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ABSTRACT 
 

Development of interactive learning media on social interaction, 
communication, socialization, social institutions, and social dynamics in the 
IPAS Project using the Articulate Storyline 3 application to improve students' 
scientific literacy skills in class X at SMKN 1 Puloampel, Serang District. This 
research is a Research and Development (R&D) using the ADDIE model 
procedure (Analyze, Design, Development, Implementation, Evaluation). The 
study's results were based on media expert validation of 86% and material 
expert validation of 90%, so the learning media product was declared very 
feasible to use. As for the response of media users from students, 82%, and the 
response of media users from teachers, 97%, the criteria for these two values 
were stated to be very good for use in learning. The effectiveness of the media 
has a normalized score gain of 0.66 with a medium criterion interpretation, so 
the learning media is quite effective in increasing students' scientific literacy 
skills. 
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INTRODUCTION 
The emergence of the fourth industrial revolution amid the rise of information 

and communication technology (ICT) collaboration between cyber technology and 
automation technology. In other words, ICT has enabled developments in various 
life settings and encouraged industrial transformation by developing interactions 
between electronic devices, machines, and humans. The era of the Fourth Industrial 
Revolution presents excellent opportunities and challenges for pedagogical 
innovation in various educational environments in realizing innovative learning 
processes as 21st-century learning to prepare competencies needed in the future 
(Ramaila & Molwele, 2022); (Costa et al., 2022); (Indarta et al., 2022). According to 
Hanafi (2012) and Sasmito et al. (2015), the challenge of education in vocational 
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schools is to develop learning strategies that provide knowledge, skills, and learning 
experiences to the demands of the business and industrial world (Prianto et al., 
2020). Efforts to support this strategy through a curriculum tailored to the needs 
because the curriculum is the heart of the academic centre that can realize the goals 
and objectives of the education system (Shafi et al., 2020).  

Curriculum as an educational tool must be developed dynamically to respond to 
the demands and changes of society. Conceptually, the designed curriculum 
development must pay attention to the principle of relevance to current 
developments in science and technology (Hidayat, 2021). The Merdeka Curriculum 
is here to answer challenges in national education, officially implemented on 
February 11, 2022 (Kemdikbudristek, 2022b). The Minimum Competency 
Assessment Program is one of the national education policies from the Free 
Learning Curriculum program as a substitute for the National Examination; this 
program is a mapping effort to measure the minimum competency level of student's 
literacy and numeracy (Hattarina et al., 2022); (Indarta et al., 2022); Prijowuntato 
et al., 2022). 21st-century learning is characterized by a learning process that 
emphasizes learning skills, namely critical thinking, creativity, collaboration, 
communication, and literacy skills. Literacy skills are language skills when 
communicating, for example, reading, speaking, listening, and writing based on rules 
and objectives (Hendrik & Dewanto, 2020).  

In the implementation of the Independent Curriculum at the SMK level, science, 
and social studies subjects are taught simultaneously (holistic) under the name of 
the Natural and Social Sciences Project (IPAS Project), applicable to all expertise 
programs at grade X level in Phase E (Kemdikbudristek, 2022a). The IPAS project 
helps students learn how to use scientific ideas to solve real-world problems in the 
21st century related to natural and social events around them, besides that the IPAS 
project refers to scientific literacy competencies, namely explaining phenomena, 
designing and evaluating scientifically (Umami et al., 2021). Scientific literacy 
relates to efforts to develop human resources with scientific solid thoughts and 
attitudes, as well as the ability to convey scientific results and research to the 
general public effectively (Nuraini & Waluyo, 2021). 

According to Fensham (2008) in the UNESCO Science Report forum 2008 stated 
that scientific literacy is part of an essential issue for making science education 
policies, according to The Organization for Economic Co-operation and 
Development (OECD) in the Program for International Student Assessment (PISA) 
in 2015, that Indonesian students were ranked 64th or the acquisition of an average 
science score in the scientific literacy domain was 403 with the number of PISA 
participants participating in 72 countries (Narut & Supradi, 2019). Based on data 
from the 2018 PISA results, as many as 79 countries participated in this program. As 
many as 30% of students from Indonesia could only reach level 2 in the PISA 
Framework, while the rest could only reach level 1a. The types of PISA questions at 
level 2 are about simple experimental designs. Students can use contextual 
knowledge and build knowledge systematically to find solutions scientifically, 
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analyze data, and identify topics to be solved (Kamil et al., 2021). Thus the need to 
increase literacy skills for Indonesian students who are still low (Kemendikbud, 
2019). 

