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Abstract

The learning motivation of grade XI students of SMAN Bengkulu still needs to be improved. This
can be seen from the analysis of student needs that were previously carried out with the results that
there are still many students who do not understand physics material because they are still lacking in
the use of software-based media. This study aimed to determine the development of Articulate
Storyline-assisted media to increase students' motivation to learn Newton's law material. Research and
development is a type of research that is being carried out (Research and Development). This study used
the ADDIE model. 'This model consists of stages (1) Analysis, (2) Design, (3) Development, (4)
Implementation, and (5) Evaluation. The subjects of the study were 33 students in grade XI.2 of
SMAN Bengkulu. Data analysis included analysis of learning implementation, media feasibility,
student response, and student learning motivation. The results of the research showed: (1) The results
of the media feasibility test by the three validators obtained an average percentage value of 85.30%
which shows that this learning media is very feasible to use. (2) In the results of the student response,
a score of 86.56% was obtained so it was classified as very good. (3) In the results of student learning
motivation in the initial motivation with a percentage of 73.86% with the category "Motivated" and
in the results of the final motivation questionnaire obtained results with a percentage of 93.29% with
the category "Highly Motivated".

ADDIE, interactive learning media, motivation, newton's law.

Introduction

Education can produce good human resources by increasing everyone's potential and preparing
them for future challenges. Sabrina and Russanti (2022). Educators must adapt to changes in the era
of the Industrial Revolution 5.0. The learning system of the previous stage will be different from the
current learning system. The first system uses a more conventional approach, so teachers stay focused
on the learning process (Feri & Zulherman, 2021). In modern education, teachers are no longer the
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center of learning; students must play a more active role in the learning process. Information
technology as a learning tool is increasing as a result of more creative and innovative learning (Dewi
et al., 2021). The main question for educators is how best to activate early knowledge in their students.
Various approaches should be included. When teachers create lessons, activities, and discussions that
reflect their goals for teaching, they must also change to adapt to what students are learning. This is
because, in the 21st century, students must be able to keep up with the times (Azizah et al., 2020).
Learning is a system comprising many components that interact with each other. Good learning pays
attention to how it is planned and done. Educational objectives, students, materials or subjects,
approaches and methods, media, learning resources, and evaluation are the components of learning,
Learning resources are one of the components (Putra, 2022).

Science and technology (IPTEK) are developing rapidly and becoming more sophisticated,
developments in the field of education are closely related to science and technology. This is now a
problem in the wotld of education. To choose an effective method of education, teachers must
understand the nature of each generation. They must also look at how students interact with each
other, learn, and blend digital and physical components of their lives. Understanding the characteristics
of each generation will help teachers choose learning models and approaches. Technology has become
an essential component of classroom teaching and learning. The teaching and learning process in
schools is currently changing as a result of technological advances, especially those that are used as
learning media (Adawiyah & Dalimunthe, 2022).

The characteristics of students who sit in high school tend to have a low level of thinking ability
and a simple mindset so they need to be guided gradually to improve their thinking skills. In daily life,
students must be able to explore and master students understanding, understanding, and skills in
solving problems in daily life. Given that critical thinking skills are essential for student learning,
especially in physics studies, teachers should constantly check their students' thinking skills. According
to Hadinoto et al. (2023) Physics is a branch of science that studies real things and can be
mathematically proven with formulas. Most students consider physics to be one of the most difficult
subjects. As a result, many students are unhappy even if they don't take physics classes.

Based on the findings of teacher interviews and the distribution of questionnaires analyzing
student needs at one of the high schools in Bengkulu City. When asked to explain the subjects they
have learned, students seem confused because they do not listen to the explanations and believe that
the learning process is too boring, making it very difficult for them to understand the concepts. This
is certainly a tough challenge for the teacher. Learning activities often use the Problem-Based Learning
method and work on printed LKPD designed from #he Canva application, so students are not interested
in paying attention to the explanation from the teacher and tend not to repeat the learning material
that has been explained. This provides a conceptual understanding that has not been maximized in
each learning material.

