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Abstract. This study aims to collect data and describe the requirements for
learning media using the digital Articulate Storyline 3 software to support the
process of listen teaching to fantasy stories in grade VII at SMPN 1 Bahodopi.
The approach used was qualitative research, with data collected through
observation, interviews with Indonesian language teachers, and questionnaires
distributed to seventh-grade students at the school. This study utilized
instruments in the form of observation guidelines, interview sessions, and
questionnaires that had been validated. Based on the interview results, there were
indications of high readiness and a shared vision between teachers and students
regarding the implementation of digital learning. However, there was a
significant implementation gap, requiring a comprehensive and systematic
approach. This gap is triggered by three main factors, namely: (1) excessive
dependence of educators on one medium (PowerPoint), (2) limited competence
in developing learning media with only 20% of educators showing creativity, and
(3) system problems such as facilities and their use that have not been fully
utilized. Therefore, teachers also need Articulate Storyline 3-assisted digital
teaching media for teaching seventh-grade fantasy story comprehension. This is
supported by the strong desire of students for varied and interactive digital
content (85-90%), creating positive momentum for change in the learning
process. Overcoming this gap requires a holistic approach that integrates a
comprehensive digital teaching media development program for teachers,
optimization of technological infrastructure, development of engaging learning
content, and a supportive and institution-backed system to ensure sustainability,
thereby guaranteeing a shift from awareness of the benefits to ongoing active
implementation.
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1 Introduction

Language skills are a fundamental aspect of learning, including listening, reading, writ-
ing, and speaking skills. Among these four skills, listening is often considered a passive
skill, when in fact it is a receptive, complex, and highly active skill. This view is further
reinforced by [16], who states that the listening process is comprehensive and includes
the activities of hearing, understanding, interpreting, evaluating, and responding to the
meaning of what is heard. In the context of Indonesian language learning, [19] empha-
sizes that the objectives of listening learning also include developing concentration,
memory, and the ability to respond appropriately to various types of spoken discourse.
Inadequate listening skills can hinder the development of other language skills. In ad-
dition, listening skills can provide basic knowledge in forming linguistic and cognitive
understanding.

In this era of technological and information development, listening skills have
evolved alongside the development of learning paradigms in Indonesia, particularly in
the provision of interactive and engaging teaching media. The provision of interactive
and engaging teaching media must be integrated with the use of digital technology.
According to [6] “The use of digital technology enables learning to be flexible, inter-
active, and engaging. Thus, it is in line with the needs of the current digital generation.”
Based on this, one of the most widely used innovations is digital teaching media, which
utilizes software in the development of teaching media, namely Articulate Storyline 3.
This digital teaching media provides opportunities for educators to deliver and provide
material effectively, interactively, and adaptable to the characteristics of students in this
era of technological development without having to have proficient coding skills.

Learning fantasy stories that contain strong imaginative elements and unique
plot structures requires learners to have deep listening skills to understand and grasp
the overall message, characters, setting, and conflicts presented. However, in learning
to listen to fantasy stories, there are shortcomings in the provision of teaching materials
and media used. There is a great need for assistance from the use of digital teaching
media that has been adapted to the characteristics of these students. Monotonous teach-
ing materials, such as textbooks and print-based instructional media, tend to make stu-
dents passive and less interactive during learning. This situation is exacerbated by ob-
servations at SMPN 1 Bahodopi, which indicate that the learning process still relies
heavily on textbooks and their adaptation into print media, which are not in line with
the characteristics of today's students.

