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Abstract 
Interactive media in moral learning is the use of various digital tools such 
as educational games, simulations and interactive videos to support the 
process of teaching moral values and good attitudes. This media aims to 
increase student involvement and provide a more in-depth and 
personalized learning experience, enabling students to understand and 
internalize moral values more effectively. The study in this research uses 
literature research methods. This research concludes that the use of 
interactive media significantly increases students' involvement and 
understanding in the context of learning morality knowledge. For 
students who receive interactive media education, active engagement is 
higher, and they are able to find connections between moral values and 
real-life situations, which significantly deepens their students' 
understanding of the consequences of their actions. Additionally, 
popular interactivity provides real-time feedback opportunities, meaning 
that timely and personalized corrections provide the motivation for 
clearer and more effective directional cues, and more effective and 
efficient classroom management. Simultaneously, despite the 
importance of digital elements in teaching ethics, the literature points to 
the importance of integrating online strategies with traditional methods 
so that the learning environment is holistic and balanced. Thus, 
interactive media will prove its effects, to a certain extent, based on a 
consistent relationship with comprehensive understanding. These 
findings collectively confirm the relevance of improving technology 
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infrastructure and teacher skills for its use to provide the greatest 
benefit. 

Keywords: Effectiveness, Moral Learning, Interactive Media 
 
INTRODUCTION 

The acceleration of the flow of information in today's era of 

globalization requires all areas of life to adjust their vision, mission, goals and 

strategies so that they suit needs and are not outdated and remain on the 

right track. These adjustments directly change the order in macro and micro 

systems. For this reason, the education system must always be developed in 

accordance with the needs and developments that occur both locally, 

nationally and globally (Nursalam et al., 2023). 

Learning is a process of transferring knowledge, forming students' 

attitudes and behavior through messages contained in teaching materials. A 

phenomenon that often occurs is when the learning messages conveyed by 

educators always or more lead to rigid and monotonous conventional 

learning. This phenomenon requires educators to be more professional in 

teaching because the key to success in the learning process is determined by 

professional educators. According to Fachrudin and Ali Idrus, they explained 

that teacher professionalism is the main key to the smooth and successful 

learning process in schools. Because only professional teachers can create an 

active situation for students in learning activities (Anggraeni & Komalasari, 

2022). 

An educator's expertise in teaching which is supported by relevant 

methods related to teaching material and accompanied by learning media is 

able to increase students' understanding of content and meaning, so that the 

teaching material delivered by the teacher can be absorbed by students 

perfectly. Research conducted on the use of instructional media in the 

teaching and learning process came to the conclusion that the students' 

learning processes and outcomes showed significant differences between 

teaching without media and teaching using media (Ambarita et al., 2022). 

Therefore, the use of teaching media in the teaching process is highly 

recommended to improve the quality of teaching. 

The success of learning is strongly supported by choosing the right 

methods and media. Learning will be effective and efficient if students are 

able to be invited to think actively and creatively through various activities 

that lead to the core of the learning process being taught (Ploetzner, 2022). In 

this way, students will have competencies that are in line with the demands of 
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the times. One way is to use interactive multimedia as a tool to clarify the 

teaching material presented in learning Aqidah Akhlak. In line with 

technological developments, especially in the field of education, currently the 

use of learning tools or media is becoming increasingly widespread and 

interactive, computer-based via the internet network. Apart from that, the 

development of science and information technology demands a shift from 

contentional paradigm learning towards technology-based learning. 

The success of learning is strongly supported by choosing the right 

methods and media. Learning will be effective and efficient if students are 

able to be invited to think actively and creatively through various activities 

that lead to the core of the learning process being taught. In this way, 

students will have competencies that are in line with the demands of the 

times. One way is to use interactive multimedia as a tool to clarify the teaching 

materials presented in Akidah Akhlak learning (Trisnantari et al., 2024). 

In line with technological developments, especially in the field of 

education, currently the use of learning tools or media is becoming 

increasingly widespread and interactive, computer-based via the internet 

network. Apart from that, the development of science and information 

technology demands a shift from contentional paradigm learning towards 

technology-based learning (Sulistyaningrum et al., 2024). 

