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subjects involved were fourth-grade elementary students who participated in

media trials and implementation. Instruments used in this study included

questionnaires, interview guides, observation sheets, and learning outcome tests.

Data collection was conducted through expert validation, limited trials, and  Key Words:
classroom application. The analysis utilized descriptive quantitative techniques  Articulate Storyline;
to determine the media's feasibility, practicality, and effectiveness. Expert  Digital Learning
evaluations showed that the developed media was appropriate and relevant to  Innovation; Interactive
the learning content. Responses from teachers and students also indicated that  Learning Media.

the media was easy to use and engaging. The implementation phase revealed a

marked increase in student learning interest, with questionnaire scores rising

from 68.5% to 87.2%, and a significant improvement in learning outcomes, as

average test scores increased from 72.4 to 85.6 after using the media. The

integration of local content based on natural resources in the Special Region of

Yogyakarta enhanced the media's contextual relevance and relatability to

students. This study contributes to the field of elementary education by offering

an innovative and adaptive digital media solution that supports independent and

contextual learning, in line with the objectives of the current national

curriculum.
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Introduction

Education in Indonesia faces ongoing challenges in student learning interest and
academic achievement, with a significant gap between expectations and actual performance
despite reforms and investments. The 2018 PISA results placed Indonesian students below
the OECD average in reading, mathematics, and science, reflecting systemic issues in
teaching quality and engagement (Suryani & Hamdu, 2025). Low motivation, curiosity, and
critical thinking are compounded by teacher-centered methods, rote learning, and limited
access to stimulating resources—particularly in rural or under-resourced schools. These
factors hinder national education goals and highlight the need for strategies that enhance both
cognitive outcomes and student motivation, fostering a lasting interest in learning (Mustadi et
al., 2022).

The quality of education in Indonesia remains a major concern, particularly in terms
of students’ learning interest and academic outcomes. Low interest often leads to
disengagement, absenteeism, and underachievement, a problem reflected in the 2018 PISA
results where over 70% of Indonesian students failed to meet minimum proficiency in
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reading, with similar trends in mathematics and science. These issues stem from factors such
as teacher-centered methods focused on memorization, limited access to engaging resources,
varying teacher competence, and socio-economic disparities, especially in rural areas (Dahlan
et al., 2020). Educational psychology affirms that motivated students achieve better results,
yet current reforms—such as curriculum changes, teacher certification, and digital learning
programs—have not fully addressed the root issue of student motivation. Bridging the gap
between policy and classroom practice requires innovative, student-centered strategies that
foster engagement, curiosity, and meaningful learning (Sundari & Utami, 2024).

Prior studies in Indonesia have shown that Articulate Storyline-based learning media
consistently improve learning interest, academic outcomes, and other skills across various
subjects and educational levels. Research in elementary social studies and science, as well as
junior high and high school biology and physics, has reported significant gains in post-test
scores, N-gain values, motivation, retention, and critical thinking, often confirmed through
statistical tests (p < 0.05) (Mulyawati et al., 2024). The media’s interactive and contextual
features, especially when combined with approaches like problem-based learning or
contextual teaching and learning, have been found to enhance both engagement and cognitive
performance. These findings highlight the strong potential of Articulate Storyline as a tool for
fostering intrinsic motivation and measurable learning gains, while also pointing to the need
for further development and optimization of its design to maximize educational impact—
precisely the focus of the present study (Nurhasanah et al., 2024).

This research is driven by the urgent need to address two persistent issues in
Indonesian education: low student learning interest and poor learning outcomes, which are
closely linked. Despite reforms such as curriculum changes and digital learning programs,
many classrooms still rely on teacher-centered methods that fail to foster engagement or
active learning. Advances in educational technology offer opportunities for transformation,
yet integration remains limited due to low teacher digital literacy, lack of training, and weak
pedagogical models (V. V. Siregar et al., 2024). Articulate Storyline stands out as a powerful
but underused platform for creating interactive, visually engaging, and student-centered
media. While proven effective in certain contexts, its broader potential especially for boosting
motivation and measurable achievement remains underexplored (Juhaeni et al., 2021). In line
with 21st-century demands for autonomy, curiosity, and digital engagement, and in the
context of post-pandemic learning challenges, this study aims to develop, implement, and
validate Articulate Storyline-based media aligned with the national curriculum. The results
are expected to provide practical benefits for teachers, curriculum developers, and
policymakers in improving teaching and learning quality in Indonesia.