The solutions offered are engaging learning and interactive media to understand physics.
Information and communication technology (ICT) media can overcome the problem of learning
abstract physics by displaying images in the form of animations and videos, With dynamic and static
visualization, this learning media can make abstract concepts real Caesaria et al. (2020). ICT media is
useful in making it easier to convey abstract messages in the form of an attractive and interactive
website. One of the subjects known for its abstract concepts is physics. The laws and concepts of
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physics are abstract, so it is an obstacle for teachers to deliver material to students. Not all physics
concepts can be tried in the lab because they are abstract.

Learning physics on your own requires a high level of focus. If the delivery of the material is
considered too monotonous, then students will quickly get bored and eventually the material cannot
be delivered properly. Many teachers do not realize that if the delivery of material is too basic, such as
only explaining through books without being balanced with interesting things, it will be more
disturbing and burdensome to students' minds. So the main purpose of using this software is to
produce interactive learning media for students and teachers themselves. That way, it can help in
conveying learning for teachers and understanding learning for students. These learning materials will
be packaged in a way that is not only effective and efficient but also engaging, ensuring that students
are motivated to explore the content. By using innovative design elements, interactive features, and
real-life examples, the media will capture students' attention and cater to different learning styles. The
goal is to make complex concepts more accessible, breaking them down into manageable and
digestible parts that students can relate to. A successful learning process should be fun, demanding,
and inspiring, and give students more freedom to be creative and independent according to their
interests and skills (Pratama et al., 2022). An educator must be qualified to develop information and
communication technology media on target so that the teaching and learning process of physics in the
classroom becomes interesting and provides an accurate picture and deep understanding (Astuti et al.
2021).

Aprticulate Storyline is software that can be used to create presentations. Articulate Storyline has the
same function as Microsoft PowerPoint. Articulate Storyline has several advantages so that it can
produce a more comprehensive and creative presentation. Certain advantages can be found in zbe
Articulate Storyline 3 Software, one of which is the easy-to-use #meline, movie, image, character, etc. features
(Kemendikbud, 2016). The use of interactive media based on _Articulate Storyline can facilitate the
learning process and increase teachers' creativity in interactive and communicative learning designs.
This medium can be used as a problem-solving technique. amid busy teachers today. Another method
to improve the quality of learning and offer many possibilities for the process is to use media that are
based on articulated stories (Adiyatma & Diyana, 2024). Therefore, the purpose of this study is to
create interactive learning media by using Articulate Storyline 3 Software to increase the motivation of
high school students towards Newton's Law, to determine the feasibility of Articulate Storyline 3
software-based learning media, student responses to interactive learning media using Arsiculate Storyline
3 Software and to increase student learning motivation.

Literature Review
Physics learning in Schools

Learning is the process of building an atmosphere that allows learning to take place and change
student behavior. These days, learning through videos is becoming more and more interesting. It
covers a wide range of learning topics, including physics, and is accessible at many levels of education,
from elementary school to college (Hafizah, 2020). One of the abstract sciences that needs to be
looked at is physics, therefore learning resources are needed to help students understand the material.
The lack of a variety of learning materials used by teachers is one of the factors that affect physics
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learning outcomes in addition to students' perception of physics as a challenging topic. Physics is one
of the subjects that students avoid the most. Students find it difficult to understand concepts and
consider physics as a difficult topic due to a large number of formulas, difficult tasks, and uninteresting
material (Rahmawati et al., 2022). An important part of the teaching and learning process is educational
media (Wulandari et al., 2023). In learning, teachers usually use learning media as an intermediary in
delivering material so that it can be understood by students.

Technology-based learning media

According to Dewi et al. (2021) Learning media is a tool that teachers can use to make learning
content easy for their students to understand. The development of technology-based learning media
has become the focus in the world of education, especially in facing the demands of 21st-century
learning. One widely used software is Articulate Storyline, which is known for its ability to create
interactive and accessible learning modules. Literature studies on the development of _Articulate
Storyline-assisted media provide insight into the content generated and the research approaches used to
ensure the media is effective.