The quality of education can be improved, one of the ways is by 

changing learning, which is generally still monotonous, using the help of 

interactive media. Interactive media is a combination of digitally manipulated 

text, animation, graphic art, and video elements that are equipped with 

controllers and can be operated by the user. The use of interactive media 

makes the teaching and learning process more powerful, where technology-

based communication between students provides added value in 

communication skills. Learning media is one of the supports for the success of 

learning objectives, because media is used as a tool to create active, fun and 

effective learning situations. With this technological progress, integration of 

science with Islamic values is necessary, because students will gain knowledge 

that is strengthened by faith and piety (Chen et al., 2023). Therefore, 

educators are expected to be able to design learning media that is interesting 

and can connect it with moral learning. 

 

RESEARCH METHOD 

Thei study in this reise iarch is qualitative i with liteirature i. Thei liteirature i 

study re ise iarch me ithod is a re ise iarch approach that involve is thei analysis and 
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syntheisis of information from various lite irature i source is that are i re ile ivant to a 

particular re ise iarch topic. Documeints take in from liteirature i re ise iarch are i 

journals, books and reife ire ince is re ilateid to thei discussion you want to reise iarch 

(e iarle iy, M.A. 2014; Snydeir, H. 2019). 

 

RESULT AND DISCUSSION 

The Concept of Morals in Education 

Morals or morality come is from the i Arabic word "khuluq" which me ians 

habit or characte ir. In thei e iducational conteixt, morals re ife ir to be ihavior that 

re ifle icts e ithics, morals and manneirs which are i re icorde id and give in to studeints 

by thei community. This article i will use i thei te irms inte irchangeiably. Morals 

includei value is such as honeisty, re isponsibility, mutual re ispe ict, and many 

otheirs (. e it al., 2022). eithical eiducation aims to shape i thei characte ir of 

stude ints so that theiy not only beicome i smart but also have i high e ithics that 

will guidei theim through eiveiryday life i. Morals in eiducation havei an important 

rolei in cre iating good individuals as socieity's human re isource is. Morals in 

e iducation makei stude ints continuei to give i back to socieity. Individuals arei 

good in socieity's vie iw. Be icause i e ive iry individual, wheitheir te ie inage ir or adult, 

has a taste i for valueis, it is important to give i theim good morals from an e iarly 

age i. Morals in e iducation einsurei that the ire i is mutual undeirstanding be itweie in 

stude ints and theiir te iache irs. This mate irial brings stude ints to talk togeitheir 

about thei hope is of theiir socie ity in time is that will havei good and bad 

opportunitieis (Rahmah, 2023). 

Apart from that, moral te iaching in se icondary schools also aims to 

cre iate i a morei harmonious and conducive i leiarning einvironmeint. In paying 

atteintion to characte ir and moral eiducation, school eiducation seie iks to creiatei 

a culture i of mutual reispe ict and toleirance i, coopeiration and disciplinei among 

stude ints. eiffe ictive i moral teiaching in se icondary schools also improveis thei 

quality of social inteiraction be itweie in stude ints and thei pre iparation of studeints 

in socieity, in carrying out otheir e iducation towards re iliable i and harmonious 

youth (Magyar, 2022). Apart from that, teiaching morals aims to cre iate i a more i 

harmonious and conducivei leiarning e invironmeint, wheire i not only 

achie ive imeint is pursue id, but also holistic characte ir de ive ilopmeint. Thus, moral 

e iducation supports thei teiaching and le iarning proce iss. The i ide ial stude int is a 

stude int who leiarns both acade imically and in characteir building. 
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Interactive Media in Education 

Inteiractive i me idia is a tool or platform that allows useirs to activeily 

participate i in thei communication or information proceiss, rathe ir than beiing 

just passive i re icipie ints. This me idia include is various forms of digital te ichnology 

such as mobile i applications, we ibsiteis, vide io game is, e i-books, and social meidia 

platforms that e inable i two-way inteiraction beitweie in use irs and conteint. Thei 

main advantage i of inteiractive i me idia is its ability to creiate i a morei pe irsonal, 

dynamic and eingaging e ixpe irie ince i, theire iby increiasing use ir unde irstanding and 

e ingage ime int (Meing & Wang, 2024). 

Onei eixample i of inteiractive i me idia is an onlinei leiarning application such 

as Duolingo, which allows useirs to le iarn a fore iign language i through a se irie is of 

e ixe ircise is that can bei adapte id to eiach use ir's skill le iveil. Thei app also provide is 

imme idiate i fe ie idback and gamification fe iature is such as re iwards and le iveils to 

maintain leiarning motivation. Anotheir e ixample i is social me idia platforms such 

as Instagram, which allow use irs to upload photos and videios, as we ill as 

inteiract dire ictly through commeints, like is, or private i me issage is (Zhang, 2022). 

