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Abstract: The problems of conventional learning research, limited textbooks,
minimal Use of media, non-interactive learning and low student learning outcomes in
Indonesian language skills and literary appreciation courses. The study aims to
develop interactive learning tools for Indonesian language skills and literature
appreciation courses for students and lecturers. The research method uses research
and development through stages (Four-D), namely: Define, Design, Develop and
Disseminate, using validation sheets, learning outcomes tests, response sheets and
questionnaire sheets, then analyzed using analysis using validation analysis,
practicality analysis, analysis practicality and effectiveness analysis. The results
showed that interactive learning tools in Indonesian language skills and literary
appreciation courses were declared valid (RPS, textbooks, learning media, LKM and
learning outcomes), practical (learning implementation and lecturer responses), and
effective (student responses and student learning outcomes). Interactive learning tools
can be used by students and lecturers in learning.
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INTRODUCTION

Education has a vital role in the development of a
nation and state. The progress of a country can be seen
from improvement in the field of education (Hapsari et
al., 2018), so universities need to increase innovation in
quality and quantity in the era of the industrial
revolution 4.0 to suit the times (Jayawardana & Gita,
2020), through a learning approach that student-centred
learning (Onyema* et al., 2019).

Effective learning in higher education is strongly
influenced by (1) interactive learning tools (Kulikova et
al., 2017) (Bokhari et al., 2011) (O'Byrne et al., 2008)
which are adapted to the level of thinking skills
(Rachmadtullah, Nadiroh , et al., 2018) (Dasilva &
Suparno, 2019) even critical thinking (Ramadhani et al.,
2019) (Kustyarini et al., 2020), according to the
characteristics (Suarsana, 2018) (Prehanto et al., 2021)
students, (2) language skills (listening, speaking,
reading and writing) (Prihatini & Sugiarti, 2020) in
learning Indonesian in universities.

However, based on the results of initial observations
and interviews with researchers at the University of
Muhammadiyah Makassar, (1) the process of lecturing

Indonesian language skills so far is still dominated by
traditional learning patterns (teacher-centred learning),
(2) lecturers only use textbooks as learning resources
with very little discussions and not in accordance with
the needs of students in learning Indonesian language
skills, (3) the lack of Use of interactive media because
only laptops and LCDs are used, so the media used are
following the characteristics of the material for
Indonesian language skills and literary appreciation, (4)
the lecture process has not led to learning which is
interactive and involves all components in active
learning, (5) low student learning outcomes because
215 people (7 classes) who get a score > 80 (A grade)
only 32.86% (69 people) are in a low category. In
addition, based on the experience of researchers while
teaching Indonesian language skills and literary
appreciation, it is still not running optimally because
students still have problems expressing ideas through
writing or speaking ideas orally, as if they do not have
an elegant vocabulary.

Based on these problems, it is essential to develop
interactive learning tools that can overcome all of these
problems because interactive learning is student-centred
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learning (Osman et al., 2012) (Kraj¢ovi¢ et al., 2021)
(Fuad & Deb, 2017), according to student needs
(Rachmadtullah, Zulela, et al., 2018), there are effective
interactive media (Siregar et al., 2020) (Krismadinata et
al., 2019) (Solikhatun & Widihastrini, 2017), improve
learning outcomes (Krismadinata et al., ., 2019)
(Tembang et al., 2020) (Solikhatun & Widihastrini,
2017) (Rachmadtullah, Zulela, et al.,, 2018) and
improve Indonesian language skills (Rachmadtullah,
Zulela, et al., 2018).

Various types of research related to the development
of interactive learning have been investigated by
various researchers, such as the development of video-
based PowerPoint interactive learning (Anwar et al.,
2020), the development of interactive education
packages (Del Corso et al., 2003), interactive anatomy
(Allen et al., 2015), development of interactive learning
of local wisdom (Abadi et al., 2018), development of
interactive e-learning models (Siagian et al., 2017),
development of interactive mobile learning media
(Dasilva & Suparno, 2019), development of interactive
learning media articulate storyline (Et al., 2021) (Husha
et al., 2022) (Hadza et al., 2020) (Sukmarini et al.,
2021) (Afrida et al., 2021) (Nissa et al., 2021),
development of flipbook interactive teaching materials
(Solikhatun & Widihastrini, 2017), development of
interactive multimedia learning media (Miaz et al.,
2019), development of Civics interactive learning
media (lasha et al., 2018), development of materials
interactive learning (Hernandez-Castellano et al., 2017),
development of interactive multimedia courseware
(Indah Septiani et al., 2020), development of cross-
platform learning services (Fallahkhair et al., 2007),
development of interactive Magic cards (Muhith et al., ,
2020), development of interactive learning media
Google applications (Feri Hidayatullah Firmansyah et
al., 2020), interactive learning tools (Kondratenko et
al., 2018), motion graphic interactive multimedia
development (Wiana, 2015). However, there is no
research that focuses on developing learning tools for
semester learning plans, textbooks, media, student
worksheets, and evaluations, especially in Indonesian

language skills and literary appreciation courses, so this
research has novelty and is very important to research.
Moving on to the phenomenon, researchers want to
contribute to producing an interactive learning tool that
can be a reference for learning at the same time,
especially in Indonesian language skills courses and a
better appreciation of literature, so that the quality of
learning can be further improved.

RESEARCH METHODS

This research is categorized as research and
development (Research and Development). The subject
of this research is an interactive learning tool in
Indonesian language skills and Literary Appreciation
courses. The test subjects in the development stage
were students of the Elementary School Teacher
Education study program who took the Indonesian
language skills course and Literature Appreciation in
the third semester, while in the disseminate stage were
Lecturers of the Indonesian language course in the
Elementary School Teacher Education study program.
The research procedure uses four stages (Four-D):
Define, Design, Develop and Disseminate. The research
instrument used validation sheets, learning outcomes
tests, response sheets and questionnaire sheets: data
collection  techniques using  cognitive  tests,
questionnaires and questionnaires. The data were then
analyzed using validation analysis, practicality analysis,
and effectiveness analysis.