Social Sciences (IPS) is a new study implementing the Independent Curriculum 
at the Vocational High School level. IPS analyzes various areas of life around the 
students, such as the physical and social environment, so that they can holistically 
identify and analyze a problem from multiple studies (Supardan, 2015). Improving 
social studies learning outcomes begins with improving self-regulation strategies, 
practising social skills, increasing critical thinking skills, and solving problems so 
students can construct their knowledge (Maksum et al., 2021); (Purbasari et al., 
2019). Creative and productive learning refers to social studies learning 
management by designing digital-based learning (Chanchumni & Mangkhang, 
2021). Social studies learning material abstractly requires visualization that utilizes 
technology in this digital era using learning media  (Salamah et al., 2022). 

Development of learning media as a means of increasing teacher abilities by the 
Regulation of the Minister of National Education Number 16 of 2007 concerning 
Standards for Academic Qualifications and Teacher Competency explaining the use 
of information and communication technology in learning to achieve learning 
objectives. According to Gerlach & Ely (1971), the notion of media in the learning 
process as graphic, photographic, and electronic tools for capturing, processing, and 
rearranging visual or verbal information (Arsyad, 2014). Briggs (1970) revealed 
that learning media are physical tools that provide learning materials to encourage 
student learning activities. Briggs (1970) showed that learning media are physical 
tools that provide learning materials to promote student learning activities. 
Teachers should not choose and use media based on the teacher's interests. Instead, 
the teacher makes media according to the needs of students to achieve learning 
goals (Suryani et al., 2019). The procedure for selecting instructional media begins 
with a needs analysis, which includes the basis for selecting media based on student 
characteristics, competencies, teaching content features, and the media setting 
(Cahyadi, 2018). 

The articulate storyline three application is a type of media that can be used as 
interactive teaching material, meaning that the teaching material in the press 
combines several other learning media such as video, text, or graphics and is 
interactive because it can control orders or treatment from the user so that in its 
use, this interactive media can be the most suitable and enjoyable media choice 
(Prastowo, 2015). The articulate storyline app generates creative activities for 
students, such as scenario-based learning activities, quizzes, knowledge checks, and 
games. This app is one of the top writing tools because of its intuitive user interface 
with lots of interaction and innovation (Erickson, 2020). his application produces 
web-based media projects in HTML5 with Flash or application files (dot) exe, which 
can be applied to PCs, laptops, tablets, and Android-based smartphones (Amiroh, 
2019). 
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RESEARCH METHOD  
This research is a Research and Development (R&D) (Sugiyono, 2019), the 

stages in this development research was adapted using the ADDIE model procedure, 
which stands for Analyze, Design, Development, Implementation, and Evaluation 
(Tegeh et al., 2014). 

 
 

 

 

 

Figure 1.  
The Stages of The ADDIE Model 

 
This development research was held at SMKN 1 Puloampel with the 

Nonprobability Sampling technique using the Purposive Sampling technique for 
class X TITL 1 as many as 30 students (Sugiyono, 2019), implementation is carried 
out in the even semester of the 2022-2023 school year. Data collection techniques 
were obtained based on observation, interviews, and filling out questionnaires and 
tests. 

Data analysis techniques use two groups of analysis techniques, namely: (1) 
Qualitative descriptive data analysis techniques, namely data analysis techniques 
obtained based on direct observations, interviews, and recommendations from 
material experts and media experts in the form of product responses that have been 
developed and product improvements or revisions to be used; (2) Quantitative 
descriptive data analysis techniques, namely analyzing the data collected based on 
predetermined instrument entries in expert validation questionnaires, user 
responses, and student learning outcomes tests. 

