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Abstract: Media to increase the activities and learning outcomes of class IV students in
the merdeka curriculum. The purpose of this study is to create Articulate Storyline media
that will be utilized to enhance Class IV primary school students' learning activities and
outcomes. The goal of this media's development is to create goods that are reliable,
usable, and efficient. The research uses the ADDIE development model with the steps of
analysis, design, development, implementation, and evaluation. The validation test uses
a validation questionnaire instrument, and the practicality test uses a teacher and student
response questionnaire. The research provides data results in the form of teaching
module validation results obtained a value of 93.30% (very valid), material validation
results of 91.55% (very valid), language validation of 94 % (very valid), and media
validation of 96 % (very valid). Based on the results of the small group practicality test
response questionnaire of 93 %, the limited group obtained a score of 90.27% (very
practical). Individual test results were 88.51 % (very practical) and practicality test based
on teacher responses 91% (very practical). In the effectiveness test that an average of
67.2815 or 67.28%, including being effective in improving student learning outcomes.

Keywords: Articulate Storyline 3; Interctive Media; Merdeka Curruculum.

Introduction

At this time it is known as Society 5.0, namely the
rapid development of artificial intelligence technology
that reaches all aspects of human life, including the field
of education (Marisa, 2021; Martin-Gutiérrez et al., 2017).
Era 5.0 commonly known as the Super Smart Society was
ratified by the Japanese state on January 21, 2019. The 5.0
era, has changed the order of people's lives by
transforming collections of millions of data into the
internet in all aspects so that it can make it easier for
people to carry out their lives by utilizing technology
(Arsanti et al., 2021; Handayani et al., 2023; Suryaman,
2020). The Society 5.0 era which is influencing the world
of education can be seen from the use of digital
technology in the learning process (Indarta et al., 2021;
Keshav et al., 2022). The development of educational
technology refers to the media that teachers will use in
learning (Birgili et al., 2021; Tvenge & Martinsen, 2018;
Williams & Beam, 2018). Various technology-based
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applications are found and can be used to support the
learning process, in the application of technology-based
media, the abilities and skills of teachers are needed
from designing to implementing them in learning
(Henriksen et al., 2018; Keshav et al., 2022). Therefore,
literacy is needed to increase teachers' understanding of
the field of educational technology (Indasari &
Budiyanto, 2020).

For this reason, teachers need to continue to strive
to improve the quality of learning and create an
interesting learning atmosphere by using sophisticated
and innovative technological equipment (Husain &
Kaharu, 2020; Zukmadini et al., 2021). Teachers can
develop technological media in learning to increase
student achievement (Elisa et al., 2022; Fadilah & Erita,
2021). At present, elementary schools use merdeka
learning curriculum, where learning is not one-way
learning but interactive learning, which demands active,
student-centered learning (Jojor & Sihotang, 2022;
Jufriadi et al., 2022). Ideally, the merdeka curriculum is
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carried out by 1) Learning using digital technology-
based media. 2) Students become learning centers, not
teachers. 3) Students get direct meaningful experience.
4) Students have enough time to explore the concept. 5)
Provide opportunities for students to develop by using
the facilities at school. 6) Be flexible and flexible. 7)
Development of learning based on the needs of students.
8) Learning is interesting and fun. 10) Oriented to
process and results (Ardianti & Amalia, 2022; Innayati,
2022). The implementation of merdeka curriculum
requires teachers to be able to use digital technology
equipment in the learning process in the form of
multimedia tools as a medium for delivering learning
material to create a fun, interesting, creative, and
innovative learning atmosphere (Rahayu et al., 2022;
Suryaman, 2020). Multimedia is defined as more than
one medium as a means of presenting information in the
form of images, text, sound, video, and others using
digital devices (Alika & Radia, 2021; Nggraini et al.,
2022).

According to experts, learning activities are all
activities carried out by teachers and students that can
support the learning process (Sari et al., 2021; Sulasmi,
2022). Students' activeness can be seen from
participation in activities such as asking questions,
providing responses, being able to work together by
discussing, while in activities, listening well, carrying
out experiments, and mental activities in solving
problems (Engeness, 2020; Monika et al., 2022). The ideal
hope for learning outcomes is that students can
understand the learning process which includes 3
domains, namely cognitive, affective, and psychomotor
(Sari et al, 2021; Somayana, 2020). Good learning
outcomes can be seen in increasing students'
understanding of learning material which can be seen
from the evaluation scores that are above the minimum
passing standard (Andini & Fitria, 2021).