RESEARCH RESULT
Interactive Learning Device Design Prototype
Interactive learning tools include semester learning
plans, textbooks, media, student worksheets, and
evaluations on language skills and literary appreciation
courses within the scope of lecturers at the
Muhammadiyah University of Makassar in order to
provide convenience to lecturers and students in the
learning process, either directly or indirectly. (Offline)
or in the network (online).

Validity of Interactive Learning Tools
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Fig 1. Test Results of the Validity of Interactive Learning Devices

Based on Figure 1, the validity of the semester
learning plans and learning outcomes tests are in the
medium category, while textbooks, learning media, and
student worksheets are in the high category so that

prototype interactive learning device designs can be
used in the learning process, either directly (offline) or
in the network (online).
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Practical Trial of Interactive Learning Devices

IMPLEMENTATION OF LEARNING
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Fig. 2 Learning Implementation

Based on Figure 2. The implementation of learning managing data and communicating are in the much-
shows the application of interactive learning tools on implemented category.
the indicators of observing, asking, collecting data,
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Fig 3. Lecturer Response Questionnaire

Based on the picture, the lecturer strongly agrees and literary appreciation courses used in the learning
with the learning tools developed in the language skills process, either directly (offline) or online (online).

Testing the Effectiveness of Interactive Learning Tools

Students Assets
3.88 3.88
3.63
4 35 35
h | -
3 . - . .
m Pay attention to the explanations of lecturers and friends
Make questions, ask lecturers and colleagues
B Media Reading (looking for information) in accordance with the learning materials
mMake observations and record observations
m Discuss the assignments given by the lecturer
Fig 4. Student Activities
Based on the picture, student activities are in the interactive learning tools in Indonesian language skills
very active category in the learning process using courses in all activity indicators observed.
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Student Response Questionnaire
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Fig 5. Interactive Learning Tools

Based on the picture of interactive learning tools,
students get an excellent response from each statement

Student Learning Outcomes

82%

M Pretest

indicator given because interactive learning tools are
effectively used by students in the learning process.

62%

Student Learning Outcomes

Fig 6. Students’ Learning Outcomes

Based on the picture, the pretest reached 62% in the
excellent category, while the posttest reached 82% in
the outstanding category, so it can be concluded that
with the application of interactive learning tools in
Indonesian language skills and literary appreciation
courses on 27 students of the elementary school teacher
education program, Faculty of Teacher Training and
Science.  Muhammadiyah  Makassar  University
education is effectively used in the learning process.

DiscussIiON

Interactive learning tools in Indonesian language
skills and literary appreciation courses were declared
valid (RPS = 0.7/medium, textbooks = 0.9/high,
learning media = 1.0/high, student worksheets =
0.8/high, Evaluation = 0.7/medium), because the
developed interactive learning tools can provide
convenience for lecturers and students in the learning
process. The validity of interactive learning tools can
also be seen in terms of content and construction (Alim
et al., 2020), already in the outstanding category
(Krismadinata et al., 2019) or if they are suitable for
Use (Rachmadtullah, Zulela, et al., 2018). Interactive
learning tools in Indonesian language skills and literary
appreciation courses are practical. This can be seen
based on the results of the observation sheet on the
implementation of learning with the average value at

each stage of the indicator, namely 4.0, 3.50, 4.0, 3.38,
3.75, 3.50, 3.87 and 4, 0, and the results of the lecturer's
response questionnaire or practical in terms of
implementation, convenience and time required (Alim
et al.,, 2020) and practical if it is easy to use
(Krismadinata et al., 2019). Interactive learning tools in
Indonesian language skills and literary appreciation
courses were effective. This can be seen based on
student activities, student response questionnaires and
student evaluations (Study Outcome Tests) or effective
in terms of the potential impact on reasoning abilities
(Alim et al., 2020), results of classical completeness
levels (Krismadinata et al., 2019) and improve learning
outcomes (Rachmadtullah, Nadiroh, et al., 2018) so that
the validity of interactive learning tools can be seen in
the aspects of the validity of the RPS, textbooks,
learning media, LKM and learning outcomes. The
practicality of interactive learning tools can be seen
from the implementation of learning and lecturer
responses. In contrast, the effectiveness of developed
interactive learning tools can be seen in aspects of
student responses and student learning outcomes.