Articulate storyline

Articulate Storyline allows for the development of learning materials that are more engaging,
effective, and relevant to the needs of students. This learning medium is often used to convey abstract
material, such as science, math, or technology concepts, with the help of animation and simulations
that increase visual appeal. Additionally, interactive features such as quizzes, drag-and-drop, and audio
narration allow students to actively participate throughout the learning process. Adaptation to learning
styles is also a key advantage, where this media can be designed to meet the needs of visual, auditory,
or kinesthetic learning styles. Scenario-based content or case studies are also often integrated,
providing a contextual learning experience that is relevant to the real world.

Development of articulate-assisted learning media storyline 3

The development of Articulate Storyline-assisted learning media often uses a Research and
Development (R&D) approach. The ADDIE (Analysis, Design, Development, Implementation,
Evaluation) model is one of the most popular frameworks, due to its systematic and flexible process.
This step begins with an analysis of student needs, followed by module design, media development,
implementation in small or large groups, and evaluation to determine its effectiveness. In addition to
ADDIE, 4D (Define, Design, Develop, Disseminate) and Borg and Gall models are also widely used
in research. Product trials are a key step in this process, involving the participation of students and
teachers to get feedback that can improve the quality of the media.

Using learning media is one of the techniques to improve learning activities; This will
significantly help the learning process and communicate the message and content of the material
effectively. However, because media has many characteristics, it needs to be carefully selected to be
used appropriately (Kami et al., 2023). Considering previous research conducted by Adiyatma and
Diyana (2024). The creation of physics education materials based on a clear storyline in straight-

Manuscript info: Submitted: 18/09/2024, Revised: 28/11/2024, Accepted: 22/12/2024 52
Auvailable online at http://jurnal.radenfatah.ac.id/index.php/edukasi



OPEN ACCESS

EDUKASI: JURNAL PENDIDIKAN DAN PENGAJARAN

ISSN |2355-3669 | E-ISSN |2503-2518 |
Volume 11| Number 2| Dec 2024 |

motion subjects. A study on the creation of a coherent media narrative about straight movement. In
addition to Research and Development (R&D) techniques, this research uses the ADDIE (Analyze, Design,
Develop, Implement, and Evaluate) development methodology. An 82 percent success rate was achieved
in the feasibility test of interactive learning materials based on Articulate Storyline using straight-
motion content. The student's response to the learning material received an evaluation of 85 percent
with very good criteria. We can conclude that it is very feasible to use interactive educational resources
that are based on compelling narratives.

Articulate Storyline provides several significant benefits in learning, especially in increasing
student interactivity and engagement. Modules created with this software allow for self-paced learning,
where students can access the material on their schedule. In addition, research shows that media
designed with Articulate Storyline can improve memory and concept comprehension due to the use
of visual elements and in-depth narratives. Features such as quiz integration also help teachers in
measuring student learning outcomes directly.

Despite its many advantages, the development of Articulate Storyline-assisted media faces
several challenges. One of the main obstacles is the technical skills required to create attractive and
functional modules. Not all teachers have the access or ability to use this software to its fullest. In
addition, the limitations of technological infrastructure, such as hardware and stable internet
connections, are also an obstacle in some areas. In the context of research, ensuring the validity and
reliability of media requires a comprehensive experimental approach, which requires considerable time
and resources. The development of Articulate Storyline-assisted learning media can be directed to
more advanced educational technology innovations. Integration with artificial intelligence (Al), for
example, allows personalization of learning according to individual needs. In addition, research can be
focused on developing media for inclusive education, such as tailoring modules for students with
special needs. Further studies also need to be conducted to evaluate the effectiveness of this medium
in different fields of study and levels of education, ensuring that this technology is widely adaptable.
Articulate Storyline offers great potential to improve the quality of learning through interactive,
flexible, and effective media. The R&D-based approach ensures that the media produced can meet
the learning needs and have a positive impact on student learning outcomes. By overcoming existing
challenges, the development of Articulate Storyline-assisted media has a bright future in supporting
the transformation of technology-based education.