In addition, based on observations and interviews with Indonesian language
teachers at SMPN 1 Bahodopi, a number of obstacles were revealed in the process of
learning to listen to fantasy stories. According to Hasrah, as an Indonesian language
teacher, she expressed her limitations in accessing and developing contextual, varied,
and interesting instructional media for this material. Kisnalia, who is also an Indonesian
language teacher, added that the available instructional media tended not to fully sup-
port the interactive listening experience of students, resulting in a lack of enthusiasm in
learning. This situation shows the need for innovation in providing more relevant learn-
ing media that can increase student engagement and skills.
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Based on this, in order to determine the needs of students and teachers in terms
of the use of digital teaching media assisted by Articulate Storyline 3 in teaching 7th
grade students to listen fantasy stories at SMPN 1 Bahodopi, a needs analysis was
conducted. This needs analysis was carried out as a first step in designing the develop-
ment of digital teaching media needed by students and teachers.

2 Literature Review

2.1  Concept of Teaching Media

Teaching media play a crucial role in the educational process, serving as a bridge of
communication between teachers and students. The word “media” comes from the
Latin word "medius,” which means “middle” or “intermediary.” In the field of educa-
tion, media are defined as tools or channels used to convey learning messages, thereby
facilitating effective communication between providers of learning materials and recip-
ients of information. [ 12] state that media encompasses two key elements, namely hard-
ware and software, with the main difference between teaching aids and teaching tools
being the content of the message they convey. A similar definition is also expressed by
[4], who state that teaching media are tools that convey information from teachers to
students by creating interactive and adaptive learning experiences. Furthermore, [15]
also state that teaching media are tools or intermediaries that function to convey teach-
ing materials from teachers to students. Based on these opinions, it is known that teach-
ing media must include technological, psychological, communicative, and practical di-
mensions to support the overall success of the educational process.

In this era, teaching media has developed into various types, depending on the
technology, form, and method of delivery. In general, learning media can be catego-
rized into visual, audio, audiovisual, and digital/multimedia media. Among these types,
digital teaching media is currently being studied extensively, given its function as a
means of conveying information in technology-based learning processes, designed to
be interactive, flexible, and able to meet the needs of students in the digital era [4].

[1] explain that digital teaching media integrate visual, audio, and interactivity
elements based on digital platforms, thereby bridging various learning styles of learners
and supporting student-centered learning. As a means of bridging learning, this media
functions as an interactive, flexible, and dynamic tool for delivering learning infor-
mation and is designed to meet the needs of various learning styles of students. [4] and
[15] identify several key characteristics of digital teaching media, including: 1) Inter-
active; 2) Flexible; 3) Adaptive; 4) Multimodal; and 5) Collaborative.

Furthermore, [4] and [10] classify digital teaching media into the following cat-
egories: 1) E-books (digital books); 2) Educational Videos; 3) Educational Applications
(Mobile Learning Apps); 4) Interactive Multimedia; and 5) E-Learning Platforms and
LMS. Based on this classification of digital teaching media, this study focuses on ana-
lyzing the needs for interactive multimedia as a type of digital teaching media.
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The interactive multimedia in this study was developed with the help of Articu-
late Storyline 3. [8] states that Articulate Storyline 3 is software used to develop com-
puter-based interactive learning media. This media is capable of integrating various
multimedia elements, including text, images, animations, sounds, and videos, making
it very suitable for creating e-learning with a simulation approach. In the book Interac-
tive Learning Media [3], it is mentioned that one of the important functions of Articu-
late Storyline 3 is as a platform for learning evaluation. This tool allows teachers to
create interactive assessment instruments (multiple choice quizzes, true-false, fill-in-
the-blank, drag and drop) with automatic feedback. Thus, its evaluative function sup-
ports formative assessment activities that take place online.

Based on this, the selection of interactive multimedia is based on several con-
siderations: 1) The use of Articulate Storyline 3 in the development of teaching media
for listening comprehension is in line with the characteristics of interactive multimedia,
which requires audio stimuli as the main component, supported by attractive visual el-
ements to maintain the concentration of students; 2) The interactive characteristics of
this multimedia facilitate learners in choosing learning paths tailored to their listening
speed and ability, which is a crucial aspect in the individual learning process; and 3) In
the context of learning to listen to fantasy stories, interactive multimedia can present
audio narratives combined with visualizations of characters, settings, and storylines that
can enrich students' imagination and understanding of the intrinsic elements in fantasy
stories.