The development of interactive learning (Kulikova
et al., 2017) (Kondratenko et al., 2018) can be
developed not only to include semester learning plans,
textbooks, media, student worksheets, and evaluations,
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as an interactive education package (Del Corso et al., .,
2003), or as an interactive learning management system
(Almarashdeh et al., 2013), but can also include (i)
interactive learning tools (Kroumov & Inoue, 2001)
(O'Byrne et al., 2008) (Cavanaugh et al., 2008) al.,
2008) such as technologies (Bokhari et al., 2011), H5P
via Moodle LMS (Wehling et al., 2021), CyberPLAYce
(Soleimani et al., 2019) interactive (Mann et al., 2002)
and anatomy ( Allen et al., 2015). (ii) interactive
learning applications such as multimedia applications
(PleuR & HuBmann, 2007), XQM applications (bagi et
al., 2021), (iii) interactive learning books such as digital
books (Firdaus & Ismayati, 2020), three-dimensional
virtual world ( 3D) (Dickey, 2005) electronic module
(Moriates et al., 2019) (Ylando et al., 2019), interactive
flipbook (Solikhatun & Widihastrini, 2017), materials
(Hernandez-Castellano et al., 2017) (Hernandez-
Castellano et al., 2017) and learning resources
(Mikroyannidis et al., 2017), (iv) interactive learning
environments (Sahronih et al., 2020) (Ugalde et al.,
2021) such as ICT (Espino-Diaz et al., , 2020), (v)
interactive  learning  media  (Suarsana, 2018)
(Rachmadtullah, Nadiroh, et al., 2018) (Ramadhani et
al.,, 2019) (Putri et al., 2021) (Sahronih et al., 2019)
such as CD (Tembang et al., 2020), Android-based
animation (Saputra et al., 2021), courseware (E-Craft)
(Osman et al., 2012), EPUB 3-based Hybrid e-
TextBook (Ghaem Sigarchian et al., al., 2018), Kvisoft
Flipbook Mak er (Fahmi et al., 2019), macromedia
flash (Siregar et al., 2020), Mobile Response System
(MRS) (Fuad & Deb, 2017). moodle (Bahsh & Daoud,
2016), android (Adi et al., 2021), articulate storyline (Et
al., 2021) (Husna et al., 2022) (Hadza et al., 2020)
(Sukmarini et al., 2021) (Afrida et al., 2021) (Nissa et
al., 2021), 3D animated stories (Oktavianingtyas et al.,
2018), e-grammar platform (Refat et al., 2019), video-
based power point ( Anwar et al., 2020), Web media
(Humar et al., 2005), Magic cards (Mubhith et al., 2020),
mobile learning (Dasilva & Suparno, 2019), google
applications (Feri Hidayatullah Firmansyah et al.,
2020), mobile (K. E. Chang et al., 2016), object
(Papastergiou & Mastrogiannis, 2021) (Akpinar &
imgek, 2005), Technology (Hennessy et al., 2015),
Nearpod software (Sanmugam et al., 2019) , (vi)
interactive learning multimedia (Lutfi et al., 2021),
(Krismadinata et al., 2019) (Miaz et al., 2019)
(Widyaningsih et al., 2020) (Akbarini et al., 2018) (F.
H. Firmansyah et al., 2021) (Hidayah et al., 2021) such
as the lectora application (Mudinillah, 2019)
(Widiastuti et al., 2015), computer (Rachmadtullah,
Zulela, et al., 2018), courseware (Indah Septiani et al.,
2020), motion graphics (Wiana, 2015), (vii) interactive
learning methods such as branching path simulation
(BPS) (Masha'al & Rababa , 2020), Augmented Reality
(Wannapiroon et al., 2021) (Yoon & Kang, 2021), (R.
C. Chang & Yu, 2017), (viii) interactive learning (Al-
Natour et al., 2021) such as Interactive Learning
Materials Triangle (iLMT) (Kaplar et al., 2022), Online
Discussion Forum / CSC forum (Onyema* et al., 2019),
local wisdom (Abadi et al., 2018), e-learning (Siagian

et al., 2017), (ix) interactive learning platforms such as
VisMis (Zhu et al., 2018), intelligent
(Pornpongtechavanich & Wannapiroon, 2021), cross-
platform (Fallahkhair et al., 2007), (x) interactive
learning assessments such as automated assessment
management systems (Krusche & Seitz, 2018).
However, none of these studies has comprehensively
developed all elements of learning tools, especially in
semester learning plans and student worksheets; no
researchers have developed these two elements.

CONCLUSION

Interactive learning tools in Indonesian language
skills and literary appreciation courses are declared
valid, practical and effective so that lecturers and
students in the learning process can use learning tools.
The validity of interactive learning tools can be seen in
the validity of the lesson plans, textbooks, learning
media, LKM and learning outcomes. The practicality of
interactive learning tools can be seen from the
implementation of learning and lecturer responses. In
contrast, the effectiveness of interactive learning tools
developed can be seen in aspects of student responses
and student learning outcomes.

BIBLIOGRAPHY

1. Abadi, M. K., Asih, E. C. M., & Jupri, A. (2018). The
Development of Interactive Mathematics Learning
Material Based on Local Wisdom with .swf Format.
Journal of Physics: Conference Series, 1013(1).
https://doi.org/10.1088/1742-6596/1013/1/012131

2. Adi, N. H, Veza, O., Simatupang, W., Irfan, D.,
Muskhir, M., Riyanda, A. R., & Daphiza, D. (2021).
Development of Android-Based Interactive Learning
Media on Listening, Imitating, and Reciting Materials
for PAUD Students. Jurnal Pendidikan MIPA, 22(2),
279-291.
https://doi.org/10.23960/jpmipa/v22i2.pp279-291

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

4, Akbarini, N. R., Murtini, W., & Rahmanto, A. N.
(2018). Design of Interactive Learning Multimedia
Development in General Administration Subject.
International  Journal  of  Multicultural and
Multireligious Understanding, 5(4), 138.
https://doi.org/10.18415/ijmmu.v5i4.218

5. Akpinar, Y., & Simsek, H. (2005). Development of a
learning content management system based on an
interactive learning object approach. 2005: 6th
International Conference on Information Technology
Based Higher Education and Training, 2005, 2005,
5-10. https://doi.org/10.1109/ITHET.2005.1560239




Aliem Bahri et al., Hmlyan Jr Edu Lte; Vol-3, Iss- 6 (Nov-Dec, 2022): 1-10

6.

10.

11.

12.

13.

14.

15.

