
          
Volume 15 No. 2. Juni 2026                        https://ejournal.unibabwi.ac.id/index.php/sosioedukasi/index 
 

 

1386 
 

THE EFFECT OF INTERACTIVE DIGITAL MEDIA AND LEARNING 

MOTIVATION ON SOCIAL SCIENCE LEARNING OUTCOMES  
 

Nurdin1a*, Onik Farida Ni’matullah2b, Rusno3c 

 
1, 2, 3Master of Social Sciences Study Program, Graduate School, PGRI Kanjuruhan University, Malang 

 
aE-mail: nurdin05081983@gmail.com  

bE-mail: onikfarida@unikama.ac.id 
cE-mail: rusno@unikama.ac.id  

 

 (*) Corresponding Author 

nurdin05081983@gmail.com  

 

ARTICLE HISTORY 

Received  : 20-01-2026 

Revised    : 07-02-2026 

Accepted : 15-04-2026 

 

 

KEYWORDS 

Interactive Learning 

Media; Learning 

Motivation; Learning 

Outcomes. 

ABSTRACT 

This research is motivated by teachers’ low self-confidence in using interactive 

digital media, which impacts students’ motivation and learning outcomes in social 

studies. It aims to determine the effect of interactive digital media and learning 

motivation on the learning outcomes of eighth-grade students at SMPN 7 Buton. 

The study employed a quantitative associative explanatory design involving 147 

students from grades VII and VIII. Data were collected through observation, 

interviews, documentation, and closed questionnaires to measure motivation and 

understanding of interactive media. Data analysis used multiple linear regression, 

supported by qualitative analysis from interviews. The results show that interactive 

digital media and learning motivation have a positive and significant effect on 

student learning outcomes, as indicated by the media coefficient (0.342) and 

motivation coefficient (0.415) with a significance level of 0.00 < 0.05. The novelty 

of this research lies in strengthening the synergistic role between interactive digital 

media use and learning motivation as key predictive factors that empirically 

improve learning outcomes, particularly in contexts with limited teacher digital 

competence. These findings suggest that optimizing simple, adaptive, and 

accessible interactive digital media can serve as a practical solution to overcome 

teachers’ technical constraints while significantly enhancing student motivation 

and learning outcomes. 

This is an open access article under the CC–BY-SA license. 

 

 

INTRODUCTION  
Current developments in education show the formation of a dynamic and integrated digital learning system, 

characterized by the use of information and communication technology (ICT) in the learning process (Seifu, 2020). 

This condition requires educators and students to have adaptive skills, critical thinking, creativity, collaboration, and 

the ability to learn continuously according to the demands of the 21st century (Sari et al., 2025). Therefore, formal 

educational institutions need to optimize the use of digital technology to improve the quality of learning. One possible 

implementation is through the use of interactive digital media that can provide a dynamic and participatory learning 
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experience. This aligns with the opinion of (Ahmad et al., 2021) which states that the use of animated videos, 

simulations, online quizzes, and digital learning forums is effective in improving conceptual understanding because it 

involves students' various senses. 

However, some educational institutions still face challenges in creating meaningful learning and lack active 

student engagement, including at SMPN 7 Buton, Buton Regency, Southeast Sulawesi Province, which has not yet 

optimized the use of digital media in learning. Based on initial observations in classes VIII A and VIII C of SMP 

Negeri 7 Buton, social studies learning has utilized technology in the form of projectors to display PowerPoint slides 

on the topic "Social Inequality". However, this utilization is still one-way and not interactive, because the teacher 

tends to read the contents of the slides while students only take notes without any supporting activities such as group 

discussions, digital simulations, or the use of online quiz platforms. 

Informal interviews with students revealed that text-dominated presentations without visual support such as 

images, animations, or videos made learning feel boring. Furthermore, interviews with teachers revealed that the main 

obstacle lies in the suboptimal integration of digital media routinely and thoroughly, despite the availability of 

infrastructure. This situation is exacerbated by teachers' low confidence in utilizing interactive digital media, as well 

as students' fear of making mistakes, which hinders exploration of interactive features. This low teacher confidence is 

a crucial issue because it not only impacts limited media selection but also influences learning designs that tend to be 

passive, so that the potential of interactive digital media is not optimally utilized in social studies learning, which is 

inherently contextual and dynamic. As a result, digital learning has not been able to encourage active participation or 

increase students' intrinsic motivation, so the learning process is still dominated by lecture methods that tend to be 

passive and monotonous. 