Learning motivation

Student learning motivation is an important element that affects the success of education.
According to various studies, learning motivation can be divided into two main categories, namely
intrinsic and extrinsic motivation. Intrinsic motivation comes from within students, such as the desire
to understand material or achieve personal goals, while extrinsic motivation is triggered by external
factors, such as gifts or praise from teachers. Both play a role in increasing student engagement in the
learning process, where highly motivated students tend to show greater effort and better learning
outcomes (Emda, 2018). The factors that affect students' motivation to learn are very diverse.
Students' ideals and aspirations are an important driver in building motivation, where clear ideals can
strengthen the desire to learn both intrinsically and extrinsically. In addition, students' abilities also
play a role; Students who feel capable tend to be more motivated to learn. A student's physical and
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mental condition, as well as their social environment, including support from parents and peers, also
greatly affect their level of motivation to learn (Muhammad, 2016). To increase students' motivation
to learn, the role of teachers is very crucial. Teachers need to create a fun and supportive learning
atmosphere, as well as explain the learning objectives clearly so that students have a clear direction in
learning. The use of reward and punishment methods can also be effective in encouraging student
motivation; Rewards can increase enthusiasm and interest in learning, while constructive punishment
can encourage discipline. Thus, the right strategies in teaching can help increase students' motivation
to learn and ultimately contribute to the achievement of optimal learning outcomes (Kasrina, 2023).

Methodology

Research design and approach of the study

The type of research that will be carried out is the type of research and development (Research
and Development). Research and Development (RnD) is a research method used to produce a certain product
and test its effectiveness. The data collection technique carried out to test the feasibility of the media
is by conducting a validity test through 3 validators consisting of 2 expert lecturers in Physics
Education, and 1 physics teacher and testing the effectiveness of the product through 33 students in
grade X1.2 of SMAN Bengkulu.

ADDIE stands for Analyze, Design, Develop, Implement, and Evaluate, according to Hidayat
(2021). The idea of the ADDIE model to create a learning product design is used to improve
fundamental learning performance. Reiser and Molenda created ADDIE in 1990. However, they both
use different formulas for ADDIE visualization. Reiser's formulation of ADDIE in Hidayat and Nizar
(2021) using verbs (Analyze, design, develop, implement, evaluate).

This research consists of 5 stages, namely the analysis stage, design stage, manufacturing stage,
testing stage, and evaluation stage. The analysis stage carried out is an analysis of student needs using
student needs questionnaires, observations, and teacher interviews which are directly carried out at
SMAN Bengkulu. From the analysis carried out, it was found that most teachers still use less
interesting and interactive media for their students. So that it feels monotonous and boring in learning
activities. Then the design stage is carried out based on the results of the needs analysis and continues
with the selection of the media color theme to be made and the layout. The stage of creating interactive
learning media is carried out with the help of #he Articulate Storyline 3 software.

Data collection and analysis

The initial draft of the interactive learning media based on Articulate Storyline consists of several
contents/contents, namely 7#he opening/login page and the home page which contains basic
competencies, materials, and practice questions. The process of making this media is carried out based
on the design made in the previous stage. The next stage is zhe development stage. The development or
testing stage of learning media is carried out through a validation and feasibility process by expert and
practitioner validators consisting of 2 expert lecturers and 1 physics teacher at school. In the next stage
of the implementation stage at this stage of media that has been created and has passed the media
feasibility test will be implemented by students to see how students respond and increase student
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learning motivation after using the media, and the last stage of evaluation at this stage uses formative
evaluation which is one of the important components of the ADDIE model (Analysis, Design,
Development, Implementation, Evaluation). This evaluation is carried out at every stage in the
development process to ensure that the resulting product is by the learning objectives and user needs
before being widely implemented. With an iterative approach, formative evaluation helps to identify
and improve weaknesses gradually, thereby improving the final quality of the learning product.

The method used in this study to collect empirical data for research is known as data collection
techniques. Questionnaires, observations, interviews, and literature reviews are the methods used to
collect data. Finding and reading previously published written material, such as books or other works
that explain the theoretical foundations, is the process of gathering data for literature study. The same
is true when collecting data and information through knowledge exploration or from sources such as
books, papers, and various other sources relevant to the research topic. On the other hand, direct
observation of field objects is known as observation. An interview is a data collection method that
involves a one-way oral question-and-answer exchange in which the interviewee provides an answer
and the interviewer asks a question. Interview and observation sheets are used in the data collection
process. The purpose of the questionnaire is to collect data on students' reactions to the media created
and their enthusiasm for learning.