Al- Natour, A., AlNatour, A., Ali, R. A, Alzoubi, F.,
H. Almomani, M., & ALBashtawy, M. (2021).
Students’ perceptions and experiences in a health
promotion course using interactive learning. Heliyon,
7(6), e07192.
https://doi.org/10.1016/j.heliyon.2021.e07192

Alim, J. A, Fauzan, A., Arwana, |I. M., & Musdi, E.
(2020). Model of Geometry Realistic Learning
Development with Interactive Multimedia Assistance
in Elementary School. Journal of Physics: Conference
Series, 1471(1). https://doi.org/10.1088/1742-
6596/1471/1/012053

Allen, L. K., Bhattacharyya, S., & Wilson, T. D.
(2015). Development of an interactive anatomical
three-dimensional eye model. Anatomical Sciences
Education, 8(3), 275-282.
https://doi.org/10.1002/ase.1487

Almarashdeh, I., Elias, N. F., Sahari, N., & Zain, N.
A. M. (2013). Development of an interactive learning
management system for Malaysian distance learning
institutions. Middle East Journal of Scientific
Research, 14(11), 1471-1479.
https://doi.org/10.5829/idosi.mejsr.2013.14.11.2339
Anwar, Z., Kahar, M. S., Rawi, R. D. P., Nurjannah,
N., Suaib, H., & Rosalina, F. (2020). Development of
Interactive Video Based Powerpoint Media In
Mathematics Learning. Journal of Educational
Science and Technology (EST), 6(2), 167-177.
https://doi.org/10.26858/est.v6i2.13179

Bagi, A. M., Schild, K. I., Khan, O. S., Zahélka, J., &
Jonsson, B. b. (2021). XQM: Interactive Learning on
Mobile Phones. Lecture Notes in Computer Science
(Including Subseries Lecture Notes in Artificial
Intelligence and Lecture Notes in Bioinformatics),
12573 LNCS, 281-293. https://doi.org/10.1007/978-3-
030-67835-7_24

Bahsh, R. El, & Daoud, M. I. (2016). Evaluating the
Use of moodle to achieve effective and interactive
learning: a case study at the Jordanian german
university. The 2nd International Conference on Open
Source Software Computing (OSSCOM 2016).,
January 16-20.
http://osscom2016.0sscom.org/sites/default/files/files/
Evaluating the Use of Moodle to Achieve Effective
and Interactive Learning.pdf

Bokhari, M. U., Ahmad, S., Alam, S., Masoodi, F., &
Science, C. (2011). Modern Tools and Technologies
for Interactive Learning. Digital Signal Processing,
March, 5-8. https://doi.org/10.13140/2.1.1451.6163
Cavanaugh, C., Gillan, K. J., Bosnick, J., Hess, M., &
Scott, H. (2008). Effectiveness of interactive online
Algebra learning tools. Journal of Educational
Computing Research, 38(1), 67-95.
https://doi.org/10.2190/EC.38.1.d

Chang, K. E., Wu, L. J, Lai, S. C., & Sung, Y. T.
(2016). Using mobile devices to enhance interactive
learning for spatial geometry. Interactive Learning
Environments, 24(4), 916-934.
https://doi.org/10.1080/10494820.2014.948458

16.

17.

18.

19.

20.

21.

22.

23.

24.

Chang, R. C., & Yu, Z. S. (2017). Application of
Augmented Reality technology to promote interactive
learning. Proceedings of the 2017 IEEE International
Conference on Applied System Innovation: Applied
System Innovation for Modern Technology, ICASI
2017, 1673-1674.
https://doi.org/10.1109/ICASI.2017.7988257
Chotijah, S., Fuadi, D., Prastiwi, Y., & Rahmawati, L.
E. (2022). Analysis Of Interactive Digital Teaching
Materials Development Needs to be Based on The
Profile of Pancasila Students in Elementary Schools.
Specialists Ugdymas / Special Education, 1(43),
2200-2207.

Dasilva, B. E., & Suparno. (2019). Development of
the Android-Based Interactive Physics Mobile
Learning Media (IPMLM) to Improve Higher Order
Thinking Skills (HOTS) of Senior High School
Students. Journal of Physics: Conference Series,
1397(1), 659-681. https://doi.org/10.1088/1742-
6596/1397/1/012010

Del Corso, D., Ovcin, E., & Morrone, G. (2003). A
teacher-friendly environment to foster reusability and
learner-centred customization in the development of
interactive educational packages. Proceedings -
Frontiers in Education Conference, FIE, 3(4), S3F11-
S3F16. https://doi.org/10.1109/FIE.2003.1266000
Dickey, M. D. (2005). Brave New (Interactive)
Worlds: A review of the design affordances and
constraints of two 3D virtual worlds as interactive
learning  environments.  Interactive  Learning
Environments, 13(1-2), pp. 121-137.
https://doi.org/10.1080/10494820500173714
Espino-Diaz, L., Alvarez-Castillo, J. L., Gonzalez-
Gonzalez, H., Hernandez-Lloret, C. M., & Fernandez-
Caminero, G. (2020). Creating interactive learning
environments through the Use of information and
communication technologies applied to learning social
values: An approach from neuro-education. Social
Sciences, 9(5).
https://doi.org/10.3390/SOCSCI9050072

Et al., Z. H. (2021). Interactive Learning Multimedia
Development Using Articulate Storyline 2 on Plant
Breeding Course in State Vocational School Loa
Janan, East Kalimantan, Indonesia. Psychology and
Education Journal, 58(1), 5628-5636.
https://doi.org/10.17762/pae.v58i1.2184

Fahmi, S., Priwantoro, S. W., Cahdriyana, R. A,
Hendroanto, A., Rohmah, S. N., & Nisa, L. C. (2019).
Interactive Learning Media Using Kvisoft Flipbook
Maker for Mathematics Learning. Journal of Physics:
Conference Series, 1188(1).
https://doi.org/10.1088/1742-6596/1188/1/012075
Fallahkhair, S., Pemberton, L., & Griffiths, R. (2007).
Development of a cross-platform ubiquitous language
learning service via mobile phone and interactive
television. Journal of Computer Assisted Learning,
23(4), 312-325. https://doi.org/10.1111/j.1365-
2729.2007.00236.x




Aliem Bahri et al., Hmlyan Jr Edu Lte; Vol-3, Iss- 6 (Nov-Dec, 2022): 1-10

25.