2.2 The Concept of Listening Learning

In junior high school (SMP), listening skills are the foundation for the development of
other language skills, namely reading, writing, and speaking. According to [16], lis-
tening is an active and complex process that involves hearing, understanding, and in-
terpreting spoken messages. He also emphasizes that listening is not just hearing
sounds, but a mental process that requires full concentration to capture the meaning
hidden in what is heard. In the context of education, listening is defined as an activity
that involves attention, understanding, and appreciation of the content of the material
being heard.

Furthermore, listening as a cognitive activity and a directed goal, according to
[13], helps to obtain facts, clarify, and negotiate meaning in everyday interactions. [13]
also explains that the purpose of active listening is used for emotional support, relation-
ship building, and conflict resolution in interpersonal communication. Based on this, in
learning to listen to fantasy stories, the objectives of listening include obtaining facts,
clarifying, and negotiating meaning in daily interactions, as well as active listening for
emotional support, relationship building, and conflict resolution in interpersonal com-
munication. From this, students are expected to be able to understand the plot, charac-
ters, and moral messages in fantasy stories, while also enjoying the style of language
and narrative delivery.

Furthermore, [16] categorizes types of listening based on various criteria, in-
cluding level, listening method, and purpose. Several types of listening that are relevant
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to this study include: 1) intensive listening; 2) appreciative listening; 3) critical listen-
ing.

[16] also explains several factors that influence success in listening. These fac-
tors consist of (1) physical factors, (2) psychological factors, (3) experience factors, (4)
motivational factors, and (5) environmental factors. In the context of developing digital
learning media, environmental factors (such as the audio and visual quality of the me-
dia) and motivational factors (through attractive media design) are very important to
consider in order to create an optimal listening experience for students.

From Tarigan's point of view, it can be concluded that learning to listen to fan-
tasy stories needs to be designed so that students are actively involved in listening,
understanding, interpreting, and appreciating the content of the story, taking into ac-
count the factors that support the success of the listening process.

2.3 The Concept of Fantasy Stories

[15] define fantasy stories as narratives that are entirely based on imagination, fantasy,
and imagination. The main characteristic of this genre is that the story ideas are not
bound by reality or the real world, often involving supernatural elements, magic, mag-
ical creatures, or other mysterious things. The setting in fantasy stories also has the
ability to transcend the limitations of space and time. [7] define fantasy stories as writ-
ings that utilize standard storylines, but are essentially imaginative and purely fictional.
This means that fantasy stories provide an opportunity for readers or listeners to expe-
rience the process of imagination through the structure of the storyline.

[5] Fantasy story texts are divided into three main parts: (1) Orientation, (2)
Complication, and (3) Resolution. More comprehensively, [5] also mention the linguis-
tic rules of fantasy stories, including the use of: (1) personal pronouns; (2) nouns and
adjectives; (3) action and mental verbs; (4) imaginative time and place descriptions; (5)
direct and indirect sentences; (6) temporal conjunctions; and (7) figurative language
(metaphors).

3 Method

This study adopts the research and development (R&D) method with the aim of design-
ing a specific product and assessing its effectiveness in the field of education. Research
and development has the advantage of making a significant contribution in terms of
products, processes, or procedures in terms of innovation and practical application, but
it requires careful preparation and good resource management to ensure that the process
is effective and the results are useful [2]. The product developed in this study is a digital
teaching medium assisted by Articulate Storyline 3, which is intended to improve the
listening comprehension skills of seventh grade junior high school students in fantasy
stories.

Referring to the R&D approach, this study only utilized the initial stage of the
ADDIE model, namely needs analysis. The research subjects consisted of seventh-
grade students and Indonesian language teachers at SMPN 1 Bahodopi. There were 66
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students and 4 teachers involved in providing their views on their needs for digital
teaching media in learning to listen to fantasy stories.