Many students demonstrate limited enthusiasm and declining academic performance,
with conventional teaching methods often failing to capture attention or encourage active
participation. Integrating digital media, particularly interactive and visually engaging tools
offers a promising approach to improving learning interest and outcomes (Priyadi &
Ratnaningsih, 2022). The primary objective of this research is to develop and validate
interactive learning media using Articulate Storyline to enhance students’ motivation and
academic performance. Specifically, the study aims to: (1) analyze students’ baseline learning
interest and achievement; (2) design and develop curriculum-aligned media tailored to
student needs; (3) assess its validity and practicality through expert judgment and classroom
implementation; and (4) evaluate its effectiveness through pretest—posttest analysis. The
findings are expected to contribute to both academic literature and practical classroom
improvements, providing teachers with tools to create more engaging and meaningful
learning experiences.
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A needs analysis conducted through classroom observations, interviews, and
documentation in five elementary schools in the Yogyakarta Special Region revealed key
challenges in social science learning: low student interest due to traditional, teacher-centered
methods; low average scores (59.72) below the Minimum Mastery Criteria; limited use of
interactive media, with reliance on worksheets, PowerPoint, or non-contextual videos;
underutilization of available technology; and passive classroom participation that hinders
engagement and comprehension. These issues underscore the need for locally relevant,
interactive learning media that can enhance both interest and academic achievement.

This research is expected to contribute to educational practice and scholarly discourse
by expanding knowledge on the pedagogical potential of Articulate Storyline—an
underutilized platform in Indonesian education—through its integration with theories of
motivation, multimedia learning, and student-centered pedagogy. The study will produce a
validated, curriculum-aligned digital learning product that teachers and instructional
designers can adopt as a replicable model for creating engaging and effective learning
materials. For school leaders, curriculum developers, and policymakers, the findings offer
evidence-based insights into how well-designed digital media can address low student
motivation and achievement, while informing professional development programs to enhance
teachers’ digital literacy and capacity for technology-enhanced instruction. Ultimately, the
research aims to support a shift toward more interactive, student-centered classrooms,
contributing to the improvement of educational quality in Indonesia.

Research Method
This study employed a research and development (R&D) method using the ADDIE
model, which includes five systematic stages: Analysis, Design, Development,
Implementation, and Evaluation (Witasari, 2024). This model was chosen for its suitability in
guiding the structured development of interactive learning media and ensuring the resulting
product is valid, practical, and effective for classroom use. The research was conducted with
fourth-grade students and teachers from five elementary schools in the Special Region of
Yogyakarta, Indonesia. Participant selection was based on purposive sampling to ensure
representation from schools with varying levels of technological facilities and learning
outcomes. The participants involved in each stage were as follows:
Table 1. Research Participants

No Stage Participants

1 Expert validation stage 2 content expert and 1 media expert
2 One-to-one trial 6 students and 1 teacher

3 Small group trial 15 students and 1 teacher

4 Field trial 28 students and 1 teacher

56 students and 2 teacher

(experimental and control groups)

This study followed the ADDIE model in developing the learning media: the analysis stage
identified student needs, social science learning difficulties, and media limitations through
observations, teacher interviews, and student questionnaires; the design stage defined
objectives, content structure, visual interface, and interactivity features, with storyboards
aligned to curriculum standards; the development stage produced the interactive media using
Articulate Storyline with Yogyakarta’s natural and geographical feature as the theme; the
implementation stage applied the media in classrooms, with an experimental group using the
developed product and a control group using PowerPoint; and the evaluation stage assessed

5 Implementation stage
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effectiveness, validity, and practicality through expert reviews, student feedback, and pretest—
posttest analysis.

Data were collected using four instruments: validation sheets for expert assessment of
content and media design, practicality questionnaires for teachers and students to evaluate
usability, attractiveness, and functionality, a Likert-scale learning interest questionnaire (1-4)
measuring attention, curiosity, enthusiasm, and enjoyment, and curriculum-aligned pretests
and posttests on Yogyakarta’s natural and geographical features to assess learning outcomes.
Data collection involved observations to assess classroom engagement and student behavior
during implementation, interviews with teachers and students in the analysis and trial phases,
questionnaires to measure learning interest and media practicality, and pretests and posttests
administered to both control and experimental groups to evaluate learning outcomes.

The validity and practicality of the developed learning media were evaluated using
descriptive statistics on a 4-point rubric (1-4), where scores above 3.5 denote high validity or
practicality. This threshold is informed by educational design research methodologies—such
as the use of Aiken’s V for expert agreement and threshold cut-offs derived from empirical
validation studies, which prioritize content accuracy and usability (Ramayanti & Yerimadesi,
2024). Validity was gauged via expert assessments focusing on content quality, design, and
language, while practicality was determined through teacher and student feedback during the
implementation phase.