26.

27.

28.

29.

30.

31.

32.

33.

Firdaus, M. I, & Ismayati, E. (2020).
PENGEMBANGAN DIGITAL BOOK
INTERAKTIF PADA MATA  PELAJARAN

INSTALASI MOTOR LISTRIK DI SMK NEGERI 1
JATIREJO. Jurnal Pendidikan Teknik Elektro, 9(1),
133-138.
https://jurnalmahasiswa.unesa.ac.id/index.php/jurnal-
pendidikan-teknik-elektro/article/view/30989
Firmansyah, F. H., Sari, I. P., Permana, F. C., &
Rinjani, D. (2021). Development of interactive
learning multimedia for mathematics subjects for
grade 5 elementary schools. Journal of Physics:
Conference Series, 1987(1).
https://doi.org/10.1088/1742-6596/1987/1/012017
Firmansyah, Feri Hidayatullah, Sari, I. P., Permana, F.
C., & Hernawan, A. H. (2020). Development of
Interactive Learning Media Based on Google
Application for Distance Learning in Universitas
Pendidikan Indonesia. Advances in Social Science,
Education and Humanities Research, 401(Iceri 2019),
185-190. https://doi.org/10.2991/assehr.k.200204.034
Fuad, M. M., & Deb, D. (2017). Cloud-Enabled
Hybrid Architecture for In-Class Interactive Learning
Using Mobile Device. Proceedings - 5th IEEE
International ~ Conference on  Mobile  Cloud
Computing, Services, and Engineering, MobileCloud
2017, 149-152.
https://doi.org/10.1109/MobileCloud.2017.15

Ghaem Sigarchian, H., Logghe, S., Verborgh, R., de
Neve, W., Salliau, F., Mannens, E., Van de Walle, R.,
& Schuurman, D. (2018). Hybrid e-TextBooks as
comprehensive interactive learning environments.
Interactive Learning Environments, 26(4), 486-505.
https://doi.org/10.1080/10494820.2017.1343191
Hadza, C., Sesrita, A., & Suherman, 1. (2020).
Development of Learning Media Based on Articulate
Storyline. Indonesian Journal of Applied Research
(1JAR), 1(2), 80-85.

Hapsari, T. R., Rambitan, V. M. M., & Tindangen, M.
(2018). Analisis Permasalahan Guru  Terkait
Perangkat Pembelajaran Berbasis Model Examples
Non Examples dan Permasalahan Siswa Terkait Hasil
Belajar Biologi di SMA. Jurnal Pendidikan: Teori,
Penelitian, Dan Pengembangan, 3(2), 204-209.
DOAJ-SHERPA/RoOMEO-Google Scholar-
IP19%0AJurnal

Hennessy, S., HaBler, B., & Hofmann, R. (2015).
Challenges and opportunities for teacher professional
development in interactive Use of technology in
African schools. Technology, Pedagogy and
Education, 24(5), 1-28.
https://doi.org/10.1080/1475939X.2015.1092466
Hernandez-Castellano, P. M., Marrero-Aleman, M.
D., Aranda-Loureiro, A. M., Ortega-Garcia, F.,
Paz-Hernandez, R., & Benitez-Vega, A. N. (2017).
Development of interactive learning materials in
the engineering of manufacturing processes.
Materials Science Forum, 903 MSF, 63-69.
https://doi.org/10.4028/www.scientific.net/MSF.90
3.63

34.

35.

36.

37.

38.

39.

40.

41.

42.

43.

. Kroumov, V. &

Hidayah, Y., Suyitno, S., & Ali, Y. F. (2021). A Study
on Interactive-Based Learning Media to Strengthen
the Profile of Pancasila Student in Elementary School.
JED (Journal of Etika Demokrasi), 6(2), 283-291.
https://jurnal.unismuh.ac.id/index.php/jed/article/view
/5591

Humar, 1., Sinigoj, A. R., Bester, J., & Hagler, M. O.
(2005). Integrated component web-based interactive
learning systems for engineering. IEEE Transactions
on Education, 48(4), 664-675.
https://doi.org/10.1109/TE.2005.858396

Husna, A., Fajar, D. M., Science, N., Study, E., &
Java, E. (2022). Development of Interactive Learning
Media Based on Articulate Storyline 3 on Newton's s
Law Material with a Contextual Approach at the
Junior High School Level. IJIS Edu : Indonesian J.
Integr. Sci. Education, 4(1), 17-26.

lasha, V., Sumantri, M. S., Sarkadi, S., &
Rachmadtullah, R. (2018). Development Media
Interactive Learning in Education Pancasila and
Citizenship Education to Improve Students' Tolerance
in Elementary School. Advances in Social Science,
Education and Humanities Research, 251(Acec),
311-314. https://doi.org/10.2991/acec-18.2018.71
Indah Septiani, A. nisa N. S., Septiani, I,
Rejekiningsih, T., Triyanto, & Rusnaini. (2020).
Development of interactive multimedia learning
courseware to strengthen students’ character.
European Journal of Educational Research, 9(3),
1267-1279. https://doi.org/10.12973/eu-jer.9.3.1267
Jayawardana, H. B. ., & Gita, R. S. D. (2020). Inovasi
Pembelajaran Biologi di Era Revolusi Industri 4 . 0.
Prosiding Seminar Nasional Biologi Di Era Pandemi
Covid-19, September, 58-66. http://journal.uin-
alauddin.ac.id/index.php/psb/