Conditions in the field during preliminary studies
in class IV at a different elementary school in August
2022 at SDN 03 Sungai Puar, and SDN 01 Pasar
Palebayan. From these two schools, it can be seen that
the learning process uses very little technology-based
media, occasionally the teacher displays a projector with
a PowerPoint and has never tried Android-based media.
If this is not anticipated, it will affect students' interest in
learning and students will be less involved in exploring
learning concepts which will cause a lack of student
activity and involvement in learning. The next problem
that the authors found was the low student learning
outcomes. So, to overcome this problem, learning media
is needed that can influence students' learning activities
by the progress and development of the times. Based on
analysis and interviews with students, the results
showed that students were able to carry out IT-based
learning so that they could support the development of
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Articulate Storyline media. Teachers use printed books
and occasionally use PowerPoint which is only text and
not equipped with sound, pictures, or animation in their
lessons. Based on the results of observations and
interviews from the two elementary schools, the author
found several shortcomings such as the lack of use of
information technology media in learning. After being
interviewed, the teacher did not understand how to
develop modern applications as learning media. So that
students are also less enthusiastic about learning, and
also the low learning outcomes of students seen from the
semester scores of students

Articulate Storyline software media can be used to
create interesting presentation materials. The advantage
of Articulate Storyline is being able to make creative and
comprehensive presentations (Juhaeni et al., 2021; Nissa
et al.,, 2021). The features contained in the Articulate
Storyline media include Movies, Characters, Pictures,
and Time Lines and can be accessed online or offline by
students (Firdaus et al., 2022; Sundari & Pasar Maulim
Silitonga, 2022). With the Articulate Storyline software,
it can make it easier for students to receive the teaching
material presented by educators (Jubaerudin et al., 2021
W. P. Rahayu & Ulumiyah, 2021; Safira et al., 2021;
Wijayanti et al., 2022).

Method

The type of research used in this research is
development research (Research and Development).
Development research is a stage in perfecting existing
products or creating new products (Strijker et al., 2020;
Trisna, 2022) Development methodology is a type of
research used to define and evaluate a subject product.
Research development aims to produce products by
paying attention to the level of need to overcome
problems with a product. Not only in the form of objects
or hardware but can also be software or what is called
SoftWare (Sugiyono, 2015).

In this study, researchers used the ADDIE model.
The steps for implementing the ADDIE development
model are Analysis, Design, Development,
Implementation, and Evaluation.The preliminary stage
is the stage of searching and gathering information.
Observation is a preliminary study conducted by the
author. Observations were made in August 2022 in
cluster 1 of the Palebayan sub-district, namely at SDN 01
Pasar Palebayan, SDN 03 Sungai Puar. During the
observation, the writer conducted interviews with the
homeroom teacher regarding the media that had been
used in class. Based on the results of observations and
interviews that have been conducted, the two schools
have never used multimedia-based interactive learning
media Articulate Storyline.
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Development step in this study, researchers used
the ADDIE model. The steps for implementing the
ADDIE development model are Analysis, Design,
Development, Implementation, and Evaluation. The
ADDIE development research steps in this study, if
presented in chart form, are as Figure 1.

Amnalysis Design Development

-
2

Evaluation Implementation

-

Figure 1. ADDIE Development Model Steps
Analysis Stage

At this stage, the analysis carried out is needs
analysis, curriculum analysis, and material analysis.
After conducting observations and interviews,
researchers identified that the implementation of
learning using instructional media had not been carried
out optimally. The use of interactive multimedia
learning based on Articulate Storyline 3 has also never
been implemented. Not only this, the characteristics of
students and the experience gained in the learning
process must also be considered. Therefore, the
researcher conducted a needs analysis, curriculum
analysis, and analysis of learning materials so that the
learning objectives were achieved.

