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ABSTRACT

This research aims to explain the media development process, determine
the feasibility and response of students to the development of articulate
storyline based interactive learning media as a support for basic accounting
learning in class X Accounting and Finance students at SMK Negeri 1 Surabaya.
The development model used in this research is ADDIE. The research
instruments include material expert validation sheets, media expert validation
sheets, language expert validation sheets, and student response questionnaires.
The validation results from material, media and language experts respectively
received a percentage of 94%, 95% and 99% with the "very appropriate”
criteria, while student responses reached 97% with the "very understand"
criteria. Thus, it can be concluded that articulate storyline-based interactive
learning media is suitable for use in the learning process.
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INTRODUCTION

Learning media is a means or tool used to convey various learning messages to
students (Neliati, 2022). According to Daryanes et al., (2023) the learning media is
an integral part of the learning system that can be used to channel messages,
stimulate the mind, feelings, attention and will of the students so that the learning
process is driven. Less interesting learning media accompanied by the delivery of
boring material can interfere with the students while following classroom learning
as well as make less optimal student learning results (Kamilah & Susanti, 2022).
Based on this, the role of learning media is very important in learning. As time went
by, the learning media evolved. For example, multimedia-based interactive learning
media, audio-visual media, etc (Azzahra et al., 2023). The use of interactive learning
media is one of the important things that can affect the success of educators in
creating an interesting and interactive process of learning.

Jurnal Pendidikan llmu Sosial, Vol. 34, No.2, Desember 2024,
p-1SSN: 1412-3835; e-1SSN: 2541-4569
222



J P I s JURNAL PENDIDIKAN e-ISSN: 2541-4569
ILMU SOSIAL VOL 34, NO. 2, DES 2024

Rapid developments in Science and Technology (IPTEK) have a significant
impact on modern life (Azzahra et al., 2023). This phenomenon is reflected in the
even use of technology in various areas of life, especially in the education sector.
Education today makes extensive use of Science and Technology (IPTEK). Advances
in science and technology have influenced the use of teaching aids in schools and
other educational institutions (Ardiani et al., 2022). Through ICT, educators can
utilize various learning media to convey concepts available in pre-existing learning
resources (Neliati, 2022).

During the Covid-19 pandemic, educators have become accustomed to using
their creativity to improve the learning experience in the online school context. One
of the strategies used by educators is to utilize technology to improve the teaching
and learning process (Daryanes et al., 2023). They are trying to utilize technology in
the 5.0 revolution era, where the role of humans as a source of innovation is
emphasized to solve social problems by integrating the real and virtual worlds
(Nastiti & Abdu, 2020). The main focus of technological innovation remains on
human welfare (Rianto, 2020). Sari & Marlena (2022) say that innovation or
technological progress is considered important in facing future challenges. Besides
that, it also helps students adapt to technological developments that occur in the
learning process and also follow the current developments of the times (Wahyudi &
Amry, 2022).

Teenagers are currently known as Generation Z or Gen Z, which is a group born
between 1995 - 2012 (Gabrielova & Buchko, 2021). One of the characteristics of
Generation Z is that they are familiar with technology from an early age, including
the use of social media applications, laptops, smartphones and the internet (Yusmin
& Susilowibowo, 2022). According to Sakti & Yulianto (2018), digital media and
technology are part of their identity and form an important part of everyday life.
They rely on the internet as the main source of references and information (Wardani
& Listiadi, 2023). This rapid growth in the use of digital media and the internet can
be considered as a solution to provide learning materials that suit students' current
needs and conditions, especially in the context of learning that is oriented towards
Information and Communication Technology (ICT) (Hafidha et al., 2022). It is hoped
that the availability of learning materials adapted to ICT and students' needs and
conditions can increase understanding and effectiveness of learning, so that
students can learn independently by utilizing technology-based media (Usmanto et
al.,, 2023).

Based on the results of observations and interviews with one of the educators
at SMK Negeri 1 Surabaya, it can be seen that SMK Negeri 1 Surabaya is one of the
schools that has implemented an independent learning curriculum, including in
class X Accounting and Institutional Finance. The learning model used in basic
accounting learning is problem-based learning. Educators at SMK Negeri 1 Surabaya
explained that the learning media used in the Basic Accounting subject for class has
been varied and ICT-based, such as using learning videos, power point and games.
During learning activities, educators allow students to use laptops or smartphones
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as a medium and learning resource. Apart from that, the classroom learning process
is equipped with facilities such as LCD, projector, computer and network wifi.

The problem that occurs in the learning process is that the learning media used
by students is less active and they feel bored following basic accounting learning so
that newness or innovation in ICT-based learning media is needed which has never
been used at SMK Negeri 1 Surabaya. Apart from that, students find it difficult to
learn independently and tend to depend on educators' explanations so that it is not
in accordance with the demands of the independent learning curriculum, namely,
student-centered learning.