Kaplar, M., Radovi¢, S., Veljkovi¢, K., Simi¢-Muller,
K., & Mari¢, M. (2022). The Influence of Interactive
Learning Materials on Solving Tasks That Require
Different Types of Mathematical Reasoning.
International Journal of Science and Mathematics
Education, 20(2), 411-433.
https://doi.org/10.1007/s10763-021-10151-8
Kondratenko, E. V, Biryukova, N. A., Kondratenko, I.
B., & Usmanov, S. M. (2018). Development of Future
Teachers ’ Information Competencies Through the
Use of Interactive Learning Tools. Proceedings of
SOCIOINT 2018- 5th International Conference on
Education, Social Sciences and Humanities, July 2—-4.
Krajcovi¢, M., Gabajova, G., Matys, M., Grznar, P.,
Dulina, L., & Kohar, R. (2021). 3D Interactive
Learning Environment As a Tool for Knowledge
Transfer and Retention. Sustainability (Switzerland),
13(14). https://doi.org/10.3390/su13147916
Krismadinata, K., Elfizon, E., & Santika, T. (2019).
Developing Interactive Learning Multimedia on Basic
Electrical Measurement Course. 299(Ictvet 2018),
305-308. https://doi.org/10.2991/ictvet-18.2019.69
Inoue, H. (2001). Enhancing
education in automatic control via interactive learning
tools. Proceedings of the SICE Annual Conference,
220-225. https://doi.org/10.1109/sice.2001.977836




Aliem Bahri et al., Hmlyan Jr Edu Lte; Vol-3, Iss- 6 (Nov-Dec, 2022): 1-10

45,

46.

47.

48.

49.

50.

51.

52.

53.

54.

55.

Krusche, S., & Seitz, A. (2018). Artemis - An
automatic  assessment management system for
interactive learning. SIGCSE 2018 - Proceedings of
the 49th ACM Technical Symposium on Computer
Science Education, 2018-Janua, 284-289.
https://doi.org/10.1145/3159450.3159602

Kulikova, N. U., Danilchuk, E. V., & Zhidkova, A. V.
(2017). Formation of readiness for future physics
teachers by using interactive learning tools. AIP
Conference Proceedings, 1797.
https://doi.org/10.1063/1.4972464

Kustyarini, K., Utami, S., & Koesmijati, E. (2020).
the Importance of Interactive Learning Media in a
New Civilization Era. European Journal of Open
Education and E-Learning Studies, 5(2), 48-60.
https://doi.org/10.46827/ejoe.v5i2.3298

Lutfi, S., Ismatullah, K., & Nur Kholiso, Y. (2021).
Developing Interactive Learning Multimedia for
Mathematics Subject in Junior High School Grade
VIl Student East Lombok. Indonesian Journal of
Innovation and Applied Sciences (1JIAS), 1(2), 105—
112. https://doi.org/10.47540/ijias.v1i2.237

Mann, B. D., Eidelson, B. M., Fukuchi, S. G.,
Nissman, S. A., Robertson, S., & Jardines, L. (2002).
The development of an interactive game-based tool
for learning surgical management algorithms via
computer. American Journal of Surgery, 183(3), 305-
308. https://doi.org/10.1016/S0002-9610(02)00800-0
Masha'al, D., & Rababa, M. (2020). Nursing students
perceive branching path simulation as an effective
interactive learning method. Teaching and Learning
in Nursing, 15(4), 218-225.
https://doi.org/10.1016/j.teln.2020.05.002

Miaz, Y., Helsa, Y., Zuardi, Yunisrul, Febrianto, R.,
& Erwin, R. (2019). The development of interactive
multimedia-based instructional media for an
elementary school in learning social sciences. Journal
of  Physics: Conference  Series, 1321(3).
https://doi.org/10.1088/1742-6596/1321/3/032107
Mikroyannidis, A., Gomez-Goiri, A., Smith, A., &
Domingue, J. (2017). Online experimentation and
interactive learning resources for teaching network
engineering. IEEE Global Engineering Education
Conference, EDUCON, 181-188.
https://doi.org/10.1109/EDUCON.2017.7942845
Moriates, C., Valencia, V., Stamets, S., Joo, J,
MacClements, J., Wilkerson, L. A., Nelson, E. A,
Bozic, K., & Cox, S. M. (2019). Using Interactive
Learning Modules to Teach Value-Based Health Care
to Health Professions Trainees across the United
States. Academic Medicine, 94(9), 1332-1336.
https://doi.org/10.1097/ACM.0000000000002670
Mudinillah, A. (2019). The Development of
Interactive  Multimedia Using Lectora Inspire
Application in Arabic Language Learning. Jurnal
Igra’: Kajian Ilmu Pendidikan, 4(2), 285-300.
https://doi.org/10.25217/ji.v4i2.570

Muhith, A., Agustina, U. W., Bahtiar, Y., & Afidah,
N. (2020). The development of interactive magic
cards (IMC) is based on flash cards. Journal of
Research on English and Language Learning (J-
REaLL), 1(1), 17. https://doi.org/10.33474/j-
reall.v1i1.4904

56.

57.

58.

59.

60.

61.

62.

63.

64.

65.

66.

