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Abstract: This research aims to measure students' interest in learning through
the use of mobile learning based on storyline 3 on colloidal material. The type
of research used is experimental research. The subjects in this research were
students in class XI MIPA SMA Negeri 1 Seyagen, totaling 17 students. In this
research, students' interest was measured using the Pretest-Posttest technique
by administering an interest questionnaire. From the results of the analysis, it
is known that there was an increase of 4 students who were promoted from
high to very high. The pretest and posttest results of learning interest show
that learning using articulate storyline-based learning media has increased
students' learning interest by 23.40%. The results of the paired t-test stated that
the use of articulate storyline-based learning media was effective in increasing
students' interest in learning.
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Introduction

The industrial revolution 4.0 has given birth to
new life in all areas of human life, including in the field
of education with the presence of technology. Society
5.0 is starting to emerge by solving various challenges
by wusing or utilizing technology that has been
produced in industry 4.0 (Usmaedji, 2021). As a result of
the industrial revolution 4.0 and the emergence of
society 5.0, there is a need for creative innovation in
learning using technology, one of which is learning
media (Arfianti et al., 2023).

Increasingly advanced technological
developments have spurred the development of
increasingly advanced learning media as well. Teachers
can use technology as a learning medium in conveying
knowledge to students. Teachers can create various
varied learning activities and activate students using
learning media so that the learning process becomes
more interesting and interactive (Lawrence et al., 2018;
Mouza et al., 2015; Sugiani, 2023).

The use of interactive learning media will provide
new experiences for students. The large amount of
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content that can be integrated makes students more
curious and open to studying chemistry (Rosa et al.,
2022). Not only in the form of text and images like
conventional media, but interactive learning media can
contain text, images, animation, video and audio to
explain physics material clearly in a two-way manner.
When using interactive learning media, students play
an active role in operating it, which has been provided
with various menu options for learning (Mahardhika et
al, 2021). This clearly shows that the rapid
development and application of technology has
positively changed the way of teaching and learning in
the field of education (Al-Khowarizmi et al., 2020).
Mobile learning-based learning has been widely
developed for students at elementary school or junior
high school level and not many Indonesian researchers
have developed mobile learning for science learning
purposes, especially chemistry, for high school students
(Clapson et al., 2020). Mobile learning has a positive
impact on communication between students and
educators during distance learning (Karo-Karo et al.,
2018). Game-based learning can increase students'
knowledge and skills to foster a love of challenges
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(Putri et al, 2022). Students will be given the
opportunity to solve problems in the surrounding
environment  related to  chemical  materials
independently according to the solutions they find. In
its implementation, students can critically find
problems in the surrounding environment and can
determine their own solutions (Sholikah et al., 2023).

Chemistry is one of the subjects that most high
school students are less interested in (Subagia, 2014).
Chemistry learning generally contains many abstract
concepts so that understanding them requires
imagination with the help of visual images that can
support the learning process (Afrida et al., 2021)
because it is abstract, chemistry learning is less popular
with students because it is considered as one of the
subjects. which is difficult, thus making students not
want to study chemistry further. Game-based learning
is defined as the use of games in academic education
which are used to illustrate abstract learning concepts
(Kucukkal et al., 2019). Chemistry is a lesson that is
closely related to students' daily lives so that they can
contribute to supporting their environment (Byusa et
al., 2022). For educational purposes, games are used to
teach abstract concepts, develop thinking competencies,
encourage emotional learning (Gupta, 2019). Many
studies have revealed multimedia-based learning
which has developed learning media to be used in
mobile learning using the Articulate storyline
application (Fardila et al., 2021; Sindu et al., 2020),
therefore mobile learning is very important in the
technological era because it is an interesting research
trend (Al-Emran et al., 2016).

Interest in learning is one of the internal factors
that can influence the success of learning. Interest is
defined as a persistent tendency to pay attention to and
remember certain activities with pleasure (Slameto,
2010). Efforts need to be made to increase students'
interest in learning, including implementing the Science
Technology Society (Harefa et al.,, 2020). Based on
observation data, it shows that students have a
relatively low interest in learning chemistry, an average
of 34% (Widayanti, 2023). It is necessary to develop a
good interest in learning chemistry in students.
Considering the importance of interest in the learning
process (Daryanes et al., 2023), teachers must pay
attention to and develop students' interest in learning
chemistry. This is because interest can encourage
students to be more active in studying chemistry
(Hemayanti et al., 2020).