This situation leads to a one-way learning process, minimal active participation, and insufficient space for 

students. This learning pattern is also inconsistent with the demands of 21st-century learning, which emphasizes 

student-centered learning and the interactive use of technology. Research by (Rombean et al., 2021) emphasizes that 

effective learning occurs when students are actively involved in the learning process, not just receiving information. 

In addition, research (Mayer, 2024) In multimedia learning theory, it is also explained that the use of interactive digital 

media that involves various senses can significantly increase conceptual understanding compared to passive 

presentation of information. 

However, most previous studies have focused more on the effectiveness of digital media on learning outcomes, 

without in-depth examination of teacher psychological aspects, particularly self-confidence in integrating interactive 

digital media into social studies learning (Hidayat & Suryadi, 2023). Research  (Afifa & Astuti, 2024) shows that the 

use of digital media has been proven to improve student learning outcomes and motivation, but the focus of the study 

is still limited to the learning output aspect. Furthermore, research (Belda et al., 2022) through the TPACK framework 

emphasizes the importance of technological competence, but has not specifically highlighted the dimension of teacher 

self-confidence as a determining factor in the success of digital media implementation. In the context of social studies 

learning that demands the presentation of social phenomena contextually, low teacher self-confidence is a major 

inhibiting factor that has not been widely explored as a research variable. 

Consequently, efforts to optimize the use of digital platforms as a means of delivering material depend not only 

on the availability of technology but also heavily on teachers' technical and pedagogical readiness to manage it. The 

ineffectiveness of digital learning indicates that teachers' competency in using interactive digital media still needs 

improvement, both in terms of platform selection, learning design, and managing student interactions. This aligns with 

the findings of (Wijanarko et al., 2022) through the TPACK framework which emphasizes that effective technology 

integration in learning requires synergy between technological knowledge, pedagogy, and content. In addition, 

research (Lestari et al., 2024) shows that the main barrier in utilizing technology is not only the availability of facilities 

(first-order barriers), but also internal teacher factors such as self-confidence, belief, and teaching readiness (second-

order barriers). Other findings from (Könings et al., 2021) also emphasizes that the quality of learning is greatly 

influenced by the active role of teachers in designing learning experiences that deeply involve students. 

https://ejournal.unibabwi.ac.id/index.php/sosioedukasi/index


          
Volume 15 No. 2. Juni 2026                        https://ejournal.unibabwi.ac.id/index.php/sosioedukasi/index 
 

 

1388 
 

Furthermore, the geographical location of SMPN 7 Buton, located in a coastal area and relatively far from 

urban centers, reinforces the urgency of this research. Limited internet access and digital infrastructure mean that 

interactive digital media cannot be utilized optimally. This condition aligns with findings (Passy & Ovenden-Hope, 

2020), which show that schools in coastal areas tend to experience barriers to technology access, which impacts teacher 

performance in delivering learning materials. Given the characteristics of students with limited access to digital 

learning resources, the use of adaptive and contextual interactive media is increasingly urgent to bridge the learning 

gap. 

Therefore, this study is not only focused on improving the motivation and learning outcomes of eighth-grade 

students of SMP Negeri 7 Buton, but also directed to examine and address teacher problems in optimally utilizing 

interactive digital media. The purpose of the study was to determine the effect of interactive digital media and learning 

motivation on the social studies learning outcomes of eighth-grade students of SMPN 7 Buton, Buton Regency, 

Southeast Sulawesi Province. Thus, it is hoped that there will be synergy between teacher readiness and student 

involvement so that digital learning can take place more effectively, interactively, and meaningfully. 