This study applies a qualitative research approach. As explained by [14], the
qualitative research approach is based on post-positivism philosophy, which is applied
to study subjects in their natural environment (as opposed to the experimental ap-
proach), with the researcher as the main tool, data collection through triangulation (in-
tegrated methods), inductive and qualitative data analysis, and research results that em-
phasize interpretation of meaning rather than broad generalization.

Data collection in this study was conducted through observation, interviews, and
questionnaires. The observation aimed to obtain an overview of the curriculum imple-
mentation at SMPN 1 Bahodopi, while the interviews were conducted with Indonesian
language teachers, and the questionnaires in the form of Google Forms were distributed
to students. The purpose of these steps was to find out the views of teachers and students
regarding the need for digital learning media in Indonesian language lessons. Based on
[11], the questionnaire instrument was analyzed using the respondent achievement rate

(TPR) formula; - =r28 5€re_ o4 5004,

Maximum Score

The analysis of digital teaching media needs, based on the results of observa-
tions, interviews, and questionnaires, was processed, then the data was analyzed, and
general conclusions were drawn with the aim of obtaining a valid picture of media
needs, especially in identifying interactive features and effective content in improving
the listening skills of seventh-grade students at SMPN 1 Bahodopi in reading fantasy
stories.

4 Discussion

Based on the results of observations, SMPN 1 Bahodopi uses an independent curricu-
lum. This independent curriculum implements deep learning, which emphasizes in-
depth understanding of concepts and mastery of competencies and directs students to
be actively involved in the learning process until they truly understand the topics stud-
ied through in-depth exploration, not just memorizing or doing mechanical exercises.
The use of the independent curriculum at SMPN 1 Bahodopi is also aimed at developing
literacy, numeracy, and 5.0 era skills, which are highly relevant to current learning
needs. This is also explained in the vision of SMPN 1 Bahodopi, which is to be Achiev-
ing, Skilled, Environmentally Cultured, and Based on Faith and Piety.

The position of Indonesian language learning, especially the learning of fantasy
texts, receives significant attention in the learning process. This is based on the consid-
eration that Indonesian language learning plays a role in honing students' language
skills, which are the basis for understanding other subjects. Fantasy stories, as part of
the Indonesian language subject material, are considered to have a high level of learning
difficulty because they require students to hone their imagination, creativity, and criti-
cal language skills. However, observations at the school show that this learning faces
challenges, including a lack of focus that can be used for each class, the absence of
school Wi-Fi data, and not all classes having access to electricity. These shortcomings
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limit teachers' ability to provide varied learning media, with learning materials still re-
lying on textbooks and printed worksheets that are not very interactive. This affects the
level of motivation of students, who are less active in participating in learning and un-
derstanding the content of the story in an enjoyable way.

Furthermore, at SMPN 1 Bahodopi, the results of the analysis of teachers' needs

were found based on interviews conducted with 4 Indonesian language teachers and
questionnaires given to 66 students regarding the need to use digital teaching media in
learning to listen fantasy story texts in grade VIIL.

Table 1. Results of Interviews on the Needs Analysis for Digital Teaching Media Using
Articulate Storyline 3 in Listen Learning to Fantasy Stories among Indonesian Lan-
guage Teachers at SMPN 1 Bahodopi.

Interview Analysis Problem Identifica- .

No. . . Conclusion

Questions tion

1. 80% of teachers are fa- A small number of The majority of
miliar with learning teachers are not yet fa- teachers are familiar
media other than print miliar with learning with learning media
media. media other than print other than print me-

media. dia, but there is a
need to improve the
media knowledge of
some teachers.

2. 100% of teachers use Teachers recognize the All teachers under-
media in the learning importance of wusing stand and use teach-
process. teaching media in the ing media, which

learning process. shows their aware-
ness of the im-
portance of using
teaching media in the
learning process.

3. 60% of teachers utilize Most teachers have uti- In the learning pro-
PowerPoint as a fre- lized PowerPoint as a cess, teachers use
quently used learning digital teaching me- PowerPoint as the
medium dium in the learning most widely wused

process. digital media.