Based on the problems described above, it is
necessary to have fun learning media in order to
increase students' interest in learning. One of them is
using interactive learning media based on an articulate
storyline.
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Method

This research was carried out at SMA Negeri 1
Seyagen. This research uses an experimental method,
the design used is pre-experimental. The design used in
this research is the one group pretest-posttest design.
This design uses an initial test (pretest) given before the
start of instruction or treatment and a final test
(posttest) given after the treatment (Sugiyono, 2017).

Table 1. The One Group Pretest-Posttest Research

Design
Pretest Treatment Posttest
01 X OZ

This research involved one experimental class
without using a control class. The sample in this study
used a standardized random sampling technique and
the experimental class was determined using a random
sampling technique. The research subjects were 17
students in class. The data analysis used was
descriptive analysis and paired sample t test using
SPSS. There are two requirements for using a paired
sample t test, namely normality and homogeneity. The
normality test was calculated using Kolmogorov-
Smirnov, while the homogeneity test was calculated
using Levene. Data is said to be normally distributed if
the significance value (Sig.) > 0.05, as well as
homogeneity, data is said to be homogeneous if the
significance value (Sig.) > 0.05 (Nuryadi et al., 2017).
The following is the hypothesis formulation for the
paired t-test: Ho: There is no significant difference
between the pretest and posttest results; Ha: There is a
significant difference between the pretest and posttest
results; based on the hypothesis that has been
formulated, Ho is accepted if the Sig value. > 0.05
(Nuryadi et al., 2017).

Result and Discussion

The results of this research are that there is an
influence of the use of articulate storyline-based
learning media on the learning interest of class XI IPA
IV students at SMA Negeri 1 Seyegan. Analysis of
students' learning interest is shown in the following
table 2.

Table 2. Results of Learning Interest Analysis

Test Very less Notenough Enough Tall Very high
Pretest 0 0 0 16 1
Posttest 0 0 0 12 5

From the results of the analysis, it is known that
there was an increase of 4 children who were promoted
from high to very high. The overall increase in interest
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in learning after using articulate storyline-based
learning media is presented in the following picture.
Visual learning from media is very important in
learning activities (Thongmak, 2018), this is also
supported by research conducted by Ernanida et al.
(2019), Nurfajriyah (2016), and Ichsan et al. (2020). That
the benefits of a visual learning environment can
improve students' memory in understanding the
material. Students are also motivated to use digital
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media and increase their experience by using digital
media in the learning process. Schubatzky et al. (2023)
as stated by Fatikhah et al. (2021) that the articulate
storyline presents many animated and interactive
features so that it has high interactivity. In accordance
with what was stated by Wilechansky et al. (2016) and
Rohmabh et al. (2020) that articulate storyline has media
advantages, among other things, it can provide easier,
more flexible access.

7985 78 79
7476 7

W Pretest

@ Posttest

10 11 12 13 14 15 16 17

Figure 1. Pretest and posttest results of students' learning interest

PRMAS b, MATERI

Table 3. Normality Test Results using SPSS

The effectiveness of articulate storyline-based
interactive multimedia was obtained through the
results of the pretest and posttest for tests on chemistry
material. Pretest and posttest were carried out to obtain
initial and final test scores on chemistry material which
would indicate the level of students' interest in learning
before and after using multimedia. (Yahya, 2023). The
pretest and posttest results of interest in learning show
that learning using articulate storyline-based learning
media has increased students' interest in learning by
23.4%. To find out whether there is a significant
difference between the pretest and posttest results, a
paired t-test was carried out using SPSS. The conditions
for the paired t-test are that the data is normally
distributed and homogeneous, so the pretest and
posttest results are tested for normality first and the
results are shown in the following table 3.

Tests of Normality
Kolmogorov-Smirnova Shapiro-Wilk
Test  Statistic df Sig. Statistic df  Sig.
Student Interest Results Pretest 0.114 17 0.200% 0.976 17 0917
Posttest 0.140 17 0.200* 0.969 17 0.799

*. This is a lower bound of the true significance
Lilliefors Significance Correction

Based on the table above, it can be seen that the
pretest and posttest significance values for

Kolmogorov-Smirnov show a value of 0.2, where this
value is greater than 0.05, so it can be concluded that
the pretest and posttest data are normally distributed.
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Table 4. Homogeneity Test Results Using SPSS

February 2024, Volume 10 Issue 2, 731-737

Test of Homogeneity of Variances

Student Interest Results

Based on Median and with adjusted df

Based on Mean 0.139 1 32 0.711

Based on Median 0.159 1 32 0.693

0.159 1 30.68 0.693

Based on trimmed mean 0.143 1 32 0.708

Based on the table above, it is known that the
significance value is > 0.05, so it can be concluded that
the variance of the pretest and posttest data is the same
or homogeneous. Once it is known that the data has a
normal and homogeneous distribution, analysis is then
carried out using a paired sample t test (table 5).