 

RESEARCH METHODS 
The type of research uses associative quantitative research, with an explanatory approach. This design 

examines the relationship between variables while explaining the influence or causal relationship between the research 

variables. The purpose of the study was to determine the influence of interactive digital media and learning motivation 

on the social studies learning outcomes of grade VIII students of SMPN 7 Buton, Buton Regency, Southeast Sulawesi 

Province. The focus of the study was the use of interactive digital media (X₁) and learning motivation (X₂) as 

independent variables that are suspected to have an influence on social studies learning outcomes (Y) as the dependent 

variable. 

This research was conducted at SMPN 7 Buton, located in Wasaga Village, Pasarwajo District, South Buton 

Regency, Southeast Sulawesi Province. The implementation period was from June to September 2025, covering the 

stages of preparation, implementation, data collection, data analysis, and preparation of the research report. The 

research subjects consisted of 147 students of grades VII and VIII, using a saturated sampling technique (total 

sampling). The interactive digital media used in the research was a social studies learning video based on the CapCut 

application that was designed contextually and systematically. The video was designed by integrating visual elements, 

audio, text, and illustrations relevant to the material, so that it could present information more interestingly and easily 

understood by students. The video preparation was carried out through several stages, namely determining the 

material, preparing a storyboard, editing the video using the CapCut feature, adding audio narration, supporting music, 

and inserting reflective questions in certain parts of the video. Video media is based on the principles of multimedia 

learning that emphasizes the combination of visual and auditory elements to improve optimal information processing. 

Furthermore, the video content is systematically structured, from concept presentations to contextual examples to 

simple practice exercises, encouraging active student engagement throughout the learning process. Interactive 

elements are introduced through the inclusion of prompt questions and reflection breaks, allowing students to think 

critically about the material presented. 

Data collection consisted of initial observations, interviews, and a closed-ended questionnaire using a 5-point 

Likert scale to measure the effectiveness and feasibility of using interactive digital media in social studies learning. 

The initial questionnaire consisted of 13 statements, which were then tested for validity and reliability before being 

used in the study. Data analysis was carried out quantitatively with multiple linear regression tests and qualitative 

analysis of the results of teacher interviews and initial observations. The selection of multiple linear regression tests 

was based on the research objective of analyzing the simultaneous influence of more than one independent variable, 

namely interactive digital media and learning motivation, on the dependent variable, namely social studies learning 

outcomes. This test allows researchers to determine the contribution of each variable partially or together 

(simultaneously), thus providing a more comprehensive picture of the relationship. The criteria for making a 

https://ejournal.unibabwi.ac.id/index.php/sosioedukasi/index
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hypothesis decision if the p-value <0.05, then the hypothesis can be accepted, which indicates that interactive digital 

media and learning motivation have a significant effect on social studies learning outcomes. 

 

RESEARCH RESULTS 
This study aims to analyze the influence of interactive digital media and learning motivation on student learning 

outcomes in Social Studies (IPS) in eighth grade students of SMP Negeri 7 Buton, Buton Regency, Southeast Sulawesi 

Province. The approach used combines quantitative and qualitative data analysis to obtain a comprehensive picture. 

The results show that interactive digital media and learning motivation have a significant influence on improving 

student learning outcomes. This finding is supported by empirical data presented in tabular form and reinforced by 

the researcher's findings in the field. The following description presents a more detailed, systematic, and structured 

explanation of the research results. 

Before the questionnaire instrument was used to measure the effectiveness and feasibility of using interactive 

digital media in social studies learning, the data accuracy was first tested through validity and reliability tests. Validity 

tests were conducted on 13 questions. Analysis using product-moment correlation showed that all questions had a 

correlation coefficient (rxy) greater than the rtable value of 0.291 at a 5% significance level. Thus, all questions used 

in this study have been proven valid. 

After the validity of the test items was confirmed, a reliability test was conducted to determine the instrument's 

consistency. Based on calculations using the Cronbach's Alpha formula, the reliability coefficient was 0.984, 

exceeding the minimum criterion of 0.70, indicating that the instrument was highly reliable and consistent in 

measuring improvements in student learning outcomes. The complete results of the validity and reliability tests are 

presented in Table 1 below. 