Table 1.  
Criteria Expert Eligibility/Validation 

Score Criteria 

5 Strongly agree 
4 Agree 
3 Agree 
2 Disagree 
1 Strongly Disagree 

             Source: Sugiyono (2019) 
 
 
 

Analyze 

Implementation 

Development 

Design Evaluation 
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Questionnaire results validation analyzed with an equation: 

𝑃 =
∑ 𝑋

∑ 𝑋𝑖
 𝑥 100% …… (1) 

Notes:   
P      = Percentage of score  
∑x   = Total score expert 
∑xi  = Total maximum score 
 

Table 2.  
Interpretation Criteria 

Rating (%) Interpretation Criteria 

0 - 20 Not Feasible 
21 - 40 Less Feasible 
41-60 Fairly Feasible 
61 - 80 Feasible 

81 - 100 Very Feasible 

    Source: Muhajirin & Maya (2017) 
 
The questionnaires are used to assess the practicality of the media. The Likert scale 
with a score of 1-5 is used to organize validation sheets and user feedback 
questionnaires. 

Table 3.  
Categories Likert Scale Assessment 

Score Criteria _ 

5 Strongly Agree 
4 Agree 
3 Fairly Agree 
2 Disagree 
1 Strongly disagree 

 
The Percentage is calculated using the following formula: 

𝑃 =
∑ 𝑋

∑ 𝑋𝑖
 𝑥 100% …. (2) 

Notes: 
P     = Percentage score 
∑ X = Total score respondent 
∑Xi = Sum score maximum 
 

Table 4. User Practical Category 
Evaluation (%) Interpretation Criteria 

0 - 20 Not Good 
21 - 40 Less Good 
41-60 Enough 
61 - 80 Good 

81 - 100 Very Good 
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The equation for the effectiveness of interactive learning media based on the results 
of the pretest and posttest values is: 

(𝑔)  =
𝑇𝑓−𝑇𝑖

𝑆𝐼−𝑇𝑖
  ….. (3) 

Notes: 
(g) = Normalized Gain 
Tf   = PosttestPosttest score 
Ti   = Pretest score 
SI   = Maximum score 

Table 5.  
Normalized Gain Interpretation 

Gain Score (g) Criteria 

(g) >0,7 High 

0,3 < (g) <0,7 Medium 

0,3 > (g) Low 
Source: Hake (1998) 

 
RESULTS AND DISCUSSION 

Based on the results study in accordance goals and procedures study ADDIE 
model development, so results development product is as follows. 
Analysis Stage 

At this stage, it is carried out through observation and interviews along with the 
results of the analysis of these stages, namely: (1) Curriculum analysis for SMKN 1 
Puloampel in the 2022-2023 academic year uses the Implementation of the 
Independent Curriculum (IKM) with independent changing categories; the IPAS 
Project on the subject in this study is about social interaction, communication, and 
socialization, social institutions and social dynamics. This subject examines social 
phenomena that exist around our lives which are studied scientifically by applying 
scientific concepts and competency elements referring to scientific literacy 
competencies; (2) analysis of the characteristics of students in addressing the lack 
of motivation and literacy culture in finding information related to problems in the 
learning process is due to a lack of media and teaching materials that attract 
students' attention. 

Based on the analysis of the needs of students in the learning process is by 
preparing learning media that can attract students' attention, ease of use, support in 
achieving learning goals and be up to date. This aligns with research Gu et al. (2019) 
that student's ability to identify scientific information from new media significantly 
correlates with their scientific literacy skills.  
 
Design Stage 

At this stage, the design process for producing learning media products is based 
on the results of needs analysis and theoretical studies, first, compiling an initial 
draft of the product concept in the form of a storyboard. The first step is to collect 
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references to teaching materials based on learning objectives about social 
interaction, communication, outreach, social institutions, and social dynamics, then 
select learning media applications appropriate to the analysis of  student needs  in 
the school where this research was carried out, namely using the Articulate 
Storyline 3 application with specific considerations including several development 
studies that have been carried out using the application because it has several 
advantages, including the output results of this application can be published and run 
on Android-based Smart Phone devices that can be used offline (Dinda et al., 2020), 
The output is in the format of HTML5 because the product from this media can be 
run online using a PC or laptop computer (Safira et al., 2021), the resulting media 
product can be designed with the concept of a game (Heliawati et al., 2022), and 
users of this interactive media product show a positive response and improve 
critical thinking skills (Wahyuni et al., 2022). 