Table 5. Statistical Results of Paired Sample T Test
Paired Samples Statistics

Pair 1 Std.  Std. Error
Mean N  Deviation Mean

Pretest 71.82 17 6.35 1.54

Posttest 76.24 17 7.49 1.81

Based on the table 5, it is known that the average
value of students' interest in learning pretest (71.82)
<posttest (76.24), thus it can be interpreted that
descriptively there is a difference in the average interest
in students learning in the pretest and posttest. To
clarify this difference, see the following image.

M Pretest m Posttest

Figure 3. Pretest and posttest results of interest to learn

Table 7. Paired Sample T Test Results

Students' interest in learning is influenced by
internal factors and external factors. Internal factors
such as initial abilities can influence a student's interest
in learning, students who have good initial abilities
tend to have a high interest in the learning material
(Harefa et al., 2020). Apart from that, teacher teaching
creativity can also influence students' interest in
learning, the higher the creativity. Teachers in teaching
will stimulate students' curiosity. High curiosity will
increase students' interest in learning about material
(Harefa et al., 2019). Several efforts that can be made to
increase students' interest in learning include using
various teaching methods (Sudirman, 2011), delivering
lessons in an interesting and enjoyable manner, linking
learning materials to events that occur in the
surrounding environment and explaining their uses for
students in the area the future (Amin et al., 2018).

Table 6. Correlation of Pretest and Posttest results
Paired Samples Correlations
N Correlation Sig.
Pretest & Posttest 17 0.877 0.000

Pair 1

The table above is the result of a correlation test or
relationship between the pretest and posttest results.
Based on the data above, it is known that the
correlation coefficient value is 0.877 with a significance
value (Sig.) of 0.000, where the significance value is
greater than the probability (0.05), so it can be said that
there is a relationship between the pretest and posttest
results.

Paired Samples Test

Mean Std. Deviation Std. Error Mean

Pretest Posttest -4.41 3.60 0.875

95% Confidence Interval

of the Difference
Lower Upper t df Sig. (2-tailed)
-6.26 -2.55 -5.04 16 0.000

From the table above it is known that the Sig value
(2-tailed) is 0.000 < 0.05, so Ho is rejected and Ha is
accepted. So, it can be concluded that there is an
average difference between the pretest and posttest
results, which means that the use of articulate storyline-
based learning media can make students focus and
teachers easily deliver learning material in an

interesting way so that it is effective in increasing
students' interest in learning (Nugroho et al., 2020). The
application and use of this learning media really
supports student-centered learning and will foster
students' interest in trying to learn more deeply
(Prasetyo et al., 2015).
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Conclusion

From the results of the analysis, it is known that
there was an increase of 4 students who were promoted
from high to very high. The pretest and posttest results
of learning interest show that learning using articulate
storyline-based learning media has increased students'
learning interest by 23.40%. The results of the paired t-
test stated that the use of articulate storyline-based
learning media was effective in increasing students'
interest in learning.

Acknowledgments

The researcher would like to thank SMA Negeri 1 Seyagen for
allowing the author to carry out research as well as the parties
who have played a role in the research and preparation of this
article.

Author Contributions

Investigation, H. R., D. S., and A. W.; formal analysis, H. R..;
investigation, D. S and A. W.; resources, H. R and D. S; data
curation, A. W.: writing — original draft preparation, H. R and
D. S.; writing —review and editing, A. W.: visualization, H. R,
and D. S, supervision, A. W.; project administration, H. R.;
funding acquisition, D. S. and A. W. All authors have read
and agreed to the published version of the manuscript.

Funding
This research was independently funded by researchers.

Conflicts of Interest
The authors declare no conflict of interest.

