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Abstract: Interactive Multimedia is a presenter of content by utilizing the incorporation
of content from several media in the form of text, sound, images, animation, and video.
So that multimedia is presented in a computer-based program that facilitates interactive
communication. With interactive multimedia can increase the interest and motivation of
learning learners. The aim of this Research is to develop a Multimedia Interactive
Avrticulate Storyline 3 Contextual Based teaching learning (CTL) approach on integrated
thematic learning in Class IV elementary school that is valid and practical. This research
uses the ADDDIE model with 5 stages including, Analisys (Analysis), Design (Design),
Development (Development), Implementation (Implementation), and Evaluation
(Evaluation). Data obtained based on validation questionnaires, teacher and student
response questionnaires. The subject of this study trial was a class 1V student of SDN 56
Children of Water which amounted to 23 people. Based on the material validation
questionnaire obtained results of 93.75% with very valid categories, language validation
obtained results of 93.75% with very valid categories, media validation obtained results
of 94.59% with very valid categories. The results of the teacher practicality test in SDN
56 Anak Air obtained a result of 91.66% with a very practical category and the results of
the student's preticality test obtained a result of 95.47% with a very valid category. Thus
it can be concluded that articulate storyline 3 interactive multimedia has been valid and
practically used to increase the interest and motivation of learning learners.
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Abstrak: Multimedia Interaktif adalah sebagai penyajikan konten dengan memanfaatkan
penggabungan konten dari beberapa media berupa teks, suara, gambar, animasi, dan
video. Sehingga multimedia tersebut tersaji dalam satu program berbasis komputer yang
memudahkan komunikasi interaktif. Dengan multimedia interaktif dapat meningkatkan
minat dan motivasi belajar peserta didik. Tujuan dari Penelitian ini adalah untuk
mengembangkan Multimedia Interaktif Articulate Storyline 3 Berbasis Pendekatan
Contextual Teaching Learning (CTL) Pada Pembelajaran Tematik Terpadu di Kelas IV
SD yang valid dan praktis. Penelitian ini menggunakan model ADDDIE dengan 5 tahapan
diantaranya, Analisis (Analisys), Perancangan (Design), Pengembangan (Development),
Implementasi (Implementation), dan Evaluasi (Evaluation). Data yang diperoleh
berdasarkan angket validasi ,angket respon guru dan siswa. Subjek ujicoba penelitian ini
adalah Peserta didik kelas IV SDN 56 Anak Air yang berjumlah 23 orang. Berdasarkan
dari angket validasi materi diperoleh hasil 93,75% dengan kategori sangat valid, validasi
kebahasaan diperoleh hasil 93,75% dengan kategori sangat valid, validasi media
diperoleh hasil 94,59% dengan kategori sangat valid. Hasil uji praktikalitas guru di SDN
56 Anak Air diperoleh hasil 91,66% dengan kategori sangat praktis dan hasil uji
pratikalitas peserta didik diperoleh hasil 95,47% dengan kategori sangat valid. Dengan
demikian bisa ditarik kesimpulan bahwa multimedia interaktif Articulate Storyline 3 ini
telah valid dan praktis digunakan untuk meningkatkan minat dan motivasi belajar peserta
didik.
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INTRODUCTION

The Industrial Revolution 4.0
had an impact on information and
communication technology on various
aspects, especially education. According
to (Surani, 2019) the industrial
revolution 4.0 has affected education that
can be seen from the use of digital
technology in the learning process. The
application of distance learning that is
not limited to space and time allows it to
be applied along with the use of such
technology. How to learn, mindset, and
how to act learners become challenges in
the world of education to be developed
more creatively in various fields.

In today's evolving and
advanced times, and the world of
education is also growing. Many reforms
and innovations are carried out to
achieve good quality education. For this
reason, various ways are carried out in
curriculum development, improvement
of educational facilities and
infrastructure and innovation in learning.
The teacher is the most important
component of learning. In improving the
quality of learning, therefore teachers are
required to make learning more creative
and innovative.