The next step is to collect supporting data using appropriate text, images, video, 
and audio materials based on learning objectives. The storyboard design consists of 
two main parts, viz: (I) The opener in this section is the initial page starting the use 
of the media, consisting of the title, identity, and user login; And (II) The homepage 
consists of (1) General Instructions, this section includes an introduction, 
instructions for using the media, learning objectives, dimensions, and achievements 
of the Pancasila Student Profile (P3); (2) Learning materials, in this section, consists 
of 5 sub-subject matters of learning about social interaction, communication, 
socialization, social institutions, and social dynamics; (3) Ability test, in this section, 
is part of the formative assessment of the material that has been submitted and 
contains eight questions with the types of questions in the form of multiple choice, 
true or false statements, matchmaking, and choice answers; (4) A glossary, in this 
section, is a collection of essential word lists or terms; (5) Developer Info, this 
section contains profiles of researchers and research supervisors; (6) Bibliography. 

 
Development Stage 

At this stage, it produces a prototype as a learning media product that refers to 
and translates based on the design stage using the Articulate Storyline 3 application. 
Before field testing, the learning media product is subjected to a product feasibility 
validation test from experts or validators. This learning media feasibility test phase 
uses two validators: a media expert competent in information and communication 
technology and a material expert skilled in sociology. Table 6 below shows the 
validation result from both media and material experts. 
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Table 6.  
Results of Media Expert Validation 

No Aspect Evaluation Total Score Percentage (%) Criteria 

1 Media Contents 22 88 Very Feasible 

2 Media communications 26 87 Very Feasible 

3 Media Packaging 22 88 Very Feasible 

4 Medium Accuracy 16 80 Feasible 

Average 86 Very Feasible 

Source: Modification of McAlpine & Weston (1994); Chaeruman (2019) 
 
Based on the results of the validation of media experts based on Table 6 above, the 
value for each aspect of the assessment is in the criteria of very feasible, except for 
the aspect of the accuracy of the media obtaining a value of 80 or the criteria are 
feasible. However, the acquisition of the total average value of the validation results 
of media experts is 86%; these results interpret that the media product is very 
suitable for use as a learning medium. 

Table 7. 
Results of Material Expert Validation 

No Aspect Evaluation Total Score Percentage (%) Criteria 

1 Content Material 19 95 Very Feasible 

2 Suitability Draft 22 88 Very Feasible 

3 Suitability Material Present 22 88 Very Feasible 

4 Depth Material 18 90 Very Feasible 

5 Suitability Reference 9 90 Very Feasible 

Average 90 Very Feasible 

Source: Modification of McAlpine & Weston (1994) (Chaeruman, 2019) 
 
Material validation results based on Table 7 above show that the value for each 
assessment aspect is within the criteria of "Very Feasible," with a total average score 
of 90%; these results interpret that the material content of the media product is very 
feasible for use in learning. 

Product revisions are carried out according to the direction of the validator or 
experts and users. The product revision process is critical to review the weaknesses 
and deficiencies of the product. The following is input or recommendations for 
improving the design of learning media product drafts from each validator in several 
aspects, including: 
1) Opening, media experts provide revisions to the aspects of media 

communication to complete the identity, including the title, target, and name of 
the developer and supervisor. 
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Figure 2.  

Draft Opening Page Display Before & After Revision 
 

2) Material menu, media experts provide revisions to the aspects of media 
communication to provide exact names of material titles and instructions. 

  
Figure 3.  

Display of the Prior Media Menu Page Revision 
 

3) General instructions, media experts provide revisions to aspects of media 
communication to provide an introduction in the form of an overview of the 
contents of the media. 

  
Figure 4.  