References

Afrida, S. N., Suyanti, R. D., & Sudrajat, A. (2021).
Innovation of Interactive Multimedia Based on
Guided Inquiry Using Articulate Storyline 3 as A
Learning Media for Carbon and Silicone Materials
in Non-Metal Inorganic Chemistry Courses.
Duconomics Sci-Meet (Education & Economics
Science Meet), 1, 192-199.
https:/ /doi.org/10.37010/ duconomics.v1.5441

Al-Emran, M., Elsherif, H. M., & Shaalan, K. (2016).
Investigating attitudes towards the use of mobile
learning in higher education. Computers in Human
Behavior, 56, 93-102.
https:/ /doi.org/10.1016/j.chb.2015.11.033

Al-Khowarizmi, A.-K.,, Fauzi, F., Sari, I. P, &
Sembiring, A. P. (2020). The Effect of Indonesian
and Hokkien Mobile Learning Application
Models. Journal of Computer Science, Information
Technology and Telecommunication Engineering, 1(1),
1-7. https:/ /doi.org/10.30596 /jcositte.v1i1.4360

Amin, E. V., Andayani, Y., & Sukib, S. (2018).
Hubungan Antara Minat Belajar dan Kebiasaan
Belajar Terhadap Hasil Belajar Kimia Siswa Kelas

February 2024, Volume 10 Issue 2, 731-737

XI IPA. Chemistry Education Practice, 1(1), 13.
https:/ /doi.org/10.29303/cep.v1i1.884

Arfianti, R., Susatyo, E. B., Prasetya, A. T., & ... (2023).
Desain Media Pembelajaran Fun Colloid berbasis
Android untuk Meningkatkan Hasil dan Minat
Belajar Peserta Didik pada Materi Sistem Koloid.
Chemistry in Education, 12(1), 76-83. Retrieved
from
https:/ /journal.unnes.ac.id/sju/index.php/chem
ined/article/view /61546 %0Ahttps:/ /journal.unn
es.ac.id/sju/index.php/chemined/article/view/
61546/24103

Byusa, E., Kampire, E., & Mwesigye, A. R. (2022).
Game-based learning approach on students’

motivation and understanding of chemistry
concepts: A systematic review of literature.
Heliyon, 8(5), e(09541.

https:/ /doi.org/10.1016/j.heliyon.2022.e09541
Clapson, M. L., Gilbert, B. C. T., & Musgrove, A. (2020).
Race to the Reactor and Other Chemistry Games:
Game-Based  and  Experiential  Learning
Experiences in Materials and Polymer Chemistry.
Journal of Chemical Education, 97(12), 4391-4399.
https:/ /doi.org/10.1021/acs.jchemed.0c01135
Daryanes, F., Darmadi, D., Fikri, K., Sayuti, 1., Rusandji,
M. A, & Situmorang, D. D. B. (2023). The
development of articulate storyline interactive
learning media based on case methods to train
student’s problem-solving ability. Heliyon, 9(4),
e15082.
https://doi.org/10.1016/j.heliyon.2023.e15082
Ernanida, & Yusra, R. (2019). Media audio visual dalam
pembelajaran PAL Jurnal Pendidikan Islam, 2(1), 1-
8. https:/ /doi.org/10.15548 / mrb.v2i1.3 33
Fardila, S., & Arief, M. (2021). Pengembangan mobile
learning berbasis articulate storyline 3 pada mata
pelajaran kearsipan untuk meningkatkan self
regulated learning dan hasil belajar siswa (studi
pada kelas x OTKP di SMK Cendika Bangsa
Kepanjen). Jurnal Ekonomi, Bisnis Dan Pendidikan,

1(4), 344-356.
https:/ /doi.org/10.17977 /um066v1i42021p344-
356

Fatikhah, F. F., & Anggaryani, M. (2021). Development
of Articulate Storyline-based Dynamic Fluid
Learning Media For Grade XI High School
Students. PENDIPA Journal of Science Education, 6
1), 26-34.
https://doi.org/10.33369/ pendipa.6.1.26-34

Gupta, T. (2019). Game-Based Learning in Chemistry: A
Game for Chemical Nomenclature. In ACS
Symposium Series (pp- 65-79).
https:/ /doi.org/10.1021/bk-2019-1318.ch005

Harefa, N., Sadarman Tafonao, G., Hidar, S., & Kunci,

735



Jurnal Penelitian Pendidikan IPA (JPPIPA)

K. (2020). Analisis Minat Belajar Kimia Siswa
Melalui Pembelajaran Berbasis Multimedia. Jurnal
Kajian, Penelitian Dan Pengembangan Kependidikan,