4. 20% of teachers use Most teachers have not The use of teaching
other learning media utilized teaching media media other than
besides PowerPoint. other than PowerPoint. ~ PowerPoint is still

very limited and
needs to be devel-
oped.

5. 40% of teachers stated Most teachers stated The use of learning

that the learning media
used sufficiently sup-
ported the learning pro-
cess.

that the teaching media
used is not sufficiently
supportive of the learn-
ing process.

media is still consid-
ered suboptimal in
supporting the learn-
ing process.
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Interview Analysis

Problem Identifica-

No. . . Conclusion
Questions tion

6. 20% of teachers have Most teachers have Most teachers have
created their own learn- never created their own not  independently
ing media. learning media. developed learning

media, so training is
needed.

7. 80% of teachers are fa- Teachers are familiar Most teachers are fa-
miliar with  digital with digital teaching miliar with digital
teaching media. media teaching media,

which shows the po-
tential for utilizing
technology in learn-
ing.

8. 100% of teachers stated Teachers recognize the All teachers agree
that digital teaching need to wuse digital that digital teaching
media is necessary for teaching media for media are essential in
learning Indonesian, es- teaching  Indonesian, the process of learn-
pecially fantasy stories. especially fantasy sto- ing fantasy story

ries. texts.

9. 50% of teachers an- All teachers responded Teachers responded

swered "good," 20%
answered "happy," and
50% answered that it
would be easier if there
were digital teaching
media that could be
used in learning fantasy
story texts.

positively, enthusiasti-
cally, and indicated that
it would be helpful to
have digital teaching
media that can be used
in teaching fantasy
texts.

positively and enthu-
siastically to the de-
velopment of digital
teaching media that
supports the learning
of fantasy story texts.

Table 2. Results of the Analysis of the Questionnaire on the Needs for Digital Teaching
Media Using Articulate Storyline 3 in Listen Learning to Fantasy Stories in Grade VII
Students at SMPN 1 Bahodopi.

Statement Anal- Problem Identifi- .
No. . . Conclusion
ysis cation
1 97% of students Almost all students The majority of students
have already have access have devices that enable
smartphones/de- to smartphones, but it the use of digital teaching
vices is necessary to ensure media.
that the devices sup-
port learning.
2. 80.6% of students Most students bring The majority of students

their  devices to
school, but there are
still some who do not,

always bring their
smartphones/de-
vices to school.

can utilize smartphones in
learning at school.
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Statement Anal- Problem Identifi- .

No. . . Conclusion

ysis cation
which can hinder dig-
ital access.

3. 92.5% of students Teachers have begun Teachers have utilized
stated that teachers to integrate technol- smartphones/devices as
have used ogy into learning, alt- learning media in an effort
smartphones/de- hough its implemen- to innovate learning.
vices in learning tation is not yet fully

optimal and uniform.

4. 83.6% of students Learning media vary, Various types of learning
use teaching media but some still rely on media are available, but
other than books, conventional media the use of interactive digi-
worksheets, and tal media requires further
other forms of text development.
in learning.

5. 56.7% of students PowerPoint is quite PowerPoint is the main
have learned Indo- popular, but not all digital medium used in In-
nesian using Power- students have experi- donesian language learn-
Point. enced it. ing.

6. 80.6% of students The use of digital me- Digital learning media is
stated that teachers dia is quite high but already widely used in the
have used digital not yet fully evenly classroom by teachers.
technology-based distributed.
learning media in
the classroom.

7. 52.2% of students The use of digital The use of digital teaching
have used digital teaching media spe- media for Indonesian lan-
teaching media in cifically for Indone- guage needs to be devel-
Indonesian language sian language is still oped to be more evenly
learning. limited. distributed and effective.