Design Stage

At this design stage, interactive multimedia design
will be carried out in thematic learning based on
Articulate Storyline 3 in class IV SD. The multimedia
design includes 1) Interactive multimedia integrated
thematic learning Articulate Storyline. 2) Interactive
multimedia containing Pancasila learning material in
class IV elementary school. 3) Interactive multimedia
that can attract students' interest. 4) Use language that is
easy for students to understand. 5) Use images, videos,
and audio that are clear and appropriate to the material.
6) Quiz and practice questions that are appropriate to
Civics learning materials and 8) The use of colors and
writing can create a learning atmosphere that looks
creative and innovative. 9) Interactive Multiedia can

recap quiz scores automatically. 10) Interactive
Multimedia  that provides online certificates
automatically.

Implementation Stage

The implementation stage is the stage for testing the
product in a learning process that has previously been
designed and validated. The implementation of the use
of media begins with preparing all the necessary
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facilities and infrastructure and conditioning the
classroom environment. After the preparation and
availability of equipment is complete, the researcher can
apply the media that has been developed in the learning
process.

Evaluation Stage

The evaluation stage is the last in the ADDIE model.
At this stage, an evaluation of the interactive multimedia
that has been developed is carried out. The success or
failure of the learning media will be seen in the
questionnaire that will be given to teachers and students.
From the questionnaire, it can be seen whether the
application of learning media is to initial expectations or
not.

Research subject

The subjects of the development research were as
follows: 1) instrument validators, 2) expert validators
(linguists and media experts), 3) class IV students at
SDN 01 Pasar Palebayan as the control class, and class IV
students at SDN 03 Sungai Puar as a comparison class.
Meanwhile, the researcher uses Articulate Storyline 3
media as the research object

Research Instrument

The instrument that the author uses in media
validation is a validation sheet to see the validity of the
media being developed. The validation sheet consists of
media validation, material validation, and language
validation. The material validation instrument contains
the suitability of interactive multimedia developed with
learning materials that have been adapted to the
curriculum. The media validation instrument consists of
an interactive multimedia design that has been
developed which includes the suitability of the use of
letters, layout, images, and colors used in learning
media. The linguistic validation instrument consists of
linguistic aspects of interactive multimedia which were
developed to be easily understood by students.

The learning media practicality instrument aims to
determine the practicality of media design from the data
collected using the following instruments: Student
response questionnaire to the practicality of the
integrated thematic learning media that was developed.
Teacher response questionnaire to the practicality of the
integrated thematic learning media that was developed.
The two questionnaires were filled in after the learning
process was completed.

Data collection techniques in this research used
tests and non-tests. Test techniques are used to
determine student learning outcomes and presentation
of their completeness. Non-test techniques are carried
out using observation and documentation to obtain data
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on student learning activities. Done during the learning
process.

The effectiveness of the product being developed is
obtained from the test results given to students. Product
effectiveness testing was carried out using a one-group
design Pretest-Posttest Design consists of one
predetermined group. In this study, pretest questions
were carried out before the treatment, then post-test
questions were given after the treatment. In analyzing
the effectiveness of the pretest and posttest results using
the N-Gain Score.

Result and Discussion

Media validation
Articulate Storyline 3 Learning to Improve
Activities and Learning Outcomes of Class IV Students.

98 96.17
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Figure 2. Validation results

From the wvalidation results by experts, the
validation score for the class IV teaching module on
Pancasila Learning material was 93.20% (very valid),
material aspect 91.55% (very valid), language aspect 94%
(very valid), media aspect 96, 17 % (very valid ). The
validation results from the experts provide information
that Articulate Storyline 3 media can be tested in the
field. After carrying out validation, we then carried out
a practicality test of the module by distributing
questionnaires to Articulate Storyline 3 media users. The
results were obtained as depicted in Figure 3.
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Figure 3. Practicality Results
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The results of the limited group practicality test
obtained a score of 90.27%. Individual results test 88.51%
and practicality test based on teacher responses 91%
categorized as very practical. The results of teacher and
student responses to the practicality of using Articulate
Storyline 3 media in learning PPK class IV elementary
school independent learning curriculum. To test the
effectiveness of using Articulate Storyline 3 media
during the learning process of Pancasila Learning class
IV, the results of the analysis using SPPS with the N-
Gain Score obtained Table 1.