11(2), 81-86. Retrieved from
http:/ /journal.ummat.ac.id/index.php/paedagor
ia

Harefa, N., & Suyanti, R. D. (2019). Science generic
skills of “chemistry”? prospective teachers: A
study on collaborative learning using Exe-media.
Journal of Physics: Conference Series, 1397(1).
https://doi.org/10.1088/1742-
6596/1397/1/012032

Hemayanti, K. L., Muderawan, I. W., & Selamat, I. N.
(2020). Analisis Minat Belajar Siswa Kelas Xi Mia
Pada Mata Pelajaran Kimia. Jurnal Pendidikan
Kimia Indonesia, 4(1), 20.
https:/ /doi.org/10.23887 /jpk.v4i1.24060

Ichsan, I. Z., Rahmayanti, H., Purwanto, A, Sigit, D. V.,
Kurniawan, E. Dewi, A. K. Wirdianti, N.,
Hermawati, F. M., & Marhento, G. (2020). Covid-
19 Dan E-Learning: Perubahan Strategi
Pembelajaran Sains Dan Lingkungan Di Smp.
JINoP (Jurnal Inovasi Pembelajaran), 6(1), 50.
https:/ /doi.org/10.22219/jinop.v6i1.11791

Karo-Karo, I. R., & Rohani, R. (2018). Manfaat Media
Dalam Pembelajaran. AXIOM : Jurnal Pendidikan

Dan Matematika, 7(1), 91-96.
https://doi.org/10.30821/axiom.v7il1.1778
Kucukkal, T. G. & Kahveci, A. (2019). PChem

Challenge Game: Reinforcing Learning in Physical
Chemistry. Journal of Chemical Education, 96(6),
1187-1193.
https:/ /doi.org/10.1021/acs.jchemed.8b00757
Lawrence, J. E., & Tar, U. A. (2018). Factors that
influence teachers’ adoption and integration of
ICT in teaching/learning process. Educational
Media International, 55(1), 79-105.
https:/ /doi.org/10.1080/09523987.2018.1439712
Mahardhika, L. J, & Wiyatmo, Y. (2021).
Pengembangan media pembelajaran interaktif
berbasis software articulate storyline 3 untuk
meningkatkan minat dan hasil belajar fisika
peserta didik sma n 1 kasihan kelas X. Jurnal
Pendidikan  Fisika,  8(4).  Retrieved  from
https:/ /journal.student.uny.ac.id/index.php/ pfis
ika/article/view /17885/0
Mouza, C., & Barrett-Greenly, T. (2015). Bridging the
app gap: An examination of a professional
development initiative on mobile learning in
urban schools. Computers and Education, 88(10), 1-
14.
https:/ /doi.org/10.1016/j.compedu.2015.04.009
Nugroho, F., & Arrosyad, M. L (2020). Learning
Multimedia Development Using Articulate

February 2024, Volume 10 Issue 2, 731-737

Storyline for Students. International Journal of
Elementary Education, 4(4), 575-579. Retrieved
from

https:/ /ejournal.undiksha.ac.id/index.php/IJEE/
article/view /27763

Nurfajriyah, D. A. (2016). Pengaruh model problem
based learning terhadap kemampuan berpikir
kreatif siswa pada materi pesawat sederhana.
Jurnal Pena Ilmiah, 1(1), 251- 260.
https:/ /doi.org/10.23819/pi.v1i1.3016

Nuryadi, N., Astuti, T. D., Utami, S. E., & Budiantara,
M. (2017). Dasar-dasar  statistik  Penelitian.
Yogyakarta: Universitas Mercu Buana.

Prasetyo, Y. D., Yektyastuti, R., Solihah, M., Ikhsan, J.,
& Sugiyarto, K. H. (2015). Pengaruh Penggunaan
Media Pembelajaran Kimia Berbasis Android
Terhadap Peningkatan. SEMINAR NASIONAL
PENDIDIKAN SAINS V “Pengembangan Model Dan
Perangkat ~ Pembelajaran ~ Untuk  Meningkatkan
Kemampuan Berpikir Tingkat Tinggi,” November,
252-258. Retrieved from
https:/ /jurnal fkip.uns.ac.id/index.php/snps/art
icle/view /7978 /5819