Research site and participants

A sample is several characteristics that a population has, researchers can use samples taken from
the population Sugiyono (2017). The sample in this study consisted of teachers and 30 students who
had low, medium, and high abilities from class XI of SMAN Bengkulu City. This sampling aims to
obtain information about the research object and be able to provide an overview of the population.

Results
Learning implementation analysis

With the use of Articulate Storyline 3, this study created an interactive learning medium for high
school students studying Newton's laws that can be accessed online. This study uses the ADDIE
model as a guide in the process of making learning media. In the Implementation Analysis Stage in
the classroom, it was found that 61.66% of students stated that they did not understand or enjoy the
physics lessons taught in class. Students need physics learning materials that can increase their learning
motivation so that they can understand the topic more easily, based on the results of the study of the
need for learning materials to increase student motivation, the percentage of results is 81.90%. A
percentage of 81.07% was obtained, categorized as students who need and like non-print learning
media that can be accessed anytime, anywhere, and of course practical.

The results of the analysis of learning activities from physics teacher interviews show that classes
X and XI have implemented the Independent Curriculum while class XII is still implementing the
2013 Curriculum. Student motivation in teaching and learning activities is considered quite good but
still needs to be improved. The results of the school's observations found that the school facilities
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were good, where there were good internet facilities, infocus facilities, adequate speakers, and students
were given the freedom to carry mobile phones in the classroom.

Media design stage analysis

During the design phase, researchers select components of the learning media and create an
evaluation tool to evaluate the results. The product design is designed into the beginning, core, and
cover. This interactive learning media assisted by .Artzculate Storyline can be accessed via the link:
https://hukumnewton.my.id/materiku/hukumnewton1,2&3/. The purpose of these articulation-
assisted learning resources is to provide an interactive learning experience to students. In this
interactive learning media, students can access anywhere by using a mobile phone or laptop with the
help of an internet network. This learning media includes learning videos, animations, and quizzes so
that students can view the content, watch learning videos, and complete quizzes using learning media.

Media development stage analysis

At this stage, the entire product is produced. This product is made in 16:9 size with the Articulate
Storyline 3 app. Text, images, videos, and animations are combined in each scene according to the
storyboard design. The learning media is stored in HTML5 form. Furthermore, the HTMLS5 file is
converted into a link so that it can be accessed online through a mobile phone or laptop with the help
of the Cpanel and Domain platforms. Furthermore, a validity test was carried out by material experts,
media experts, and linguists with 2 expert lecturers and 1 Physics teacher with validator 1 Mr. Drs. 1K
M.A., Ph.D. Validator 2 Mrs. DHP., S.Pd., M.Si, and Validator 3 Mrs. SR, M.Pd. The assessment was
carried out using a questionnaire for each expert. At this stage, there are media inputs and suggestions
developed by experts, namely correcting words from Indonesian, changing some images and
animations in the title of the material, adding buttons, adding sentences to instructions and some
buttons, and changing the font size. At this stage, validation is carried out on the media being
developed. The results of media validity are shown in Table 1.

Table 1. Test the validity of content, media, presentation, langnage and learning motivation

Name Indicators

| Contents Presentation Linguistics Motivational Media
Validator 1 75% 100% 75% 75% 75%
Validator 2 71,87% 50% 100% 91,67% 75%
Validator 3 96,87% 100% 100% 100% 100%
Average 81,25% 83,33% 91,67% 88,89% 83,33%

According to the evaluation findings of the three experts, the presentation component has a
percentage value of 83.33% the content component has a percentage value of 81.25%, the language
aspect of 91.87%, the media aspect of 88.89%, and the learning motivation aspect of 83.33% because
the three experts provide relevant assessments on each question item. percentage indicates the "Highly
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Valid" category. Therefore, this product is said to be very valid for use in teaching and learning
activities

Implementation stage analysis

The Implementation Stage is carried out by testing students who are used in several meetings
of class materials, especially Newton's law material. The implementation stage was carried out on grade
X1 2 students with a total of 33 students. The courses involved are students who have high, medium,
and low abilities. The results of the student response test to the media received an average score of
86.84% so it can be interpreted as "Very Good" whereas in the book of Sugiyono (2017), it is believed
that the very good group includes a score between 81 and 100 percent. Table 2 displays the findings
of the test of the student's response to the media.