Nissa, A. D. A., Toyib, M., Sutarni, S., Akip, E,,
Kadir, S., Ahmad, & Solikin, A. (2021). Development
of Learning Media Using Android-Based Articulate
Storyline Software for Teaching Algebra in Junior
High School. Journal of Physics: Conference Series,
1720(1). https://doi.org/10.1088/1742-
6596/1720/1/012011

O’Byrne, P. J., Patry, A., & Carnegie, J. A. (2008).
The development of interactive online learning tools
for the study of Anatomy. Medical Teacher, 30(8).
https://doi.org/10.1080/01421590802232818
Oktavianingtyas, E., Salama, F. S., Fatahillah, A,
Monalisa, L. A., & Setiawan, T. B. (2018).
Development 3D Animated Story as Interactive
Learning Media with Lectora Inspire and Plotagon on
Direct and Inverse Proportion Subject. Journal of
Physics: Conference Series, 1108(1).
https://doi.org/10.1088/1742-6596/1108/1/012111
Onyema*, E. M., Deborah, E. C., Alsayed, A. O,
Naveed, Q. N., & Sanober, S. (2019). Online
Discussion Forum as a Tool for Interactive Learning
and Communication. International Journal of Recent
Technology and Engineering (IJRTE), 8(4), 4852—
4868. https://doi.org/10.35940/ijrte.d8062.118419
Osman, S., Sahari, N., & Zin, N. A. M. (2012).
Development of interactive multimedia courseware
(E-craft) for craft education. Turkish Online Journal
of Distance Education, 13(4), 1-19.

Papastergiou, M., & Mastrogiannis, 1. (2021). Design,
develop and evaluate open interactive learning objects
for secondary school physical education. Education
and Information Technologies, 26(3), 2981-3007.
https://doi.org/10.1007/s10639-020-10390-2

Pleut, A., & HuBfmann, H. (2007). Integrating
authoring tools into model-driven development of
interactive multimedia applications. Lecture Notes in
Computer Science (Including Subseries Lecture Notes
in Artificial Intelligence and Lecture Notes in
Bioinformatics), 4550 LNCS(PART 1), 1168-1177.
https://doi.org/10.1007/978-3-540-73105-4_127
Pornpongtechavanich, P., & Wannapiroon, P. (2021).
Intelligent Interactive Learning Platform for Seamless
Learning Ecosystem to Enhance Digital Citizenship’s
Lifelong Learning. International Journal of Emerging
Technologies in  Learning, 16(4), 232-248.
https://doi.org/10.3991/ijet.v16i14.22675

Prehanto, A., Aprily, N. M., Merliana, A, &
Nurhazanah, M. (2021). Video Pembelajaran
Interaktif-Animatif sebagai Media Pembelajaran IPS
SD Kelas Tinggi di Masa Pandemi Covid 19.
Indonesian Journal of Primary Education, 5(1), 32—
38.

Prihatini, A., & Sugiarti. (2020). Pembelajaran
multiliterasi pada matapelajaran bahasa Indonesia.
Prosiding Seminar Nasional Bahasa Dan Sastra
Indonesia (SENASBASA), 4(1), 445-453.
http://research-
report.umm.ac.id/index.php/SENASBASA

Putri, N. W. S., Wardika, I. W. G., Kencana, A. P. S., &
Adnyana, I. B. G. W. (2021). Development of Interactive
Learning Media for Vector Material Based on Animation
Videos. Paedagoria: Jurnal Kajian, Penelitian Dan
Pengembangan Kependidikan, 12(1), 1-7.
http://journal.ummat.ac.id/index.php/paedagoria




Aliem Bahri et al., Hmlyan Jr Edu Lte; Vol-3, Iss- 6 (Nov-Dec, 2022): 1-10

67.

68.

69.

70.

71.

72.

73.

74.

75.

76.

Rachmadtullah, R., Nadiroh, N., Sumantri, M. S., &
S, Z. M. (2018). Development of Interactive Learning
Media on Civic Education Subjects in Elementary
School. Advances in Social Science, Education and
Humanities  Research,  251(Acec), 293-296.
https://doi.org/10.2991/acec-18.2018.67
Rachmadtullah, R., Zulela, M. S., & Sumantri, M. S.
(2018). Development of computer-based interactive
multimedia: Study on learning in elementary
education. International Journal of Engineering and
Technology(UAE), 7(4), 2035-2038.
https://doi.org/10.14419/ijet.v7i4.16384

Ramadhani, M., Gafari, M. O. F., & Marice, M.
(2019). Development of Interactive Learning Media
on Material Writing Short Story Texts Based on
Experience. Budapest International Research and
Critics in Linguistics and Education (BirLE) Journal,
2(1), 91-102. https://doi.org/10.33258/birle.v2i1.189
Refat, N., Rahman, M. A., Asyhari, A. T., Kurniawan,
. F., Bhuiyan, M. Z. A., & Kassim, H. (2019).
Interactive learning experience-driven intelligent
communications networks for cognitive load
management in grammar learning. IEEE Access, 7,
6454564557,
https://doi.org/10.1109/ACCESS.2019.2915174
Sahronih, S., Purwanto, A., & Sumantri, M. S. (2019).
The effect of interactive learning media on students’
science learning outcomes. ACM International
Conference Proceeding Series, Part F1483, 20-24.
https://doi.org/10.1145/3323771.3323797

Sahronih, S., Purwanto, A., & Sumantri, M. S. (2020).
The Effect of Interactive Learning Media
Environment-based and Learning Motivation on
Science Learning Outcomes. International Journal for
Educational and Vocational Studies, 2(3), 1-5.
https://doi.org/10.29103/ijevs.v2i3.2429

Sanmugam, M., Selvarajoo, A., Ramayah, B., & Lee,
K. W. (2019). Use of Nearpod As Interactive
Learning  Method.  INTED2019  Proceedings,
1(March), 8908-8915.
https://doi.org/10.21125/inted.2019.2219

Saputra, D., Girblz, B., & Haryani, H. (2021).
Android-based Animation for Chemical Elements and
Experiments as an Interactive Learning Media.
Journal of Science Learning, 4(2), 185-191.
https://doi.org/10.17509/jsl.v4i2.28787

Siagian, S., Sinambela, P. N. J. M., & Wau, Y.
(2017). Development of an interactive e-learning
model for an instructional design course. World
Transactions on Engineering and Technology
Education, 15(3), 298-304.