Putri, I. V, Rahayu, S., & Dasna, I. W. (2022). Game-
Based Learning Application in Chemistry
Learning: A Systematic Literature Review. Jurnal
Pendidikan MIPA, 23(1), 1-12.
https://doi.org/10.23960/jpmipa/v23il.pp01-12

Rohmah, F. N., & Bukhori, 1. (2020). Pengembangan
media pembelajaran interaktif mata pelajaran
korespondensiberbasis android menggunakan
articulate storyline 3. Journal Economic &
Education, 2(2), 169-182. Retrieved from
http:/ /ejurnal.budiutomomalang.ac.id/index.ph
p/ecoducation/article/ download/892/523/

Rosa, D. M., Wildan, W., Hadisaputra, S., & Sofia, B. F.
D. (2022). Pengembangan E-LKPD Larutan Asam

Basa Berbasis Inkuiri Terbimbing untuk
Meningkatkan Motivasi Belajar Siswa. Chemistry
Education Practice, 5(1), 60-65.

https:/ /doi.org/10.29303/cep.v5i1.2928
Schubatzky, T. Burde, J. P., Grofie-Heilmann, R.,
Haagen-Schiitzenhofer, C., Riese, J., & Weiler, D.
(2023). Predicting the development of digital
media PCK/TPACK: The role of PCK, motivation
to use digital media, interest in and previous
experience with digital media. Computers and
Education, 206.
https:/ /doi.org/10.1016/j.compedu.2023.104900
Sholikah, H. M., & Widarti H. R. (2023).
Pengembangan Media Pembelajaran Kimia
Menggunakan Articulate Storyline 3 pada Materi
Larutan Elektrolit Dan Nonelektrolit Kelas X
dengan Model Inkuiri Terbimbing. Proceedings of

736



Jurnal Penelitian Pendidikan IPA (JPPIPA)

Life and Applied Sciences, 2, 1-13. Retrieved from
https:/ /conference.um.ac.id/index.php/LAS/arti
cle/view /8104

Sindu, I. G. P., Santyadiputra, G. S., & Permana, A. A. .
(2020). The effectiveness of the application of
Articulate Storyline 3 learning object on student
cognitive on Basic Computer System courses.
Jurnal Pendidikan Vokasi, 10(3).
https:/ /doi.org/10.21831/jpv.v10i3.36094

Slameto. (2010). Belajar dari Faktor-Faktor yang
Mempengaruhinya. Jakarta: Rineka Cipta.

Subagia, I. W. (2014). Paradigma Baru Pembelajaran
Kimia SMA. Seminar Nasional FMIPA UNDIKSHA
V. Retrieved from
https:/ /ejournal.undiksha.ac.id/index.php/semn
asmipa/article/view /10479

Sudirman, A. M. (2011). Interaksi dan motivasi belajar
mengajar. Jakarta: Rajawali Pers.

Sugiani, K. A. (2023). Pengaruh Media Pembelajaran
Kahoot Berbasis Game Based Learning Terhadap
Minat Dan Hasil Belajar Siswa Smk Di Buleleng.
EDUSAINTEK: Jurnal Pendidikan, Sains Dan
Teknologi, 10(2), 457-474.
https:/ /doi.org/10.47668/edusaintek.v10i2.770

Sugiyono. (2017). Metode penelitian kuantitatif, kualitatif,
dan R&D. Bandung: Alfabeta.

Thongmak, M. (2018). Creating gameful experience in
the object-oriented programming classroom: A
case study. Online Journal of Applied Knowledge
Management, 6(1), 30-53.
https:/ /doi.org/10.36965/OJAKM.2018.6(1)30-53

Usmaedi. (2021). Education Curriculum for Society 5.0
in The Next Decade. Jurnal Pendidikan Dasar
Setiabudhi, 4(2), 63-79. https:/ /stkipsetiabudhi.e-
journal.id/jpd

Widayanti, Y. (2023). Penerapan Video Interaktif
Berbasis “ Lumi Education ”  Untuk
Meningkatkan Minat Belajar Kimia Peserta Didik.
National Conference from Magister of Education
Management, 133-136.
https://doi.org/10.17977 /um083.8134.

Wilechansky, R., Burgermaster, M., Jones, D., & Seres,
D. (2016). Obesity, Diet, and Exercise Education
for the Primary Care Clerkship Using an
Articulate  Storyline 2 e-Learning Module.
MedEdPORTAL.
https:/ /doi.org/10.15766/ mep_2374-8265.10497

February 2024, Volume 10 Issue 2, 731-737

737