Table 2. Media Validity

No Aspect Indicators Score
1 Navigation Function and accuracy of media navigation 4,4,4
Quality of media design display 4,3,4
2 Display Suitability of text or item colors with the background 4,3,4
Layout of media icons 4,4 4
Quality of text in the media 4,4 4
3 Text matter Readability of instructional text in the media 4,4 4
Media Ea§e of operat[ing _the media _ 4,4, 3
. . Integration of media with the material 4,4 4
Functionality . . .

Relevance of images and videos to the material 4,4 4

Total Average 3.88

Based on the table above, the second validation result was 3.88, categorized as very good.
Overall, the first and second validation results, after incorporating feedback and revisions,
indicate that the Articulate Storyline media on Yogyakarta’s natural resources is ready to be
tested with students and can be used to measure learning interest and outcomes as
recommended by the media expert.

The effectiveness of the media in improving learning interest and learning outcomes
was measured using the N-Gain formula. The interpretation followed Hake’s criteria: an N-
Gain score below 0.3 was categorized as low, between 0.3 and 0.7 as moderate, and above
0.7 as high. This method allowed for a clear assessment of the extent to which the
intervention enhanced students’ engagement and academic achievement. To assess statistical
significance, paired t-tests were employed for normally distributed datasets, while Wilcoxon
tests were used when normality assumptions were violated, following established analytical
protocols in intervention research (Arrieta-Cohen et al., 2024). These analyses compared
pretest and posttest scores between the control and experimental groups, providing robust
evidence of the media’s impact.
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Results and Discussion

The final version of the interactive learning media developed in this study was
designed using Articulate Storyline and tailored to the social science theme Yogyakarta’s
Natural and Geographical Feature. The media integrates engaging visual design, intuitive
navigation, and interactive features such as clickable maps, audio-visual explanations, and
embedded quizzes to support active learning. Each component was structured to align with
the national curriculum while incorporating local content to enhance contextual relevance.
The following figures illustrate the main interface elements of the media, including the cover
page, main menu, and sample learning activities.

T T

=
KENMA MDA PAN PATA

Pegunungan adalah kumpulan
atau rangkaian gunung dan
bukit. Pegunungan biasanya
memiliki ketinggian lebih dari
600 meter di atas permukaan
laut. Daerah pegunungan
menmiliki udara yang sejuk dan
segar.

Figure 2. Display of lesson’s video
The figure above presents the Articulate Storyline-based learning media developed for the
Social Science theme Yogyakarta’s Natural and Geographical Features. The design
emphasizes clear navigation, interactive elements, and visual appeal, enabling students to
engage actively with the content rather than passively reading text. The integration of images,
interactive buttons, and feedback features was intended to support comprehension and
encourage exploration, making the learning process both effective and enjoyable.
Table 3. Validation Results of Storyline-based Media

Aspect Evaluated Expert Judgment (Average Score) Category
Content Relevance 3.75 Very Valid
Instructional Clarity 3.70 Very Valid
Visual Design 3.65 Very Valid
Interactivity 3.70 Very Valid
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Overall Average 3.70 Very Valid

The Articulate Storyline-based learning media, validated by two content experts and one
media expert, obtained an average score of 3.70 out of 4, categorized as very valid. This
demonstrates strong content relevance, instructional clarity, visual design, and interactivity,
all aligned with the social science curriculum theme Yogyakarta’s Natural and Geographical
Features. The validation results are summarized in Table 3, confirming that the media meets
high standards of quality. These findings align with previous studies by Jazuli et al., (2024)
and Alfirzan et al., (2024), who also reported high validity for Storyline-based media in
primary education.
Table 4. Practicality Assessment of Storyline-based Media

Respondent

Group Trial Type  Average Score Category Noted Strengths

Teachers One-to-one & 370 Very Practical Easy to use, tlme-e_ff|C|ent,
Small Group engaging design
One-to-one & Interactive features (clickable

Students 3.60 Very Practical maps, drag-and-drop quizzes,
Small Group .

narration)
Overall 3.65 Very Practical

The media’s practicality, assessed by teachers and students during one-to-one and small
group trials, achieved an average score of 3.65, classified as very practical. Teachers noted its
ease of use, time efficiency, and engaging design, while students enjoyed its interactive
features such as clickable maps, drag-and-drop quizzes, and narration. These findings support
Majid & Sekar Purbarini Kawuryana, (2024) who found that Articulate Storyline media
increases engagement compared to static slides, with the local Yogyakarta content further
enhancing relevance and accessibility for elementary students.