Display of the Instructions Menu Page General Before & After Revision 
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4) Learning materials, media experts provide revisions to aspects of media 
communication to provide a general illustration of the videos shown. 

   

Figure 5.  
Material Menu Before & After Revision 

 
5) Ability test, the material expert provides revisions to the suitability aspects of 

the current material to provide question numbers and instructions for working 
on the questions. 
   

Figure 6.  
Competency Test Page Before & After Revision 

 
Implementation Stage 

Learning media products that have been validated and revised, the next stage is 
applied in the field. Media products are used in the learning process in the classroom 
as learning media. This stage aims to test the practicality or user response and the 
effectiveness of the media products used on students' scientific literacy abilities. 

The following is a graphical image of the response to media use by teachers and 
students. 
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Figure 7.  
User Response Graph 

Based on Figure 7 above, the results of the user response analysis of 30 students and 
three teachers, in the aspect of ease of use, the response values for students and 
teachers were 89% and 97%, respectively, all stating that this media is in the 
excellent category; user response on the aspect of the level of interest and 
motivation, the results of student and teacher responses were 81% and 89%, 
respectively, so this media is included in the excellent category, meaning that this 
media has a positive impact on learning. However, the value is slightly reduced for 
students' responses to independent learning and critical level of problem-solving, 
respectively 78% and 74% or have good criteria. To increase the level of critical 
thinking to solve problems is to train by habituation and solve problems 
independently (Wahyuni et al., 2022). Regarding contextuality, the response value 
for students' and teachers' responses was 85% and 98%, respectively, and all stated 
that this medium was in the excellent category. The average student and teacher 
responses were 82% and 97%, respectively, indicating that the media was very well 
used in learning. 

Test the effectiveness of using media based on the results of the pretest and 
posttest on the social interaction, communication, socialization, social institutions, 
and social dynamics of the Science Project subjects to measure scientific literacy 
skills; the results are as shown in Table 8. 

Table 8.  

Score of Scientific Literacy Ability 

Component Pretest Posttest Gains Category 

Lowest Value 20 60 

0.66 Medium Top Rated 60 97 

Average 40 79.6 
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Based on Table 8, the average pretest value is 40, and the posttest value is 79.6, so 
the gain score for scientific literacy ability is 0.66; according to Hake (1998), the 
Normalized Score Gain Interpretation is in the medium category. This category 
shows that interactive learning media based on Articulate Storyline 3 concerning 
social interaction, communication, socialization, social institutions, and social 
dynamics is quite effective in increasing scientific literacy skills. The measurement 
of scientific literacy ability tests contains three indicators: Identification of Scientific 
Problems, Explaining Phenomena Scientific and Using Scientific Evidence (Kristiani 
et al., 2022). 
 
Evaluation Stage 

At this stage, collect data from each stage of the ADDIE model procedure as a 
refinement and evaluation that has been carried out. The goal is to determine the 
level of competency achievement and the quality of learning using the learning 
media. 

In general, the response of users to learning media is in an excellent category; 
positive responses appear in several aspects, including ease of use, level of interest 
or motivation, independent learning, level of critical thinking, problem-solving, and 
level of contextuality. The learning objectives have been fulfilled if the average 
student response to media use is greater than or equal to 80% (Wahyuni et al., 
2022). Interactive learning media based on Articulate Storyline 3 integrates several 
other media, such as video, audio, text, or other graphics. The ease of use of these 
products can be published to Android-based PCs, laptops, tablets, and smartphone 
applications. The value of product effectiveness based on the Pretest and posttest 
results is quite effective in increasing students' scientific literacy skills. These results 
are in line with previous studies that have been conducted  (Rismawati & Rubianto, 
2018); (Istighfarini et al., 2022).  
 
CONCLUSION 

Learning media development based on Articulate Storyline 3 on social 
interaction, communication, socialization, social institutions, and social dynamics of 
the IPAS Project subject for class X SMK is declared very feasible to use as a learning 
medium. The media expert validation results were 86%, and the material expert 
validation results were 90%. The user response from students was 82%, and the 
user response from the teacher was 97%, or the criteria for these two values stated 
that students and teachers used this learning media very well. The media 
effectiveness value has a Normalized Gain of 0.66, or is in the medium criterion 
interpretation; this learning media is quite effective in improving students' scientific 
literacy skills. 