In addition, inteiractive i ne iws we ibsite is such as The i Ne iw York Time is also 

provide i inteirface i e ile ime ints that allow reiade irs to click, scroll, and inteiract with 

inteiractive i graphics or article is to obtain morei in-de ipth, conteixt-rich 

information. 

Inteiractive i me idia plays a crucial rolei in thei leiarning proce iss be icause i of 

its ability to make i subje ict matte ir more i inteire isting and eiasy to undeirstand. 

Through feiature is such as videios, quizze is, simulations and eiducational game is, 

stude ints can leiarn in a more i dynamic and participatory way. This not only 

incre iase is stude int eingage ime int, but also allows theim to leiarn in a morei 

conteixtual and applicable i way. By using inteiractive i meidia, te iache irs can 

pre ise int leiarning mate irial more i cre iative ily and compreihe insiveily, so that theiy 

can accommodatei various stude int leiarning styleis, from visual, auditory, to 

kine istheitic (Mughni & Nurgiansah, 2024). 

Thei main beine ifit of using inteiractive i me idia in leiarning is increiasing 

stude int motivation and atteintion. Whein studeints fe ieil dire ictly involveid in thei 

le iarning proce iss, theiir le ive il of re ite intion and undeirstanding of thei subje ict 

matteir te inds to bei higheir. Apart from that, inteiractive i me idia also allows seilf-

pace id le iarning, wheire i studeints can leiarn according to theiir own pace i and 

abilitie is. Fe iature is such as livei fe ie idback and pe irformance i analysis also providei 

stude ints and teiache irs with use iful insights into leiarning progre iss, making it 

e iasie ir to ide intify are ias that neie id improve ime int (Fitria, 2023). Ove irall, 
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inteiractive i me idia not only einricheis thei leiarning eixpe irie ince i, but also 

e incourage is more i e iffe ictivei, e injoyable i and sustainable i leiarning. 

 
Moral Learning Using Interactive Media 

Inteiractive i me idia-base id moral leiarning is an eiducational approach that 

inteigrate is digital teichnology and inteiractivei tools to teiach moral and eithical 

value is to studeints. Through thei use i of applications, game is, animate id vide ios, 

simulations and ei-le iarning platforms, studeints are i inviteid to eixplore i moral 

conceipts such as honeisty, reisponsibility, e impathy and reispe ict in a more i in-

de ipth and conteixtual way. This approach provide is space i for stude ints to not 

only reice iivei information passive ily, but also active ily participate i in a fun and 

challeinging le iarning proce iss (Farach e it al., 2022). 

Inteiractive i me idia-base id moral le iarning offe irs various significant 

be ineifits. Onei of its advantage is is thei ability to makei moral leiarning morei 

inteire isting and reile ivant for studeints, e ispe icially in thei curre int digital eira. 

Through inteiractive i activitieis, studeints can more i eiasily unde irstand and apply 

moral value is in reial situations simulateid by inteiractive i me idia. In addition, this 

me ithod also allows providing dire ict feie idback which heilps stude ints in seilf-

re ifle iction and beitteir unde irstanding of good and bad be ihavior (e ixposto, 

2022). Thus, this approach not only streingtheins theiore itical knowleidge i about 

morals, but also supports thei holistic deive ilopmeint of studeints' characteir. 

Onei eixample i of thei application of inteiractive i meidia in moral leiarning is 

thei usei of eiducational game i applications speicifically deisigne id to teiach moral 

value is to childrein. For e ixample i, a game i that inviteis playe irs to he ilp thei main 

characte ir comple itei various challeingeis by choosing actions that are i in 

accordance i with thei value is of honeisty, re isponsibility and eimpathy. e iveiry timei 

playe irs make i the i corre ict choice i, theiy ge it points or awards, as we ill as an 

e ixplanation reigarding thei importance i of thei chose in moral value i (Zafrullah e it 

al., 2024). In this way, stude ints not only leiarn about moral conce ipts 

theioreitically, but also inteirnalize i the ise i value is through fun inteiractive i 

e ixpe irie ince is. 