Basic accounting is a subject that contains understanding and calculation
material. Basic accounting is a topic that introduces and equips students with
material knowledge of the basics of accounting. Apart from that, these materials
must be introduced from an early age because they are an introduction for students
to more complex learning (Entis, 2020). Educators state that learning activities in
basic accounting subjects are quite easy but require special attention to ensure
students understand the material (Heliawati et al., 2022). This shows that students
need innovation or renewal of learning media that is effective, efficient and based
on Science and Technology (IPTEK) according to circumstances and needs to help
improve students' understanding. Educators can utilize Science and Technology
(IPTEK) to develop interactive learning media. One of them is software- assisted
Articulate Storyline which is currently developing (Tarigan & Siagian, 2015).

Articulate storyline is software which can help in creating interactive media
(Kamilah & Susanti, 2022). Features in the software articulate storyline similar to
power point, so it's easy to use. On articulate storyline software users can set
animations, videos, navigation buttons, menus trigger, practice questions, games
and many others (Maulidiyah et al., 2022). Articulate storyline can deliver a variety
of learning materials scenes and slides which can be accompanied by audio and
video, so that learning becomes more interesting (Akbar et al., 2019). Besides that,
Articulate storyline can also be used as a tool to create interactive tests or questions
for students (Tafonao, 2018). The final result is published in the form website (html)
which can be accessed on computers, laptops, tablets and mobile phones. Use
Articulate storyline able to increase the creativity of educators in designing more
communicative and interactive learning (Afdal et al., 2021), as well as being able to
improve learning outcomes and motivate students (Ardianti & Susanti, 2022).
Muamalah & Rochmawati (2023) argue that there are several advantages to using
articulate storyline, namely it becomes easier to communicate because it contains
graphic animations and videos, it becomes easier to add information or documents
and change them according to needs, and it becomes interactive because users are
able to select specific material or repeat material that has been discussed previously.
Another advantage articulate storyline there are features trigger or the easier auto
button to be used without requiring complicated programming (Zaman & Listiadji,

2022).
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The use of interactive learning media is proven to significantly improve learning
outcomes. In research Ardianti & Susanti (2022), shows that according to the
material expert gets a percentage of 89.89%, so it can be concluded that the
concluded that developing interactive learning media can improve students'
understanding in accounting learning. In addition, similar research according to
Muamalah & Rochmawati (2023), shows that the percentage according to students’
responses of 96%, it can be concluded that interactive media is considered very
effective as a learning support.

Based on the results of the study Muamalah & Rochmawati (2023), found that
there are limitations in the development of learning media, that is, students still
need books/ papers in working on the training because of the training/ tests that
are still provided in the form of descriptions and not available columns of answers
as well as evaluations are still in manual form which will take a long time. In
addition, the researchers also found that there are restrictions there are no
interactive games, which when there is an interactive game students will be more
enthusiastic following the learning process. With the presence of such restrictions
researchers are interested in developing learning media with the existence of issues
in which students are able to work directly on the media with value results will
automatically appear and there are interactive gaming so that learning is not boring
and attracts curiosity students learn basic accounting. Based on the problem
analysis described above as well as several previous research results, researchers
are interested in conducting research entitled "Development of Interactive Learning
Media Based on Articulate Storyline as a Supporter of Basic Accounting Learning for
Class X Accounting and Finance Students at SMK Negeri 1 Surabaya".

RESEARCH METHOD

In this study, researchers applied a type of R&D (Research and
Development) research. According to Sugiyono (2021), the research and
development model aims to produce certain products and will test the
effectiveness of these products. Meanwhile, the development model applied in
this research is ADDIE (Analysis, Design, Development, Implementation, and
Evaluation). The stages carried out in the ADDIE development model include.
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Figure 1.
Scematic of the ADDIE Development Model
Source: Branch (2009)

The test subjects for the development of this interactive media are material
experts as people who are competent in the field of basic accounting, media
experts as people who are competent in the field of learning media, linguists as
people who are competent in the field of language and 34 students in class X
Accounting and Finance Institute SMK Negeri 1 Surabaya.

The data analysis technique used in this research is to analyze quantitative data
obtained from the validation results. The Likert scale used consists of five categories
which are made in the following table.

Table 1.
Grading Scale Table
Criteria Score
Very Good 5
Good 4
Medium 3
Not Good 2
Very Bad 1

Source: Riduwan (2016)

The following is how to analyze the validation acquisition data:
Percentage (%) = Total Score (X) x 100
Maximum Score (Xi)
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Table 2.
Interpretation Criteria

Criteria Percentage
Very Feasible 81% -100%
Feasible 61% - 80%
Feasible enough 41% - 60%
Not Feasible 21% - 40%
Very Unfit 0% - 20%

Source: Riduwan (2016)

This development research can be said to be feasible if the percentage obtained
is 261% according to the criteria above. Student response data were analyzed using the
Guttman Scale with the following score criteria.