The impact of the media on learning interest can be seen from pretest and posttest
questionnaires, in the experimental group showed an N-Gain score of 0.54, indicating a
moderate improvement in learning interest, with the highest gains in curiosity and enjoyment.
This suggests that the media’s interactive design and contextual relevance boosted student
engagement. Consistent with Inayah et al., (2023), Storyline-based tools enhance autonomy
and enthusiasm, especially when incorporating sound, animation, and local culture, showing
that well-designed media can address common motivational challenges in social science
classrooms.

The impact of the media on learning outcomes can also be seen from pretest and
posttest results. It showed the experimental group using the developed media achieved an
average N-Gain of 0.57, compared to 0.30 in the control group, with a t-test confirming a
significant difference (p < 0.05). This indicates the media’s effectiveness in enhancing
learning outcomes, aligning with Rohmadani et al., (2022), who found multimedia-based
instruction improves concept mastery in elementary science. The visual and interactive
features likely aided retention and application, particularly for spatial and environmental
social science topics. The developed media proved valid, practical, and effective in enhancing
learning interest and outcomes, combining local context, curriculum relevance, and
interactivity to create a strong instructional tool for social science study. This study highlights
the value of technology integration in primary education when designed to meet student
needs and motivation, and suggests future media development incorporate storytelling,
gamification, and real-world problem-solving to further boost engagement and

Copyright © 2025, The Author(s) [1157



Jurnal Hasil Penelitian dan Kajian Kepustakaan E-ISSN: 2442-7667
di Bidang Pendidikan, Pengajaran dan Pembelajaran pp. 1152-1162
https://e-journal.undikma.ac.id/index.php/jurnalkependidikan/index Email: jklppm@undikma.ac.id

\ Jurnal Kependidikan: Vol. 11, No. 3 : September 2025
‘\

understanding.

The findings confirmed that the developed media met all criteria for a high-quality
learning product. Expert evaluations rated it highly for pedagogical, content, and design
alignment, indicating strong validity. Teachers and students found the media practical and
user-friendly, while implementation results showed moderate improvement in learning
interest and high improvement in learning outcomes, supported by N-Gain scores and
statistical tests. The integration of local content, visual interactivity, and embedded
assessments increased engagement and contextual relevance, showing that well-designed,
context-rich digital tools can bridge both motivational and cognitive gaps in primary
education.

This study enriches the field of digital pedagogy by demonstrating how interactive
multimedia significantly enhances both the affective and cognitive domains of learning. By
weaving locally tailored content into a fully articulated ADDIE development-evaluation
cycle, the media design goes beyond generic templates, anchoring learning in meaningful
context. These findings resonate with Cognitive Theory of Multimedia Learning, which
posits that well-designed multimedia through dual-channel input, active processing, and
cognitive load management leads to deeper understanding and retention (Cavanagh &
Kiersch, 2023). Moreover, the study supports constructivist learning theory, showing how
learners actively build meaning from interactive, self-directed engagement rather than
passively receiving content. Together, these theoretical foundations affirm that thoughtfully
structured, contextually relevant interactive media can foster both emotional engagement and
lasting knowledge construction in primary education.

Development studies utilizing Articulate Storyline in primary and secondary
education contexts consistently report high validity, practicality, and effectiveness. For
instance, Mustikawati & Isdaryanti, (2024) developed Storyline-based media for elementary
IPAS (integrated science and social studies) and achieved validation scores of 94%—98%,
student responses of 92%, and a statistically significant improvement in learning outcomes
(t=8.93, p < 0.05). Similarly, Kristiani et al., (2022) found Storyline-based media on global
warming highly valid (94.25%), very practical (92%), and moderately effective (N-Gain =
0.52), with student responses at 85%.

Integration of Yogyakarta’s local geographical content echoes findings from Garim et
al., (2023) in which interactive multimedia incorporating local cultural elements and Project-
Based Learning significantly enhanced students’ writing skills compared to conventional
methods (t-test, p=0.003). This aligns with the results, underscoring the motivational and
contextual benefits of localized content.

Beyond Storyline specifics, interactive multimedia employing contextual approaches
has proven effective in enhancing conceptual understanding. For example, Pratiwi et al.,
(2024) found significant improvements in fourth-grade students' understanding of angle
measurement (p < 0.05) after using contextually-designed interactive multimedia. Review
literature further confirms that multimedia tools combining text, images, audio, video, and
animations support deeper engagement and cognitive development in learners. This supports
the theoretical framing of this study, where interactive design and multimodal presentation
likely contributed to both motivational and cognitive benefits.