The  curriculum used in
elementary school is a 2013 curriculum
that began to be gradually applied by the
government from 2013. This 2013
curriculum is applied using integrated
thematic learning. Integrated thematic
learning is learning that connects several
lesson contents in one theme so that the
boundaries between the contents of one
lesson with the other are not so
pronounced. scientific principles in a
holistic, meaningful, and authentic
manner

According to (Efendi and Reinita
2019) "The application of curriculum
learning 2013 is carried out through

thematic learning approach, namely
learning oriented to mapping learning
themes. Each is the integration of several
subjects connected to one another."

Integrated thematic learning has
the following characteristics: 1) student-
centered, 2) provides hands-on
experience to learners, 3) bulkheads
between the contents of invisible
subjects, 4) material concepts are
presented from various lesson contents,
5) are flexible and flexible, 6) learning is
developed with the interests and needs of
learners, and 7) fun learning (Rusman,
2015; Majid, 2014). In line with the
development of technology, the learning
media used is also increasingly varied.
Learning media that was originally in the
form of visual images, graphics, or other
real objects, has now grown more
sophisticated with hardware in the form
of computers, laptops, and notebooks that
can produce audio visual media. Not only
can images be displayed, but they can
also vary using video as well as other
visuals. One of the innovations in
learning media is interactive multimedia.

According to Arifin, et al (2015)
multimedia consists of 2 words, namely
multi and media. Multi is more than one
and the media is a means to present
allocating various information in the
form of text, images, sounds, and others.
Multimedia is an amalgamation of
various means to present information in
various forms through digital devices.
One of the interactive multimedia used is
articulate storyline three.

Articulate storyline 3 is one of
the software compiled with simple smart
brainware  that has interactive
procedures both online and offline. This
can make it easier for users to publish
into online sites (Rohmah and Bukhori,
2020). Articulate Storyline 3 software
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has a Microsoft Power Point-like look
that can be used to create presentations.
However, the software has interactive
features that Microsoft Powerpoint does
not have, including timelines, movies,
pictures, and triggers (Kristiningrum,
2018; Mayub, 2019). Although the slide
display looks similar to Microsoft Power
Point, kemendikbud (2016) mentions
that there are several advantages
contained in this software that can
produce creative and comprehensive
learning media presentations.

These advantages are supported
by features such as timeline, movie,
picture, character and others that are easy
to use. Articulate Storyline three also has
5 advantages as mentioned by Jannah (in
Mayub, 2019).

These advantages include: 1)
Learning media using articulate
storyline can be made easily by people
who are experts and experienced and
amateurish, 2) various files can be
imported in power point, flash, video,
audio, image, and others formats, 3)
Acrticulate storyline display can be in the
form of audio and visual, 4) there is a
feature of creating quiz Which can be
used as a matter of practice without
importing files from other software, and
5) Interactive content that can involve
learners in learning.

Based on preliminary studies
conducted through observations and
interviews of teachers of grade IV SDN
58 Lubuk Buaya District Koto Tangah on
Monday , September 6 , 2021, it was
explained that the 2013 curriculum at the
school has been implemented gradually
since 2017.

The learning process in class IV
SDN already uses multimedia learning,
but in certain learning. Based on media
analysis that has been done has several
weaknesses, among others (1) The
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learning media used is classical. (2) The
media used is only in the form of learning
videos. (3) The learning media used
covers writing and pictures only. (4) The
learning media used by teachers does not
involve many learners.

The results of observations that
have been made show that the learning
media used to deliver learning materials
has not been in accordance with existing
standards. 21st century learning teachers
must use technology-based learning
media to be able to create 4C (Critical
Thinking and  Problem  Solving,
Creativity, Collaborative and
Communication) ~ competencies  in
learners, so that the media used by
teachers switches from printed image
media to technology-based media.

