target achievements. The third 

step is to organize the project's stages into four phases: introduction, contextualization, 

concrete action, and evaluation. The introduction stage involves transforming knowledge 

related to Banyumasan traditional food. The contextualization stage involves making 

traditional Banyumasan food. The concrete action stage involves creating the traditional 

Banyumasan food encyclopedia using digital technology. The evaluation stage involves 

reflecting on student learning outcomes. The fourth step describes the implementation 

strategy for each stage of the project. 

These four steps, when systematically implemented, will produce a pedagogically 

effective design. Furthermore, this design utilizes digital technology to support effective 

and efficient learning. The design for the Banyumasan food encyclopedia project utilizing 
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digital technology differs from P5. If P5 is aimed at actualizing the following 6 dimensions: 

(1) faith, piety, and noble character; (2) global diversity; (3) mutual cooperation; (4) 

independence; (5) critical reasoning; and (6) creativity, then the project design offered by 

the author is not only aimed at transforming character values based on local wisdom but 

also at strengthening digital literacy competencies in elementary school students. In 

elementary school, Information and Communication Technology (ICT) learning can be 

done in an integrated manner with learning in other subjects. However, this project is a 

development of the P5 concept in the independent curriculum. The challenges that will be 

faced in implementing this project design are the limited ownership of digital literacy 

competencies among teachers and the limited completeness of ICT equipment for students 

and schools. 

Conclusion  

A project to create an encyclopedia of traditional Banyumasan food using digital 

technology can be organized for sixth grade students on the theme of local wisdom. The 

project can be implemented through four steps. The first step taken in designing the 

project is to determine the relevance of the project for schools in the Banyumas residency. 

The second step taken in designing a project to create an encyclopedia of traditional 

Banyumasan food using digital technology is to compile the objectives, flow and target 

achievements of the project. Then the third step taken in designing a project to create an 

encyclopedia of traditional Banyumasan food using digital technology is to organize the 

project stages consisting of: (1) the introduction stage; (2) the contextualization stage; (3) 

the concrete action stage; and (4) the evaluation stage. While the fourth step is to describe 

the implementation strategy at each stage of the project. Creating an encyclopedia of 

traditional Banyumasan food using digital technology for elementary school students can 

not only be used as an activity to internalize the six dimensions in the Pancasila student 

profile. But also to preserve the culture of the Banyumasan community while developing 

digital literacy competencies in elementary school students. 
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