Tabel 1. N-Gain Score

N-Gain Average (%)
Control 45.784
Experimental 67.2815

Based on the results of the Gain test score for the
experimental class, an average of 67.2815 or 67.28% was
obtained. Including effective in improving student
learning outcomes. The results of the N-gain score in the
control class with an average value of 32.2078 or 32.20%
are categorized as ineffective. So, it can be concluded
that the use of Articulate Storyline media is effective in
improving student learning outcomes in grade IV
Elementary School Civics learning on diverse material.

Tabel 2. Normality test

Shapiro-Wilk

class  Statistics df Sig.
NGain experiment .829 15 .009
control .927 11 .377

Based on the output from the SPSS normality test
using Shapiro - Wilk with a decision of sig > 0.05, the
data is normally distributed, but in the research data it
was found that the experimental class data was 0.009 <
0.05, so one of the data was not normally distributed. To
see if there is a significant difference using the Mann-
Whitney test the following results are obtained

Tabel 3. Mann Whitney test
Test Statistics 2

NGain_Percent

Mann-Whitney U 24,000
Wilcoxon W 90,000
z -3,044
Symp. Sig. (2-tailed) ,002
Exact Sig. [2*(1-tailed Sig.)] .002 P

Based on data from the Mann Whitney Asymp spps
test. Sig. (2-tailed) 0.02 < 0.05 As with decision-making
in the Mann-Whitney test, there is a significant
difference in results between the Pancasila learning
outcomes of the experimental class and the control class.
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The follow-up is the use of Articulate Storyline media is
effective in improving student learning outcomes.

Student Activity

The effectiveness test begins by looking at the
activeness of students during the learning process. The
results obtained to see the activeness of students were
obtained through the instrument of student activity with
four aspects of assessment including, aspects of Visual
activities Oral activities Listening activities writing
activities

Table 4. The results of observing the activities of
students as a whole

School name Average Category
SDN 01 Palembayan Market 86.05 Very active
SDN 02 Palembayan 83.50 Very active
SDN 03 Sungai Puar 84.70 Very active
Overall Average 84.75 Very active

The results of observing the activities of class IV
students from SD SDN 01 Pasar Palembayan, SDN 02
Palembayan, SDN 03 Sungai Puar used articulate
storyline 3 media is categorized as very good with an
average score of 84.75.

Media plan

The design is carried out based on the results of an
analysis of the needs of teachers and students. After
analyzing color designs and images designed using
materials that attract the attention of elementary school
students. The material included in the media is adjusted
to the learning needs of students with an analysis of
learning outcomes and is designed to make learning
more meaningful. The material taken is Pancasila
learning for class IV elementary school, the curriculum
used is the Merdeka Curriculum. In terms of the media
that the author has developed consists of learning
outcomes, learning objectives, diagnostic assessments,
learning materials, learning videos made by the authors
themselves, formative assessments, Ice Breaking videos,
and different games at each meeting in the form of Mact-
ups (matching), Multiple Choice (quiz), Memory
(remembering), Crossword (crossword). In terms of
appearance, the author uses color, and animation that
follows the characteristics of elementary school students
by using more animation and more striking colors.

Media validation

From the results of validation by experts, a
validation score of class IV teaching module Pancasila
Learning material was obtained by 93.20% with a very
valid category, the material expert validator got a score
of 91.55% categorized as very valid, then the language
aspects carried out by linguists obtained a score of 94 %
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with a very valid category, media aspects by media
experts with a score of 96.17% very valid category. The
validation results from the experts provide information
that Articulate Storyline 3 media can be tested in the
field.

The results of the due diligence validation of the
product are consulted with the validator, namely
lecturers and educators to determine the level of
feasibility. Assessments, suggestions, and comments are
given by the validator which is used as a reference for
revising the product and repairing it so that the media
used becomes suitable for use.

Practicality test

At this implementation stage students use Android
and Articulate storyline learning media are used in
teacher-guided learning. At the end of using the
teaching materials, the researcher distributed
questionnaires to teachers and students to find out the
responses to the teaching materials used. The
questionnaire distributed to teachers and students
contained five aspects including the practicality aspect
with 4 questions, the time efficiency aspect with 1
question, the illustration suitability aspect with 1
question, the language aspect with 2 questions, and the
evaluation aspect with 3 questions.