8. 65.7% of students Interactive learning Most students have experi-
have used interac- applications have be- enced the benefits of inter-
tive learning appli- gun to be used, but active learning applica-
cations in class. have not been fully tions, and there are oppor-

optimized. tunities for further devel-
opment.

9. 77.6% of students Students' knowledge Most students are already
stated that they of fantasy story texts familiar with fantasy sto-
know about fantasy is quite good ries as learning material.
story texts

10.  92.5% of students Digital teaching me- The use of digital teaching

stated that learning
fantasy story texts is
more enjoyable
when using digital
teaching media via

dia increase interest
and enjoyment in
learning

media is very effective in
increasing motivation to
learn fantasy story texts.




438

I. N. Rosiani et al.

Statement Anal- Problem Identifi- .

No. . . Conclusion

ysis cation
smartphones/de-
vices.

11.  100% of students Allstudents acknowl- Digital teaching media are
stated that it would edged the ease of un- very much needed to facil-
be easier to under- derstanding with dig- itate students' understand-
stand the learning ital teaching media ing of the material.
material if digital
teaching media were
used.

12.  92.5% of students Students need flexi- Digital media that can be
want learning to lis- ble digital learning accessed at home is highly
ten to fantasy stories media support out- desired to support inde-
to be supported by side of school. pendent learning.
digital media that
can be used at home.

13. 94% of students Digital media effec- Digital learning media
stated that learning tively improves stu- play an important role in
with digital teaching dents' focus and en- increasing motivation and
media can increase thusiasm for learning. concentration in learning.
motivation and con-
centration in learn-
ing.

14. 97% of students Interactive exercises Interactive practice ques-
want interactive ex- are considered to tions are essential to sup-
ercises and quizzes strengthen under- port mastery of learning
to support their un- standing of the mate- materials.
derstanding of the rial.
material.

15. 74.6% of students Animated visuals can Presenting fantasy stories
expect learning me- increase students' in- with engaging animations
dia that presents fan-  terest in learning. is highly desirable to im-
tasy stories with in- prove understanding and
teresting animated enthusiasm for learning.
images.

16. 86.6% of students Multimedia supports The use of multimedia me-
stated that it is easier optimal understand- dia (images, animations,
to understand the ing of concepts sounds) is important to fa-
material if there are cilitate student understand-
supporting images, ing.
animations, and
sounds.

17. Students stated that There is a need for Multimedia features and

they need digital
teaching media to

multimedia and inter-

interactive quizzes must be
included in the develop-
ment of digital teaching
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Statement Anal- Problem Identifi- .
No. . . Conclusion
ysis cation

listen to fantasy sto-
ries equipped with
animations (70.1%),

active features to sup-
port learning to listen
to fantasy stories.

media to meet the needs of
students.

audio (49.3%), in-
teractive quizzes
(40.3%), images/il-
lustrations (52.2%),
and visual stories
(40.3%).

18.  Students stated that
learning media are
interesting and not
boring if: The media

Interactive and audio-
visual learning media
can increase students'
attention and interest

Interactive media, videos,
and voice narration are im-
portant elements in mak-
ing learning interesting for

are interactive students.
(83.7%),  Fantasy
story videos

(76.1%), and Voice
narration (29.9%).

Table 1 shows the findings from interviews with Indonesian language teachers, where
the majority of respondents (80%) are familiar with learning media other than print-
based media. This indicates an awareness of the importance of media variety in learn-
ing. All teachers (100%) have used media in the learning process, but there is a clear
high dependence on PowerPoint as the main media, with 60% of teachers using it, while
the use of other media is still very minimal (20%). However, only 40% of teachers
consider the existing learning media to be sufficient to support the learning process,
indicating that the majority feel that the media used is not yet optimal. In another aspect,
the level of teachers' ability to produce learning media independently is still low, with
only 20% having made it themselves, which indicates the need for more intensive train-
ing. However, the perception of digital teaching media is very positive, with 80% of
teachers being familiar with it and all teachers stating the need for digital teaching me-
dia, especially for learning fantasy stories. High enthusiasm was also evident from the
responses of teachers who felt that digital teaching media would be very helpful and
facilitate the learning process, indicating high expectations for innovations in digital
learning media. This confirms the high potential of digital teaching media as an inno-
vative solution to improve the quality and motivation of students in learning Indone-
sian.