Furthermore,  based on
observations and interviews conducted
on September 8, 2021 with the guardians
of class 1V of SDN 56 Children of Water,
the 2013 Curriculum has begun to be
applied to the school since the 2018/2019
school year. The current Covid-19
Pandemic period of learners is not
allowed to go to school and is only
allowed to deliver and pick up those
related to learning. And mostly only
parents are asked to deliver student
assignments every week. The learning
process and assignments are sent by
classroom teachers in study groups on
the WhatsApp App . In student learning
there are some who are quite active but
mostly they are less interested and
passionate in learning. In learning
methods used in general still use the
method of lectures, questions and
answers and discussions.

The characteristics of learners
who are quite active in the class make
them interested when learning to use
image or video media displayed in front
of the class. To create a more active and
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fun learning atmosphere, there needs to
be innovation in the learning media.
Based on the description above,
researchers are interested in conducting
development research with the title

METHODS

The type of research used in this
research is research and development.
According to (Desyandri & Vernanda
2017) development research aims to
produce products by paying attention to
the level of need so as to produce an
effective product.

Development research is a stage
in developing a new product or
perfecting a previously existing product
(Sukmadinata, 2009). ADDIE
development model, namely analysis
(analysis), design (design), development
(development), implementation
(application), and evaluation
(evaluation).

The research stages include,
Needs analysis, curriculum analysis,
analysis of characteristics of learners
(Preliminary Study), media design in
accordance with the needs and
characteristics of learners, development
stages carried out with validation with
material, language and media experts and
revised according to the advice and input
of experts in the field, the
implementation stage is product trials on
research subjects, namely IVC classes.
SDN 56 Anak Air and the last evaluation
stage is carried out by revising the

Table 1. Interactive Multimedia
Validity Suspension on Integrated
Thematic Learning

Score Category

5 Excellent

"Development of Interactive Multimedia
Articulate Storyline 3 Based Approach
(CTL) on Integrated Thematic Learning
in Grade 1V Elementary School".

product in accordance with the advice on
the practical questionnaire.

The subject of this study was a
student of IVC class SDN 56 Children's
Water. Researchers chose the subject of
this trial because the school has
implemented the 2013 Curriculum in
grade IV, the environment and
supporting facilities and infrastructure,
as well as the school's willingness to
accept new learning media innovations.
This study was conducted according to
health protocols by sticking your hands
first, keeping your distance and using a
mask. The data used in this study is data
obtained through the results of validation
of learning media by experts and
learning media practicality test data
through teacher and student response
guestionnaires.

Data obtained from the
validation of learning media will be
analyzed using the Likert scale. Riduwan
and Sunarto (2015: 21) explained that by
using the Likert scale, the variables to be
measured are spelled into dimensions,
dimensions are spelled into sub-variables
and then sub-variables are further
described as measurable indicators.
Multimedia validity suspension data can
be viewed in the table.

4 Good
3 Keep
2 Less Good
1 Very bad

Source: Ridwan and Sunarto
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Modifications (2015)

To measure the value of the final
result of validity using the formulas of
Riduwan and Sunarto (2015) as in table
2 and the following formulas:

> Xi
X=___
n

Information:
X': Average
> Xi  : The number of values of each
validator
n : Number of validators
Table 2 . Categories of Interactive
Multimedia Validated on Integrated
Thematic Learning

Interval Category
86-100% Very valid
76-85% Valid
60-75% Valid Enough
55-59% Less Valid
00-54% Invalid

Source: Modified Purwanto (2013)

Practicality techniques are used
to analyze data on the results of teacher
respos questionnaires and learners'
responses to the learning process using
designed interactive multimedia.

Table 3. Teacher Questionnaire
Assessment Scale

Range Conversion
5 Excellent
4 Good
3 Keep
2 Less Good
1 Very bad
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Source: Riduwan and Sunarto
Modifications (2015)

Table 4. Student Questionnaire
Assessment Scale

Range Conversion

5 Excellent

4 Good

3 Keep

2 Less Good

1 Very bad
Source: Riduwan and Sunarto
Modifications (2015)

The final value of calculations
and questionnaires is analyzed using the
formula from Purwanto (2013), namely:

R
NP =x 100
BC
Information:
NP: The percent value sought
R: Raw score obtained
SM: Ideal maximum score

The practical category of
learning media based on the calculation
of final values can be seen in the
following table:

Table 5. of Interactive Multimedia
Practicality in Integrated Thematic

Learning
Interval Category
86-100% Very practical
76-85% Practical
60-75% Quite Practical
55-59% Less Practical
00-54% Impractical

Source: Modified Purwanto (2013)
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RESULTS OF RESEARCH AND
DISCUSSION

This research was conducted on
the material Theme 6 My Ideals Subtema
1 me and My Ideals learning 4 and 5. The
analysis phase begins by conducting an
analysis of needs, curriculum, and
materials. The analysis that has been
done is then designed and developed.
The trial is conducted at the
implementation stage and ends with the
evaluation stage.

The subjects of the trial in this
study were 23 students consisting of 12
men and 11 women in grade 1V of 56
Water Children's Elementary School. the
results of the material validity test on the
development of interactive multimedia
based on Articulate Storyline three
obtained a percentage of 93.75% with a
very valid category, the results of the
language validity test of 93.75% with a
very valid category, and the media
validity test result of 94.59% with a very
valid category. While the results of
practicality tests obtained a percentage of
91.66% with a very practical category for
teacher response questionnaires and
95.47%  for  learners’  response
questionnaires  with very practical
categories. Thus it can be concluded that
interactive  multimedia based on
Articultae Storyline 3 on integrated
thematic learning Theme 6 Citaku
Subtema 1 me and My ideals of learning
4 and 5 are valid and practically used to
increase the learning interest of learners.
RESULT
An early look to start multimedia
learning.

In this view shows the start
page, developer profil, entering a name
to be able to continue to the main menu
view. Written on this display is "Theme
6 My ldeals Subtema 1 Me and My
Ideals Learning 4 and 5".

PETUNJUK

KI DAN KD

articulate Storyline 3

Basic Competency Display (KD) and
Indicators

In this display there are Core
Competencies (KI), Basic Kompetensi
(KD) Indikator and Learning Objectives
in accordance with learning materials on
themes, subthema, and learning carried
out. On this display will appear when
clicking KI and KD on the main page.
Here is one of the displays in the
Multimedia learning section of KI and
KD on learning.
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Quiz question view

TENTANG PEMBELAJARAN . . . .
In this display there is a quiz

OMPETENSI ' . .. .

i INDIKATOR question that is in accordance with the
discussion of learning materials. The

KOMPETENSI : following are some views of quiz

DASAR TUJUAN

guestions  in accordance with the
multimedia learning of each learning.

View of learning materials

In this display there are learning ROl 1 v e i o
. . . | 2. Pilihlah jawaban yang menurutmu benar
materials that are carried out in LT . i i fowe

accordance with the theme, subthema,
and learning. In the material there is text,
images, animations, and videos. The
following are some views of learning

N N R & ‘! 1. Orang yang pekerjaannya mengemudikan
Amati gambar yang ada di bawah ini! <y p,sa:!‘ dﬁ,:mak:n i ¥

@‘ © Pilot
3 E Tentara
*1” J I
Py \JP - R, < Pramugari
7 LS | - . ¢ ¢ ¢ () Masinis
o) ) [ © "
[ 4 )

Apakah yang dapat Ananda ceritakan
dari gambar diatas?

adalah cepat atau lambatnya lagu dinyanyikan.
pembelajaran4 dan5

Tanda Tempo

Tanda tempo dalam lagu biasanya di bagian
atas sebelah kirl

Kamu sudah menyelesaikan \

S b

e———

Tinggi dan rendah nada dapat diketahui saat kita
menyanyikan lagu. Ada nada tingo! dan nada rendafs.
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CONCLUSION

Based on the above description it
can be concluded that "Interactive
Multimedia Development Articulate
Storyline 3 Based on CTL Approach on
Integrated Thematic Learning in Grade
IV Elementary" has been developed
using the ADDIE development model
and obtained average results from three
expert validators with a percentage of
94.03% which belongs to the category
"Very Valid". The results obtained from
the practicality test amounted to 93.56%
with a very valid category. The results of
the teacher response obtained a
percentage of 91.66% with the category
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