The results of the limited group practicality test
obtained a score of 90.27%. Individual results test 88.51%
and practicality test based on teacher responses 91%
categorized as very practical. The results of teacher and
student responses to the practicality of using Articulate
Storyline 3 media in learning PPK class IV elementary
school independent learning curriculum. It can be
concluded that the use of articulate storyline media is
very practical in elementary school learning.

Effectiveness Test

The effectiveness test begins by looking at the
activeness of students during the learning process. The
results obtained to see the activeness of students
obtained through the instrument of student activity with
an average yield of 84.75 which is included in the very
good category is evidence that students have high
enthusiasm in the learning process. So, it can be
concluded that Articulate Storyline media can increase
student activity.

The value obtained from the effectiveness test is
taken using the questions that have been prepared as
many as 30 items consisting of 25 multiple-choice
questions and 5 filled-in questions. The data obtained for
the effectiveness test was obtained by using the pre-test
and post-test instruments, namely before and after using
the teaching materials developed in the learning process.
Pre-test and post-test trials obtained effective results.
This statement is confirmed by looking at the results
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obtained with an average pre-test score of 51.33, then a
post-test was carried out and there was an increase with
an average score of 82.33. Then the results of the Pre-test
and Post-test were analyzed using the N-Gain Score. The
results obtained from the N-Gain test are the percent N-
Gain Score of 67.2815 or 67.28% in the effective category.
So, it can be concluded that the articulate storyline 3
media in Pancasila learning class IV elementary school
learning that researchers have developed is effective in
improving learning outcomes and student activities.

Results of previous research. From the validation
results, it can be concluded that Android-based
interactive educational media using Articulate Storyline
3 was found and is suitable for use as educational media
(Fatia, 2020). The value obtained by looking at the score
range in the expert validation table of 4.2 to or less than
5.0 makes the development of learning media very good
(Nugroho & Arrosyad, 2020). Based on the results of
limited trials, a ratio of around 81.93% was obtained for
the category of very useful or suitable for use.
Suggestions from researchers that application media can
be used as learning media and this research is expected
to be a reference in conducting research and
development (Lestarani et al., 2023). From the results of
these data, the researcher concluded that media based on
articulate storylines is valid and suitable for use as
learning media. interviews and questionnaires (Legina
& Sari, 2022).

This study supports earlier research that found that
the majority of educational institutions across all levels
already implement the autonomous learning
curriculum. The development of teaching modules,
formerly known as RPPs (Learning Implementation
Plans), is one of the contrasts between the independent
curriculum and the prior curriculum. The Pancasila
student profile exists and can be customized to meet the
needs of students, teachers, and schools, according to the
autonomous curriculum teaching module's point of
view (Bahri, 2020). Valid and useful teaching resources
are available to promote independent curriculum
learning about the idea and effects of global warming
(Rahayu & Ismawati, 2022). Because people will be
actively engaged in the learning process by being
involved in their needs, engaging, meaningful, and
difficult teaching modules will increase interest and
motivation to study (Setiawan et al., 2022). It follows
from the foregoing justification that the development of
interactive media has a highly favorable effect on
students. Technology-enabled media has a significant
impact on how students acquire knowledge and skills.

Conclusion

Based on the research results, the value was 93.30%
(very valid), material validation results were 91.55%
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(very valid), language validation was 94% (very valid),
and media validation was 96% (very valid). Based on the
results of the small group practicality test response
questionnaire of 93%, the limited group obtained a score
of 90.27% (very practical). Individual test results were
88.51% (very practical) and practicality test based on
teacher responses 91% (very practical). In the
effectiveness test using the N-Gain Score test, the
average score for classes using Articulate Storyline
media was obtained or 67.28%This includes being
effective in improving student learning outcomes. The
results obtained to see student activity were obtained
through the student activity instrument with an average
result of 84.75 which is included in the very good
category. This is proof that students have high
enthusiasm for the learning process. So, it can be
concluded that Articulate Storyline media can increase
student activity.
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