Table. 2 Results of student response test to media

Aspects Percentage Middle
Serving 87,29%

Material 85,85% 80,56
Benefit 85,51%

The results of student learning motivation research for physics material, especially Newton's law
material, in the results of the initial motivation questionnaire, obtained a percentage of 73.86%, this
can be categorized as student motivation at the beginning before the media is given, namely
"Motivated" where this can be seen in the book Sugiyono (2017) said that the motivation category
includes those who have a score range of 61 = P<81%. According to research on students' motivation
to learn physics content, specifically Newton's law content, the final motivation questionnaire
produced a percentage result of 93.29%. This can be classified as student motivation after media
exposure, especially "Highly Motivated", as stated in the book Sugiyono (2017) with a score range of
81 =P=100% included in the motivated category. Table 3 displays the findings from the student
learning motivation survey.

Table 3. Initial and final motivation questionnaire results

Indicators Percentage Percentage Groups
Initial Final
motivation Motivation
The existence of a desire and desire to succeed 76,51 93,93 Highly
There are hopes and aspirations for the future 76,89 92,22 Motivated
There is a drive and need to learn 72,72 93,56
There is a reward in learning 74,62 93,18 Highly
The existence of a conducive learning environment 76,36 93,33 Motivated
There are interesting activities in learning 76,13 93,56
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After obtaining the percentage of Initial Motivation and Final Motivation of the student learning
motivation questionnaire, the researcher recalculated in the form of N-Gain in this case using SPSS
to see the extent to which the average was obtained from the results of the Initial Motivation and Final
Motivation, in this case using the following equation

. Final Motivation—Initial Motivation
N — Gain X100 ... )

Score Ideal—Score inal Motivation

In contrast to the average of 0.7 in the interpretation of N-Gain with the High category, the average
value of N-Gain, as determined by the N-Gain result, is 0.7163. This shows that the results of the
"High" category have improved between the first and last motivation surveys. According to Wahab
et al. (2021), there are four N-Gain criteria: 0.3 < g < 0.7 medium category, 0 < g < 0.3 low category,
g = 0 failed category, and average g > 0.7 high category. Therefore, the N-Gain results are included
in the high criteria based on this criterion. Table 4 displays the findings of the N-Gain test.

Table. 4 Initial motivation and final motivation of n-gain results

N Minimum Maximum Mean Std. Deviation
N_Gain 33 0,42 1,00 0,7163 0,153552
Valid N 33

Evaluation stage analysis

The evaluation stage aims to minimize errors at each stage of the ADDIE model. At this stage,
data results from validators and product users are collected and used as considerations in improving
the product based on predetermined aspects. The evaluation data presented is only a formative
evaluation related to product efficiency and quality. At this stage, revisions are made based on
suggestions/comments from validators regarding the Articulate Storyline Assisted Learning Media
product developed where criticism and suggestions on comments from validators are the basis for
revising/improving the product to improve the resulting product for the better, the following is a
summary of suggestions/comments and inputs given by validators to Assisted Leaming Media The
articulated storyline developed is presented in Table 5.
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Table. 5 Media improvement evaluation
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Discussion

Student response to articulate-assisted interactive median, storyline

Students' responses to the interactive learning materials assisted by Atrticulate Storyline 3 were
considered to have excellent results. Overall, it does not provide input to revise the product but rather
responds that the media is said to be an additional learning resource, very interesting, and easy to
understand. The results of the response test, if combined and averaged, get results that can be
interpreted as "Very Good" while in the book of Sugiyono (2017), it is said that the score range of 81
<P=<100% is included in the Very Good category.
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Feasibility of interactive media products based on validation results

The interactive educational material in Articulate Storyline 3 is considered very good. Given the
findings of the analysis, the evaluation of the three experts, taken as a whole, was scored in a highly
valid category for the material, media, presentation, language, and motivation to be utilized in the
teaching and learning process. Aligned with research by Putri and Hamimah (2023) that the developed
media obtained a percentage of material validity of 90% which was interpreted as very valid, media
validity of 88.75% with very valid interpretation, and language validity of 82.5% with interpretation
validation.