Table 3.
Guttman Scale Table
Criteria Score
Yes 1
No 2

Source: Riduwan (2016)

The following is how to analyze the data obtained from the learner response
questionnaire:
Percentage (%)

Total Score (X) x100
Maximum Score (Xi)

Table 4.
Interpretation Criteria

Criteria Percentage
Very Understand 81% - 100%
Understand 61% - 80%
Understand enough 41% - 60%
Not Understand 21% - 40%
Not Very Understanding 0% - 20%

Source: Riduwan (2016)

This development research can be said to be good if the percentage obtained is =
61% according to the criteria above.

RESULTS AND DISCUSSION

This development method starts from the Analysis, Design, Development,
Implementation and Evaluation stages in accordance with the ADDIE development
model. The following are the results of research on the development of Articulate
Storyline-based Interactive Learning Media that supports Basic Accounting learning
for Class X Accounting and Finance Study Programs at SMK Negeri 1 Surabaya.
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Analysis

Based on the performance analysis that has been carried out at SMK Negeri 1
Surabaya, information is obtained that SMK Negeri 1 Surabaya has implemented an
independent learning curriculum in class X Accounting and Financial Institutions.
The learning process in the classroom has been equipped with facilities such as
LCDs, projectors, computers and wifi networks. This can support media innovation
in accordance with technological developments. learning media used in the basic
accounting learning process are power points, learning videos and games. SMK
Negeri 1 Surabaya needs learning media innovations that have never been applied
at school to support the learning process by utilizing existing technology.

Design

At this stage, the planning steps needed to answer the problems analyzed in the
previous stage are carried out. the planning steps taken are the preparation of
materials and the design of storyboards. The preparation of the material consists of
making a concept map of the material and developing the material more clearly and
completely, while the design of the storyboard is a visual depiction of the media
concept to be made which aims to provide an overall picture of the media to be
developed.

Development

At this stage is done by starting the development of the planned product design.,
then ask for expert review and validation of the learning media that has been
developed.
1. Developing Articulate Storyline Interactive Learning Media

The process of preparing interactive media begins in accordance with the
product design that has been planned in the previous stage using articulate storyline
software. Here are some forms of media that have been developed.

O Zur -+
S—

WELCOME TO
INTERACTIVE ACCOUNTING
LEARNING MEDIA

A W

¥ 11 2 1p
g 83 @ a2
nr'

Figure 2.
The Opening Page
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Figure 5.
Cover Page
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2. Validation of Experts
In this study, learning media validation was carried out by two material experts,

one media expert, and one linguist by filling in the validation sheet prepared by the
researcher. The following are the results of validation from several experts.

Table 5.
Expert Validation Table
No Variable % Criteria
1 Material Expert 94% Very Feasible
2 Media Expert 95% Very Feasible
3 Language Expert 99% Very Feasible
Average Feasibility 96% Very Feasible

Source: Data processed by researchers (2024)

Implementation

The implementation stage is a limited trial process of interactive learning media
after passing the expert review and validation process. The subjects of this limited
trial were students of class X Accounting and Finance Institutions at SMK Negeri 1
Surabaya. The following are the results of the responses of 34 students of class X
Accounting and Institutional Finance to the articulate storyline-based interactive
learning media that has been developed.

Table 6.
Recapitulation of Learner Response Results
No Variable 1Sc07reo % Criteria
1 Content and Objective Quality 33 1  98% Very Understand
2 Instructional Quality 33 1 98% Very Understand
3 Technical Quality 32 2 94% Very Understand
4  Language Appropriateness 33 1 98%  VeryUnderstand
Average learner response 97%  Very Understand

Source: Data processed by researchers (2024)

It can be concluded that the interactive learning media based on Articulate
Storyline as a support for basic accounting learning for class X Accounting and
Finance at SMK Negeri 1 Surabaya, has fulfilled various aspects, including content
quality and objectives, instructional quality, technical quality, and language
feasibility according to the standard criteria set by Arsyad (2019) and BNSP (2014).
The analysis results prove that with an average percentage reaching 97% the media
is "very understanding” in accordance with the percentage of the minimum
assessment criteria standard = 81% set (Riduwan, 2016). This is also supported by
Muamalah & Rochmawati (2023) which obtained an average percentage of student
responses of 96%.
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Evaluation

The evaluation stage is not only carried out at the end of the stage, but at each

stage. The evaluation aims to improve the developed product as well as the need for
revision.

CONCLUSION

From all the steps taken from development to product testing in the form of
interactive learning media using Articulate Storyline for Basic Accounting subjects
for class X Accounting and Finance Institutions, it can be concluded that: 1) The
process of developing interactive learning media using Articulate Storyline in Basic
Accounting class X Accounting and Institutional Finance subjects applies the ADDIE
development approach which consists of five steps, namely analysis, design,
development, implementation, and evaluation. 2) The use of interactive learning
media using Articulate Storyline in Basic Accounting class X Accounting and
Institutional Finance is very feasible to use as a tool in the Basic Accounting learning
process. 3) Learners' responses to interactive learning media using Articulate
Storyline in Basic Accounting class X Accounting and Institutional Finance subjects
produced very positive results, which were supported by the results of the learner
response survey during the media trial.
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