 

Table 1. Validity and Reliability Test Results 

Tes Aspects Method Results Information 

Validity Korelasi Product-Moment 13 valid questins Rxy > rtabel (0,291) 

Reliability Cronbach's Alpha 0.984 Reliabel (> 0.70) 

Source: Results of primary data processing using SPSS version 22, 2026. 

The research findings showed that students were able to understand each statement in the questionnaire and 

provided consistent responses to the indicators of interactive digital media use, as demonstrated by minimal confusion 

when completing the instrument and the appropriateness of the answers to classroom learning conditions. This 

indicates that the instrument accurately captured students' learning experiences, particularly with the support of 

interactive videos that helped students reflect on their learning process. 

In line with this, the results of the descriptive analysis indicate that the average student social studies learning 

outcome of 78.56 has exceeded the minimum completion criteria, although the standard deviation of 6.32 indicates 

variations in cognitive abilities between students. This variation is thought to be influenced by differences in access 

to digital media and levels of internal motivation. The average acquisition of interactive digital media use of 78.42 

indicates a relatively high level of technology adoption at SMP Negeri 7 Buton, while the average learning motivation 

of 75.18 is in the strong category, reflecting a positive learning drive. Thus, the integration between understanding the 

instrument, the use of digital media, and learning motivation contributes to the achievement of student learning 

outcomes. Prior to the hypothesis test, prerequisite testing was conducted to ensure the validity of the statistical 

analysis. 

Normality Test: Based on the 2-tailed significance value (Asymp. Sig.) of 0.200 > 0.05, it can be concluded 

that the data are normally distributed. 

Multicollinearity Test: Referring to the Tolerance value of 0.642 > 0.10 and the VIF of 1.558 < 10 for both 

variables, each variable can be viewed as an independent factor that makes a unique contribution to social studies 

learning outcomes at SMP Negeri 7 Buton. 

https://ejournal.unibabwi.ac.id/index.php/sosioedukasi/index
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Heteroscedasticity Test: The significance value obtained for the interactive digital media variable (X1) is 0.432 

and the motivation variable X2 is 0.215, with a significance level of > 0.05, it can be concluded that there is no 

heteroscedasticity problem in the regression model. 

After the prerequisite tests were fulfilled, multiple linear regression analysis was conducted to determine the 

simultaneous and partial influence of the variables of interactive digital media use and learning motivation on students' 

social studies learning outcomes. 

 

Table 2. Results of Multiple Linear Regression Analysis 

Variables Unstandardized B Std. Error Standardized Beta t Sig. 

Digital Media (X1) 0,342 0,042 0,412 8,143 0,000 

Learning Motivation (X2) 0,415 0,045 0,468 9,222 0,000 

Source: Results of primary data processing using SPSS version 22, 2026. 

 

Based on the analysis results in Table 2 above, the Sig. value obtained is 0.000 < 0.05, with a regression 

coefficient of 0.342 for variable X1 and 0.415 for variable X2. This indicates that every one-point increase in learning 

motivation scores will be followed by a 41.5-point increase in social studies learning outcomes. Conceptually, 

interactive digital media functions as an external stimulus that can attract attention and facilitate understanding. 

However, its effectiveness is highly dependent on students' psychological readiness to respond to this stimulus. 

Junior high school students are in the early adolescent developmental phase, and psychological aspects such as 

interest, curiosity, the need for recognition, and the drive to achieve are highly influential factors in learning 

engagement. Students with high motivation tend to be more active in exploring material, make optimal use of available 

media, and exhibit greater learning resilience despite limited resources. Conversely, without strong motivation, the 

use of interactive digital media has the potential to become merely a passive tool that does not significantly impact 

student understanding. 

This more significant influence on learning motivation variables is explained by the psychological tendency of 

junior high school students to be more responsive to internal drives than solely external stimuli. Digital media is 

designed to stimulate initial interest, but learning motivation determines sustained engagement in the social studies 

learning process. Consequently, integrating interactive digital media into social studies learning cannot simply focus 

on technical aspects or sophisticated tools, but must be accompanied by pedagogical strategies that can build and 

maintain student learning motivation. 

