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ABSTRACT

This study aims to produce learning media in the form of mobile-based
interactive learning media using Articulate Storyline 3 software. This
research was developed using (1) observation, (2) literature study as
well as (3) interview methods. This research was conducted at Trisakti
Laguboti Private Vocational School. Based on the results of the study,
it can be concluded that the process of making interactive learning
media has 3 stages of production, namely pre-production starting from
determining ideas and ideas in determining design concepts, then
production processes such as making prototypes in Articulate Storyline
3 software, post-production where production results will be used as
applications can be useful for teachers and also students at Trisakti
Laguboti Private Vocational School.

Keywords: Interactive Learning Media, Applications, Articulate
Storyline 3, Statistics, Trisakti Laguboti Private Vocational School

ABSTRAK

Penelitian ini bertujuan untuk menghasilkan media pembelajaran yakni
berupa media pembelajaran interaktif berbasis mobile dengan
menggunakan software Articulate Storyline 3. Penelitian ini
dikembangkan dengan metode (1) observasi, (2) studi pustaka juga (3)
wawancara. Penelitian ini dilakukan di SMK Swasta Trisakti Laguboti.
Berdasarkan hasil penelitian dapat disimpulkan bahwa, Proses
pembuatan media pembelajaran interaktif memiliki 3 tahapan produksi
yaitu pra produksi dimulai dari penentuan ide dan gagasan dalam
menentukan konsep design, kemudian proses produksi seperti
pembuatan prototype pada software Articulate Storyline 3 , pasca
produksi dimana hasil produksi akan dijadikan aplikasi dapat
bermanfaat bagi guru dan juga siswa di SMK Swasta Trisakti Laguboti.

Kata Kunci : Media Pembelajaran Interaktif, Aplikasi, Articulate
Storyline 3, Statistika, SMK Swasta Trisakti Laguboti
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