Siregar, A. C., Adisaputera, A., & Yus, A. (2020).
The Development of Interactive Media Assisted by
Macromedia Flash to Improve the Ability to
understand the Fiction Story Information in
Elementary School Students. Budapest International
Research and Critics in Linguistics and Education
(BirLE) Journal, 3(2), 1200-1208.
https://doi.org/10.33258/birle.v3i2.1053

7.

78.

79.

80.

81.

82.

83.

84.

85.

86.

Soleimani, A., Herro, D., & Green, K. E. (2019).
CyberPLAYce—A tangible, interactive learning tool
fostering children’s computational thinking through
storytelling. International Journal of Child-Computer
Interaction, 20, 9-23.
https://doi.org/10.1016/j.ijcci.2019.01.002
Solikhatun, R., & Widihastrini, F. (2017). Developing
interactive  flipbook-formed  teaching  material
improves to grade 4 students' social science learning
outcomes. Journal Negeri Semarang, 83-89.
10.15294/est.v2i2.16802

Suarsana, I. M. (2018). Development of interactive
mathematics learning media on statistics topic for the
hard of hearing student. International Research
Journal of Engineering, IT & Scientific Research,
4(6), 55-66. https://doi.org/10.21744/irjeis.v4n6.377
Sukmarini, F., Mauludiyah, L., Rozigi, M. A., &
Nurdianto, T. (2021). Interactive Arabic learning
media based on articulate storyline three increases
students' motivation. 4/ Mahara: Jurnal Pendidikan
Bahasa Arab, 7(1), 106-121.
https://doi.org/10.18326/lisania.v1i1.1160.1

Sunismi, S., & Fathani, A. H. (2017). Prototipe Model
Collaborative Learning Matematika Melalui Media
Blog dengan Interactive Digital Book Mata Kuliah
Kalkulus  Il.  Jurnal  Fourier, 6(2), 83.
https://doi.org/10.14421/fourier.2017.62.69-83
Tembang, Y., Purwanty, R., Palobo, M., Tahapary,
R., Hermansyah, A. K., & Dadi, O. (2020).
Implementing a Think Pair Share Model With
Interactive Cd Assistance To Improve The Learning
Outcomes Of Natural Science Subject Of Elementary
School Students. Advances in Social Science,
Education and Humanities Research, 226(lIcss),
1371-1376. https://doi.org/10.2991/icss-18.2018.289
Ugalde, L., Santiago-Garabieta, M., Villarejo-
Carballido, B., & Puigvert, L. (2021). Impact of
Interactive Learning Environments on Learning and
Cognitive Development of Children With Special
Educational Needs A Literature Review. Frontiers in
Psychology, 12(April), 1-9.
https://doi.org/10.3389/fpsyg.2021.674033
Wannapiroon, P., Nilsook, P., Kaewrattanapat, N.,
Wannapiroon, N., & Supa, W. (2021). Augmented
Reality Interactive Learning Model, using the
Imagineering Process for the SMART Classroom.
TEM Journal, 10(3), 1404-1417.
https://doi.org/10.18421/TEM103-51

Wehling, J., Volkenstein, S., Dazert, S., Wrobel, C.,
van Ackeren, K., Johannsen, K., & Dombrowski, T.
(2021). Fast-track flipping: flipped classroom
framework development with open-source H5P
interactive tools. BMC Medical Education, 21(1), 1-
10. https://doi.org/10.1186/s12909-021-02784-8
Wiana, W. (2015). Application Design Of Interactive
Multimedia Development Based Motion Graphic On
Making Fashion Design Learning In Digital Format.
International Journal of Scientific & Technology
Research, 4(8), 102-108.




Aliem Bahri et al., Hmlyan Jr Edu Lte; Vol-3, Iss- 6 (Nov-Dec, 2022): 1-10

87.

88.

Widiastuti, A., Muhammad, D., & Wangid, N. (2015).
PENGEMBANGAN MULTIMEDIA LECTORA PADA
PEMBELAJARAN TEMATIKINTEGRATIF
BERBASIS CHARACTER BUILDING BAGI SISWA
KELAS IV SD. Jurnal Pendidikan Karakter, 0(2), 229—
247. https://doi.org/10.21831/jpk.v0i2.8626
Widyaningsih, S. W., Yusuf, ., Prasetyo, Z. K., &
Istiyono, E. (2020). Online Interactive Multimedia
Oriented to HOTS through E-Learning on Physics
Material about Electrical Circuit. JPI (Jurnal Pendidikan
Indonesia), 9(1), 1. https://doi.org/10.23887/jpi-
undiksha.v9i1.17667

89.

90.

91.

Yoon, J. C., & Kang, H. Y. (2021). Interactive learning
in the classroom: A mobile augmented reality assistance
application for learning. Computer Animation and
Virtual Worlds, 32(5), 1-19.
https://doi.org/10.1002/cav.1989

Yulando, S., Sutopo, S., & Franklin Chi, T. (2019).
Electronic Module Design and Development: An
Interactive Learning. American Journal of Educational
Research, 7(10), 694-698.
https://doi.org/10.12691/education-7-10-4

Zhu, X., Sun, B., & Luo, Y. (2018). Interactive learning
system “VisMis” for scientific visualization course.
Interactive Learning Environments, 26(4), 553-565.
https://doi.org/10.1080/10494820.2017.1371197

10