Hypothesis testing was conducted using a t-test with H0 stating that there is no significant influence of the use 

of interactive digital media and student learning motivation on social studies learning outcomes, and H1 stating that 

there is a significant influence of the use of interactive digital media and student learning motivation on social studies 

learning outcomes. The results of the hypothesis testing are presented in the following table. 

 

Table 3. t-Test Results 

Variables Unstandardized B Std. Error Standardized Beta t Sig. 

Media Digital (X1) 0,342 0,042 0,412 8,143 0,000 

Motivasi Belajar (X2) 0,415 0,045 0,468 9,222 0,000 

Source: Results of primary data processing using SPSS version 22, 2026. 

Referring to table 3 above, the t-test results show that the interactive digital media variable (X1) has a 

significant effect on learning outcomes (Y) with a t-count value of 8.143 > 1.976 and a significance of 0.00 < 0.05. 

Similarly, the learning motivation variable (X2) also has a significant effect with a t-count value of 9.222 > 1.976 and 

a significance of 0.00 < 0.05, as well as being the most dominant variable in influencing student learning outcomes. 

So it can be concluded that H1 is accepted, meaning that there is a significant influence of the use of interactive digital 

media and student learning motivation on social studies learning outcomes. This finding is reinforced by conditions 

in the classroom which show that students who actively utilize interactive digital media tend to understand the material 

https://ejournal.unibabwi.ac.id/index.php/sosioedukasi/index
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more easily, while students with high learning motivation show more consistent involvement, such as actively asking 

questions, completing assignments on time, and focusing during learning. 

 

Table 4. F-Test Results 

Source of 

Variation 

Sum of Square df Mean Square F Sig. 

Regression 3542,124 2 1771,062 98,421 0,000 

Residual 2591,234 144 17,995   

Total 6133,358 146    

Source: Results of primary data processing using SPSS version 22, 2026. 

Based on Table 4 above, it provides evidence that the use of interactive digital media and learning motivation 

simultaneously influence social studies learning outcomes at SMPN 7 Buton. This is evidenced by the F value obtained 

of 98.421 with a significance level of 0.000 > 0.05. 

Table 5. Coefficient of Determination 

R R Square Adjusted R Square Std. Error of the Estimate 

0.760 0,578 0,572 4,242 

Source: Results of primary data processing using SPSS version 22, 2026. 

The analysis results in table 5 above show an R Square (R2) value of 0.578. This indicates that 57.8% of the 

variation in the social studies learning outcomes variable is influenced by variations in the interactive digital media 

and learning motivation variables. The remaining 42.2% (100% - 57.8%) is explained by other factors not included in 

this research model, such as teacher pedagogical competence, school facilities and infrastructure, home tutoring, and 

family environmental conditions (sociocultural). 

 

DISCUSSION 
This study comprehensively demonstrates that the use of interactive digital media supported by learning 

motivation has a very significant influence on the success of social studies learning of students at SMP Negeri 7 Buton. 

This finding is not only demonstrated through statistical analysis with a contribution value of 57.8%, but also indicates 

a synergistic relationship between technological factors (interactive digital media) and psychological factors (learning 

motivation) in improving the quality of learning. This relatively high contribution indicates that learning success is 

not solely determined by the media, but also by how the media is able to activate students' internal motivation. 

Theoretically, the effectiveness of interactive digital media can be explained through the Cognitive Theory of 

Multimedia Learning developed by Richard E. Mayer, which states that information is processed through two main 

channels, namely visual and verbal (Mayer, 2024). In the context of this research, the use of interactive digital media 

allows for the simultaneous integration of text, images, animation, and audio, thus helping students construct more 

structured and meaningful mental representations. This condition implies a reduction in cognitive load because 

information is presented in a more organized manner, allowing students to allocate their cognitive capacity to 

understand, analyze, and relate social studies concepts more deeply (Alzubi, 2023). Learning that connects visual and 

verbal representations has been proven to improve the quality of students' understanding of the material (Abdurrahman 

et al., 2019).  