Apart from game is, thei use i of animation and inteiractive i vide ios can also 

be i an e iffe ictive i tool in moral leiarning. For e ixample i, an e i-le iarning platform 

provide is a se irie is of inteiractive i story vide ios wheire i studeints can deiteirmine i thei 

storylinei base id on theiir choice is. Theise i storie is can de iscribe i e ive iryday 

situations that eimphasize i the i importance i of eimpathy, coopeiration and 

toleirance i. Studeints can activeily participate i by choosing thei actions of 

characte irs in thei story and seie iing the i conseique ince is of eiach choicei theiy 
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make i. This heilps stude ints to undeirstand thei impact of theiir actions and 

de iveilop critical thinking skills and se ilf-re ifle iction reigarding moral value is 

(Sholihah & Astutik, 2024) 

 
Benefits of Using Interactive Media in Moral Learning 

Thei use i of inteiractive i me idia in moral le iarning offe irs various significant 

advantage is. Onei of thei main be ineifits is increiase id stude int eingage ime int and 

motivation. Inteiractive i me idia such as e iducational game is, vide ios and 

simulations providei a more i inte ire isting and dynamic le iarning e ixpe irie ince i than 

conveintional meithods. Studeints are i inviteid to activeily participate i in leiarning 

activitieis, so that it is e iasie ir for the im to unde irstand and inteirnalize i thei moral 

value is taught. With thei ability to inteiract dire ictly with thei mate irial, stude ints 

are i more i motivate id to leiarn and undeirstand moral conce ipts in de ipth 

(Mawaddah e it al., 2023). 

Anotheir advantage i is fleixibility in leiarning. Inteiractive i meidia allows 

stude ints to leiarn at theiir own pace i and leiarning stylei. Theiy can acce iss 

mate irials anytime i and anywheire i, which is veiry useiful e ispe icially in today's 

digital e ira. In addition, inteiractive i me idia can also bei adapte id to individual 

stude int neie ids, allowing for peirsonalization in moral leiarning. Fe iature is such as 

livei fe ie idback and pe irformance i analysis heilp studeints undeirstand theiir 

progre iss and are ias that neie id improve ime int, so that leiarning be icomeis morei 

e iffe ictive i and focuse id (Karimah & Wati, 2023). 

e ivein though it has many advantage is, thei use i of inteiractive i me idia in 

moral le iarning also face is a numbe ir of challeinge is. Onei of the i main challe ingeis 

is thei neie id for ade iquate i teichnological infrastructure i. Not all schools or 

stude ints have i acce iss to thei teichnological de ivice is and inte irneit neie ide id to 

optimize i thei use i of inteiractive i me idia (Garrand, 2023). This can le iad to gaps in 

acce issibility and quality of leiarning be itweie in studeints who havei acce iss to 

teichnology and thosei who do not. In addition, thei costs of deive iloping or 

purchasing quality inteiractive i me idia can also be i a barrie ir for some i e iducational 

institutions. 

Anotheir challeinge i is thei difficulty in me iasuring thei e iffe ictive ineiss of 

moral leiarning through inteiractive i me idia. Although this meidium can providei 

dire ict fe ieidback and pe irformance i analysis, me iasuring thei inteirnalization of 

moral value is and changeis in studeint be ihavior in thei reial world re iquire is a 

more i compre iheinsive i approach. In this case i, collaboration is ne ieide id be itwe ie in 

teichnology and eiducators to einsure i that moral leiarning not only runs 

teichnically, but also has a positivei impact on thei de iveilopme int of studeints' 
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characte ir. e iducators also ne ie id to be i traine id to be i able i to use i inte iractive i 

me idia e iffe ictive ily and inteigrate i it with traditional leiarning me ithods, so as to 

cre iate i balance i and syne irgy in thei moral e iducation proceiss (Me igawati & 

Pale ivi, 2024). 

By unde irstanding theise i advantage is and challe inge is, e iducational 

institutions can plan morei e iffe ictivei strate igie is in imple ime inting inteiractivei 

me idia for moral le iarning, so that thei goals of characte ir e iducation can be i 

achie ive id optimally. 