 
 
 
 



                                      

 

Jurnal Pendidikan Ilmu Sosial, Vol. 33, No.1, Juni 2023,  

p-ISSN: 1412-3835; e-ISSN: 2541-4569 

55 

REFERENCES 
 

Amiroh. (2019). Mahir Membuat Media Interaktif Articulate Storyline. Yogyakarta: Pustaka 
Ananda Srva. 

Arsyad, A. (2014). Media Pembelajaran. Jakarta: PT RajaGrafindo Persada. 

Cahyadi, A. (2018). Pengembangan Media dan Sumber Belajar : Teori dan Prosedur. Serang: 
Laksita Indonesia. 

Chaeruman, U. A. (2019). Instumen Evaluasi Media Pembelajaran. Evaluasi Program 
Pendidikan, December, 2. https://doi.org/10.13140/RG.2.2.14419.12329. 

Chanchumni, R., & Mangkhang, C. (2021). Creative Learning Design in Social Studies to 
Promote Productive Citizenship of Secondary School Students. Higher Education 
Studies, 11(4), 84-90. https://doi.org/10.5539/hes.v11n4p84. 

Costa, A. C. F., Santos, V. H. D. M., & de Oliveira, O. J. (2022). Towards the Revolution and 
Democratization of Education: A Framework to Overcome Challenges and Explore 
Opportunities through Industry 4.0. Informatics in Education, 21(1), 1–32. 
https://doi.org/10.15388/infedu.2022.01. 

Dinda, A., Nissa, A., Toyib, M., Sutarni, S., & Akip, E. (2020). Development of Learning Media 
Using Android- Based Articulate Storyline Software for Teaching Algebra in Junior 
High School. Journal of Physics: Conference Series 1720 (2021) 012011, 1-7. 
https://doi.org/10.1088/1742-6596/1720/1/012011. 

Erickson, D. C. (2020). Review of Articulate Storyline 360. Teaching Theology and Religion, 
23(2), 135–136. https://doi.org/10.1111/teth.12534. 

Gu, X., Wang, C., & Lin, L. (2019). Examining scientific literacy through new media. Eurasia 
Journal of Mathematics, Science and Technology Education, 15(12), 1-14. 
https://doi.org/10.29333/ejmste/109948. 

Hattarina, S., Saila, N., Faradila, A., Putri, D. R., & Putri, R. G. A. (2022). Implementasi 
Kurikulum Merdeka Belajar Di Lembaga Pendidikan. Seminar Nasional Sosial Sains, 
Pendidikan, Humaniora (SENASSDRA), 1, 181–192. 
http://prosiding.unipma.ac.id/index.php/SENASSDRA. 

Heliawati, L., Lidiawati, L., & Pursitasari, I. D. (2022). Articulate Storyline 3 Multimedia Based 
on Gamification to Improve Critical Thinking Skills and Self-Regulated Learning. 11(3), 
1435–1444. https://doi.org/10.11591/ijere.v11i3.22168. 

 

 



                                      

 

Jurnal Pendidikan Ilmu Sosial, Vol. 33, No.1, Juni 2023,  

p-ISSN: 1412-3835; e-ISSN: 2541-4569 

56 

Hendrik, & Dewanto. (2020). Membekali Kemampuan Abad 21 Siswa SMK Di Era Revolusi 
Industri 4.0. Jurnal Pendiidkan Teknik Mesin, 10(1), 72–79. 
https://ejournal.unesa.ac.id/index.php/jurnal-pendidikan-teknik-
mesin/article/view/37375. 

Hidayat, H. S. (2021). Pengembangan Kurikulum Baru. Bandung: PT Remaja Rosdakarya. 