Table 2 shows the results of the analysis of the questionnaire for seventh-grade
students, which indicates that the conditions are very supportive of the implementation
of digital teaching media, with 97% of students owning smartphones and 80.6% bring-
ing these devices to school. The integration of technology in learning is quite good,
with 92.5% stating that teachers use smartphones and 80.6% stating that digital learning
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media are already used in class. However, the use of specific media in Indonesian lan-
guage learning, such as PowerPoint (56.7%) and digital teaching media (52.2%), can
still be improved. Most students (77.6%) are familiar with fantasy stories, and they are
very enthusiastic about the use of digital teaching media in learning, as evidenced by
92.5% feeling that learning is more enjoyable with digital media, and 100% admitting
that it is easier to understand the material with digital media.

Students also want digital teaching media that can be used at home (92.5%) to
support independent learning, with 94% stating that digital media increases their moti-
vation and concentration in learning. In terms of features, almost all students (97%)
want interactive exercises, 74.6% expect interesting animations, and 86.6% stated that
images, animations, and sounds are very helpful for understanding. According to the
students, ideal media should contain animations, images, audio, interactive quizzes, and
visual stories with videos and voice narration as important elements.

This analysis shows the alignment of needs between teachers and students re-
garding the development of digital teaching media, although a significant implementa-
tion gap was found, requiring a comprehensive and systematic approach. This gap is
triggered by three main factors, namely: (1) educators' over-reliance on a single me-
dium (PowerPoint), (2) limited competence in developing learning media, with only
20% of educators demonstrating creativity, and (3) systemic issues such as facilities
and methods of use that have not been fully utilized. Conversely, the strong aspirations
of students for varied and interactive digital content (85-90%) create positive momen-
tum for change in the learning process.

Furthermore, teachers also needs Articulate Storyline 3-assisted digital teaching
media for teaching seventh-grade fantasy story comprehension, because the current use
of media (mostly PowerPoint) is still suboptimal and limited. The majority of seventh-
grade students have smartphones (97%), want interactive media that can be accessed at
school and home (92.5%), and consider digital media to facilitate understanding
(100%), increase motivation (94%), and equipped with animations (70.1%), interactive
quizzes (40.3%), and audio/visuals to make learning interesting. The development of
this media is very relevant considering the readiness of student infrastructure and the
full support of teachers for multimedia features that support listening skills.

Addressing this gap requires a holistic approach that integrates comprehensive
digital teaching media development programs for teachers, optimization of technolog-
ical infrastructure, development of engaging learning content, and a system supported
by institutions to ensure sustainability, thereby transitioning from awareness of benefits
to active and ongoing implementation.

5 Conclusion

Based on the results of a needs analysis at SMPN 1 Bahodopi, it was found that the
majority of students and teachers are in dire need of interactive digital teaching media
for learning to listen to fantasy stories. Observations and interviews showed that current
learning still relies on textbooks and print media that are less interesting and interactive,
thereby reducing student motivation to learn. In terms of percentage, around 85-90%
of students showed a high need for digital teaching media that could increase their
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engagement and understanding. Meanwhile, around 70-75% of teachers needed
contextual and easily accessible digital teaching media to support more effective and
interesting learning.

This need is in line with the general trend in education, which shows that around
40% of teachers are generally ready to use digital technology in learning, but there are
still obstacles such as limited access and training (around 60% of teachers still feel
unprepared). With the development of interactive, flexible, and multimodal digital
teaching media using Articulate Storyline 3, it is hoped that the needs of seventh-grade
students at SMPN 1 Bahodopi can be met while also supporting the implementation of
the Merdeka Curriculum, which requires active and in-depth learning.
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