This learning media is made with PBL syntax guided through instructions. Instruction is given
to direct students to solve problems in groups through discussion activities. In the learning media,
supporting videos of the material explained are also inserted so that students' understanding of the
material will increase. Align with Riyanto et al. (2020) Which states that the existence of videos in
interactive learning media will provide students with a contextual learning experience.

Aspects of using interactive media products

The aspect of using the product is that the media is easy to use, can be used on electronic devices
at the same time, and does not require much space because it is accessed online. Research by Albana
and Sujarwo (2021) indicate that interactive multimedia have several advantages, including; Flexibility
in time and use because students can choose the content of each component of the material presented,
self-temping means that students can set their learning speed, content-rich means interactive learning
media provides quite a lot of information, and interactive means that learning media can provide
opportunities for students to provide responses that will eventually be responded to by multimedia.
The ability to help students understand concepts related to excretory system information is one aspect
of learning content. This is because the material is presented in an easy-to-understand way.

Increasing student learning motivation

According to the results of the motivation questionnaire, students' motivation to study physics
content, especially those related to Newton's laws, is classified as "Motivated" from the beginning
before the media is presented. Research findings on students' willingness to study physics content,
specifically Newton's law content, can be grouped into the category of "Highly Motivated" student
motivation after media exposure. This is in line with the findings of the study by Mahardhaik and
Wiyatmo (2021) who suggest that creating a learning atmosphere that is not only presented in the
form of text and images but also equipped with visual animations to make it more interesting. So that
there is an influence on students' interest in learning.

Advantages and disadvantages of interactive media
Although the Articulate Storyline-assisted learning media has many advantages, several
weaknesses and limitations need to be considered. One of its main drawbacks is the complexity of the

design, which requires high technical ability in designing learning modules. Users must master graphic
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design, simple programming, and interactive learning principles to produce quality media. This can be
challenging for educators who do not have a technological background or supporting resources. In
addition, dependence on technology is also an obstacle, especially in areas with limited infrastructure,
such as unstable internet connections or lack of supporting devices such as computers and tablets.

From the uset's side, the large file size on the Articulate Storyline module can be a bottleneck,
especially if the learner has a device with limited storage capacity. The resulting products are also
sometimes not fully compatible with all types of devices, despite having responsive features. In the
media that has been developed, there is still no time-use duration feature. This shows that, although
Articulate Storyline is a powerful tool, its implementation still requires careful planning and adequate
support.

Conclusion

The following conclusions can be drawn from the information provided by the research findings
and discussions: (1) Articulate Storyline 3's interactive learning media assisted by Articulate Storyline
3 is rated high. According to the findings of the analysis, the combined evaluation of the three experts
resulted in an overall score of 85.30%, indicating that this learning resource is very suitable for use in
the teaching and learning process. (2) With a score of 86.56%, the evaluation of students' responses
to the interactive learning materials assisted by Articulate Storyline 3 was categorized as very good. (3)
Based on the results of the initial motivation questionnaire which has a percentage of 73.86%, students'
motivation to learn physics material, especially Newton's law material, can be classified as "Motivated"
from the beginning before the media is presented. The motivation of students to study physics
material, especially Newton's law material in the results of the final motivation questionnaire, obtained
a percentage of 93.29%, this can be categorized as student motivation after being given the media,
namely "Highly Motivated" from the initial motivation to the final motivation obtained with an
average N-Gain of 0.7163 or above the average of 0.7 in the high category.

Further research is suggested that to be able to research the development of Articulate Storyline-
assisted media to improve student learning outcomes in physics materials, it is recommended that
media development be equipped with a feature of the duration of time of use. This feature allows
educators to monitor the duration of students' access to media so that the effectiveness of learning
time can be better evaluated. Further research is also expected to add Student Worksheets (LKPD) to
the media, to support interactivity and increase students' understanding of the material presented.
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