Indarta, Y., Jalinus, N., Waskito, W., Samala, A. D., Riyanda, A. R., & Adi, N. H. (2022). Relevansi 
Kurikulum Merdeka Belajar dengan Model Pembelajaran Abad 21 dalam 
Perkembangan Era Society 5.0. Edukatif : Jurnal Ilmu Pendidikan, 4(2), 3011–3024. 
https://doi.org/10.31004/edukatif.v4i2.2589. 

Istighfarini, M. D., Supeno, S., & Ridlo, Z. R. (2022). Pengaruh Media Aplikasi Berbasis 
Android Terhadap Literasi Sains Dan Hasil Belajar IPA Siswa SMP. LENSA (Lentera 
Sains): Jurnal Pendidikan IPA, 12(1), 61–70. 
https://doi.org/10.24929/lensa.v12i1.221. 

Kamil, F. F., Permanasari, A., & Riandi, R. (2021). Studi Profil Literasi Sains Siswa dan 
Pembelajarannya di SMP Kota Banda Aceh. Jurnal IPA & Pembelajaran IPA, 5(4), 353–
363. https://doi.org/10.24815/jipi.v5i4.23446. 

Kemdikbudristek. (2022a). Keputusan Mendikbudristek Nomor 262/M/2022 Tentang 
Perubahan Atas Keputusan Mendikbudristek Nomor 56/M/2022 Tentang Pedoman 
Penerapan Kurikulum Dalam Rangka Pemulihan Pembelajaran. Keputusan Menteri 
Pendidikan, Kebudayaan, Riset, Dan Teknologi Republik Indonesia Nomor 262/M/2022, 
1–108. 

Kemdikbudristek. (2022b). Luncurkan Kurikulum Merdeka, Mendikbudristek: Ini Lebih 
Fleksibel! https://ditpsd.kemdikbud.go.id/. 

Kemendikbud. (2019). Gerakan Literasi Sekolah. Jakarta: Direktorat Jenderal Pendidikan 
Dasar dan Menengah Kementerian Pendidikan dan Kebudayaan. 

Kristiani, A., Wahyuni, D., & Wahyuni, S. (2022). Interactive Learning Media Development 
Articulate Storyline to Improve Science Literacy Capabilities of Junior High School 
Students. Berkala Ilmiah Pendidikan Fisika, 10(2), 186-198. 
https://doi.org/10.20527/bipf.v10i2.13307. 

Maksum, A., Wayan Widiana, I., & Marini, A. (2021). Path Analysis of Self-Regulation, Social 
Skills, Critical Thinking and Problem-Solving Ability on Social Studies Learning 
Outcomes. International Journal of Instruction, 14(3), 613–628. 
https://doi.org/10.29333/iji.2021.14336a. 

Muhajirin, & Maya, P. (2017). Pendekatan Praktis Metode Penelitian Kualitatif dan 
Kuantitatif. Yogyakarta: Idea Press. 



                                      

 

Jurnal Pendidikan Ilmu Sosial, Vol. 33, No.1, Juni 2023,  

p-ISSN: 1412-3835; e-ISSN: 2541-4569 

57 

Narut, Y. F., & Supradi, K. (2019). Literasi Sains Peserta Didik Dalam Pembelajaran IPA di 
Indonesia. Jurnal Inovasi Pendidikan Dasar, 3(1), 61–69. 
http://jurnal.unikastpaulus.ac.id/index.php/jipd/article/view/214%0A. 

Nuraini, N., & Waluyo, E. (2021). Pengembangan Desain Instruksional Model Project Based 
Learning Terintegrasi Keterampilan Proses Sains Untuk Meningkatkan Literasi Sains. 
Jurnal IPA & Pembelajaran IPA, 5(1), 101–111. 
https://doi.org/10.24815/jipi.v5i1.20145. 

Prastowo, A. (2015). Panduan Kreatif Membuat : Bahan Ajar Inovatif. Yogyakarta: DIVA 
Press. 

Prianto, A., Winardi, & Qomariyah, U. N. (2020). The Effect of the Implementation of 
Teaching Factory and Its Learning Involvement toward Work Readiness of Vocational 
School Graduates. International Journal of Instruction, 14(1), 283–302. 
https://doi.org/10.29333/IJI.2021.14117A. 