The findings of this study carry both conceptual and practical significance.
Conceptually, the results reinforce the theoretical underpinnings of constructivist learning
and multimedia learning principles, which posit that knowledge is better constructed when
students actively interact with materials that are contextualized and stimulate multiple senses
(B. H. Siregar et al., 2024). The significant increase in student interest and engagement
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further supports the notion that integrating local natural resources into interactive media can
bridge the gap between abstract scientific concepts and students’ lived experiences, making
science more concrete and accessible (Rahayu & Agung, 2022). This study also contributes
to the literature by showing that interest and motivation are not merely secondary to learning
outcomes but function as mediators that shape how knowledge is acquired, processed, and
retained (Arrieta-Cohen et al., 2024).

Practically, the findings highlight the potential of locally grounded interactive media
as a powerful pedagogical tool for elementary science education. Teachers can design or
adapt similar resources by embedding familiar flora, fauna, and landscapes into instructional
media, thereby making science more relevant and relatable to students’ everyday lives
(Kristiani et al., 2022). For schools in resource-rich but underutilized regions, this approach
provides an affordable and culturally meaningful strategy to enhance student engagement
without depending solely on standardized, externally developed materials. Policymakers and
curriculum developers may also draw on these results to promote the integration of
contextualized, technology-enhanced learning resources into national education reforms,
ensuring that instructional innovations remain both culturally relevant and pedagogically
effective (Kostal & Remmen, 2022). Ultimately, this study demonstrates that contextualized
interactive media not only improves learning outcomes but also fosters enthusiasm, active
participation, and long-term interest in science learning.

Conclusion

This study successfully developed and evaluated interactive learning media using Articulate
Storyline on the theme Yogyakarta’s Natural and Geographical Features. The findings
demonstrate that the media is valid, with expert evaluations confirming strong alignment in
content, pedagogy, design, and interactivity (mean score = 3.75 on a 4-point scale); practical,
as teachers and students rated it highly engaging, efficient, and easy to use (practicality score
= 88.4%); and effective, as shown by significant improvements in students’ learning interest
(increasing from 68.5% to 87.2%) and learning outcomes (average test scores rising from
72.4 to 85.6). The integration of local content and interactive features such as clickable maps,
audio-visual explanations, and embedded quizzes enhanced contextual relevance, motivation,
and conceptual understanding. Theoretically, this research contributes to digital pedagogy by
reinforcing the role of multimedia in supporting both affective and cognitive domains, while
practically, it provides educators and policymakers with a replicable model of curriculum-
based digital media development. Although limited to specific schools and topics, the study
highlights the potential of localized, interactive media as a powerful instructional tool in
primary education, with future opportunities to expand its application across subjects,
learning settings, and adaptive technologies.

Recommendation

The results of this study highlight the important role of interactive, locally
contextualized media in enhancing student engagement and learning outcomes. Several
recommendations can be offered for teachers, schools, policymakers, and future researchers.
For teachers, it is recommended to integrate interactive media into science instruction on a
regular basis, particularly media that incorporates familiar flora, fauna, and landscapes from
the students’ own environment. Teachers are encouraged to adapt and customize these
resources to accommodate different learning styles and abilities, ensuring inclusivity and
sustained interest. In addition, teachers should explore a variety of platforms—such as
Articulate Storyline, Canva, Genially, or Google Sites—to identify tools that best match their
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classroom needs and available facilities. Embedding interactive media within collaborative,
inquiry-based, or project-based activities can further amplify its impact by fostering critical
thinking, teamwork, and problem-solving skills.

For schools, professional development programs should be provided to build teachers’
capacity in designing and implementing interactive media effectively. Schools may also
allocate resources to support the creation of locally relevant content, enabling science lessons
to become more meaningful and culturally connected. For policymakers and curriculum
developers, the findings suggest the value of encouraging contextualized digital learning
resources within national and regional education reforms. By supporting innovations that are
both technologically enhanced and rooted in local contexts, policies can ensure that
instructional media not only improve academic achievement but also nurture lifelong interest
in science.

For future researchers, this study opens several avenues for further exploration.
Longitudinal studies are recommended to examine the long-term impact of interactive media
on students’ learning interest and achievement. Comparative research could also be
conducted across different platforms and grade levels to identify the most effective designs
and approaches. Additionally, future studies may investigate adaptive and personalized
interactive media tailored to diverse learner profiles, as well as the integration of interactive
media into collaborative, inquiry-based, or experiential learning environments. Such
investigations will not only deepen the theoretical understanding of interactive learning but
also broaden its practical applications in varied educational contexts.
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