 
Effectiveness of Interactive Media in Moral Learning 

Inteiractive i me idia has be ie in prove in e iffe ictive i in supporting moral 

le iarning through various studie is and practical e ixpe irie ince is in thei fie ild. Onei 

important aspe ict that e insure is this e iffe ictive ineiss is its ability to incre iase i 

stude int eingage ime int. Through eiducational game i applications, simulations and 

inteiractive i vide ios, studeints can be i active ily involveid in thei le iarning proce iss 

(Faisal e it al., 2023). This not only make is leiarning more i inteire isting, but also 

heilps stude ints to morei e iasily unde irstand and re ilatei moral value is to reial 

situations in theiir liveis. Thei use i of inteiractive i teichnology allows studeints to 

e ixpe irie ince i thei impact of the iir moral choiceis, which de ie ipe ins theiir 

undeirstanding of thei conseique ince is of theiir actions. 

In addition to higheir e ingage ime int, inteiractive i me idia also supports 

le iarning eiffe ictive ine iss by providing imme idiate i and pe irsonalize id fe ie idback. In 

moral le iarning, time ily fe ie idback is e isse intial to heilp stude ints re ialize i theiir 

mistake is and unde irstand how to corre ict theim. Inteiractive i me idia can provide i 

re ial-time i pe irformance i analysis, so stude ints can se iei the i e ixteint to which theiy 

are i practicing the i moral valueis taught. It also allows teiache irs to morei eiasily 

ide intify are ias that reiquire i spe icial atteintion and providei more i targe ite id 

guidance i to studeints (Tsai eit al., 2024). 

 
Personal and Adaptive Approach 

Thei eiffe ictive ine iss of inteiractive i me idia in moral leiarning is also 

e inhanceid by thei ability of this te ichnology to adapt to individual stude int 

neie ids. Inteiractive i leiarning syste ims are i oftein eiquippe id with adaptive i 

me ichanisms that can adjust thei leive il of difficulty and conteint base id on thei 

stude int's progre iss and le iarning pace i. This allows e iach stude int to leiarn at a 

le iveil appropriate i to theiir abilitie is, incre iasing le iarning e iffe ictiveine iss (Aryanto 

e it al., 2023). For eixample i, if a stude int shows a good undeirstanding of onei 

moral value i, subse ique int conteint can be i organize id to introducei more i compleix 
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challeinge is re ilate id to that valuei. Conve irse ily, if a stude int is struggling, the i 

systeim can offe ir additional mateirial or simple ir e ixe ircise is to einsure i be itteir 

undeirstanding. 

Howeive ir, although inteiractive i me idia has many advantage is, its 

e iffe ictive ineiss also de ipe inds gre iatly on how thei me idia is use id in an e iducational 

conteixt (Azizah e it al., 2022). It is important to notei that inteiractive i me idia is 

most eiffe ictive i whe in useid as a comple ime int to, not a re iplace ime int for, 

traditional leiarning me ithods. Thei combination of digital and traditional face i-

to-face i approache is can cre iate i a more i balance id and holistic leiarning 

e invironmeint. Teiache irs continuei to play a ke iy role i in guiding, motivating, and 

asse issing stude ints, as we ill as e insuring that thei use i of te ichnology supports 

oveirall moral le iarning goals. Thus, inte iractive i me idia can be i a ve iry e iffe ictivei 

tool in moral leiarning, as long as it is inteigrate id with a compre iheinsive i and 

appropriate i e iducational strateigy. 

 
CONCLUSION 

A liteirature i re ivie iw re igarding the i e iffe ictive ineiss of inteiractive i me idia in 

moral le iarning shows that this me idia significantly incre iaseis stude int 

e ingage ime int and undeirstanding. Through thei application of e iducational 

game is, simulations and inteiractive i vide ios, studeints can bei morei active ily 

involveid in the i le iarning proce iss, which make is moral value is e iasie ir to 

undeirstand and inte irnalize i. Inteiractive i me idia also allows stude ints to reilatei 

moral value is to re ial-life i situations, so the iy can se ie i and fe ie il thei impact of the iir 

moral choiceis, which deie ipe ins theiir undeirstanding of thei conseiqueince is of 

actions. In addition to higheir e ingage ime int, inteiractive i me idia also provide is fast 

and pe irsonalize id fe ie idback, which is ke iy in moral le iarning. Re ial-time i fe ie idback 

allows studeints to immeidiate ily reicognize i theiir mistake is and unde irstand how 

to correict theim. This also make is it e iasie ir for te iache irs to ide intify are ias that 

neie id spe icial atte intion and providei more i targe iteid guidance i. This approach 

incre iaseis thei eiffe ictive ineiss of leiarning by e insuring that eiach studeint reice iive is 

support appropriate i to theiir neie ids. 
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