Prijowuntato, S. W., Widharyanto, B., & Julie, H. (2022). the Influence of Literacy and 
Numeracy Skills on the Success of College Students in the Faculty of Teacher Training 
and Education. Jurnal Pendidikan Ilmu Sosial, 32(2), 173–188. 
https://doi.org/10.23917/jpis.v32i2.20338. 

Purbasari, I., Ismaya, E. A., Suryani, N., & Djono, D. (2019). Media Pembelajaran Ilmu 
Pengetahuan Sosial Berbasis Aplikasi Mobile Learning bagi Siswa Sekolah Dasar. 
Jurnal Sejarah, Budaya, Dan Pengajarannya, 13(1), 97–106. 
https://doi.org/10.17977/um020v13i12019p97. 

Ramaila, S., & Molwele, A. J. (2022). The Role of Technology Integration in the Development 
of 21st Century Skills and Competencies in Life Sciences Teaching and Learning. 
International Journal of Higher Education, 11(5), 9-17. 
https://doi.org/10.5430/ijhe.v11n5p9. 

Rismawati, R., & Rubianto, R. (2018). Pengaruh Media Pembelajaran pada Mata Pelajaran 
Ilmu Pengetahuan Sosial terhadap Hasil Belajar Murid Kelas IV. JKPD (Jurnal Kajian 
Pendidikan Dasar), 3(1), 476-485. https://doi.org/10.26618/jkpd.v3i1.1185. 

Safira, A. D., Sarifah, I., Sekaringtyas, T., & Jakarta, U. N. (2021). Pengembangan Media 
Pembelajaran Interaktif Berbasis Web Articulate Storyline Pada Pembelajaran IPA di 
Kelas V. 2(2), 237–253. https://doi.org/https://doi.org/10.37478/jpm.v2i2.1109. 

Salamah, S., Nabila Wiramanggala, A., Aprilianti, A. D., Fadhila Tunissa, I., & Nugraha, D. 
(2022). JIPSINDO (Jurnal Pendidikan Ilmu Pengetahuan Sosial Indonesia) 
Pengembangan media audio-visual IPS Oleh. 09(02), 145–154. 
https://doi.org/10.21831/jipsindo.v9i2.49251. 

 



                                      

 

Jurnal Pendidikan Ilmu Sosial, Vol. 33, No.1, Juni 2023,  

p-ISSN: 1412-3835; e-ISSN: 2541-4569 

58 

Shafi, M. M., Neyestani, M. R., Jafari, S. E. M., & Taghvaei, V. (2020). The Quality Improvement 
Indicators of the Curriculum at the Technical and Vocational Higher Education. 
International Journal of Instruction, 14(1), 65–84. 
https://doi.org/10.29333/IJI.2021.1415A. 

Sugiyono. (2019). Metode Penelitian Kuantitatif Kualitatif dan R&D. Bandung: Alfabeta. 

Suryani, N., Setiawan, A., & Putria, A. (2019). Media Pembelajaran Inovatif dan 
Pengembangannya. Bandung: PT Remaja Rosdakarya. 

Supardan, D. (2015). Pembelajaran Ilmu Pengetahuan Sosial : Perspeksif Filosofi dan 
Kurikulum (B. P. Utami (ed.); 1st ed.). Jakarta: Bumi Aksara. 

Tegeh, I. M., Jampel, I. N., & Pudjawan, K. (2014). Model Penelitian Pengembangan. 
Yogyakarta: Graha Ilmu. 

Umami, L. F., Nugroho, K., & Zubedi, D. (2021). Projek Ilmu Pengetahuan Alam Dan Sosial 
(PROJEK IPAS). Jakarta: Kemdikbudristek RI. 

Wahyuni, S., Ridlo, Z. R., & Rina, D. N. (2022). Pengembangan Media Pembelajaran Interaktif 
Berbasis Articulate Storyline Terhadap Kemampuan Berpikir Kritis Siswa SMP pada 
Materi Tata Surya. Jurnal IPA & Pembelajaran IPA, 6(2), 99–110. 
https://doi.org/10.24815/jipi.v6i2.24624 

 

 