In addition to cognitive aspects, the results of this study also emphasize the important role of learning 

motivation as a variable that strengthens the effectiveness of interactive digital media. (Maulidya & Astuti, 2025) 

revealed that interactive learning media can increase the efficiency of material delivery, thus significantly improving 

student learning outcomes. In this study, learning motivation functions as a mediator that bridges the media's influence 

on learning outcomes, where increased motivation encourages students' active involvement in the learning process. 

This aligns with the findings of (Budiariawan, 2019) which shows that students with higher levels of motivation tend 

to have better learning outcomes. 
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This learning motivation is also influenced by the modeling process and outcome expectations as explained in 

social learning theory. (Bazrafkan et al., 2019) states that modeling is closely related to learning methods that not only 

convey knowledge but also display skills, attitudes, and perceptions that can be imitated by students. Meanwhile, 

outcome expectations are related to factors such as interest, satisfaction, completeness, and curiosity that arise as a 

consequence of the learning experience. In the context of SMP Negeri 7 Buton, student motivation develops through 

social interactions, especially when students observe the success of peers or receive verbal encouragement from 

teachers who act as competent social models. This condition shows that positive reinforcement, such as appreciation 

and feedback from teachers, can significantly stimulate student learning motivation. This is in line with Bandura's 

theory which emphasizes that individuals are active agents (self-regulated learners) who are able to control their 

learning behavior based on social observations and experiences (Gupta et al., 2024). Thus, learning motivation in this 

study is not only influenced by learning media, but also by social dynamics and students' internal processes in 

interpreting learning experiences. 

The results of the multiple linear regression test which showed a significance value of 0.000 < 0.05 confirmed 

that the model used in this study has strong predictive ability in explaining the relationship between interactive digital 

media variables and learning motivation on social studies learning outcomes. The regression coefficient value of the 

interactive digital media variable (X1) of 0.342 and learning motivation (X2) of 0.415 indicates that both variables 

make a positive contribution to improving learning outcomes. Specifically, a larger coefficient on the learning 

motivation variable indicates that students' internal factors have a more dominant role than external factors in 

determining learning success. 

The partial t-test results further strengthen these findings, where the interactive digital media variable (X1) has 

a significant influence on learning outcomes with a t-count value of 8.143 > 1.976 and a significance of 0.00 < 0.05. 

Similarly, the learning motivation variable (X2) shows a greater influence with a t-count value of 9.222 > 1.976 and 

a significance of 0.00 < 0.05, as well as being the most dominant variable in influencing student learning outcomes. 

This difference in the strength of influence indicates that interactive digital media functions as a learning stimulus, 

while learning motivation acts as an internal mechanism that optimizes the use of the stimulus. 

In addition to quantitative analysis, the findings of this study were also strengthened by qualitative data from 

interviews with classroom teachers. Based on the interviews, teachers stated that the use of interactive digital media 

made students more enthusiastic and active during the learning process. Teachers revealed that students who had 

previously tended to be passive began to show courage in asking questions, answering questions, and participating in 

class discussions. This demonstrates that interactive digital media not only functions as a tool to assist in delivering 

material but also creates a more dynamic and participatory learning environment (Selfa-sastre et al., 2022). The teacher 

also added that interactive digital media helped simplify the delivery of social studies material, which was previously 

considered abstract and difficult for students to understand. The visualization of images, animations, and systematic 

presentation of the material made it easier for students to grasp the concepts being taught. This finding corroborates 

the results of the regression analysis, which showed that interactive digital media significantly influenced student 

learning outcomes. 

Overall, these findings provide empirical evidence that improved learning outcomes are influenced not only by 

the use of technology-based learning media, but also by students' readiness and internal motivation to learn. The 

integration of interactive digital media and learning motivation creates more effective learning conditions, where 

students not only receive information but are also actively involved in the process of understanding and processing 

knowledge. These results align with research (Thomas et al., 2019) which shows that the combination of learning 

technology innovation and student psychological factors is the key to improving the quality of learning outcomes. The 

implication of these findings is that teachers and education policymakers need to focus not only on developing 

innovative learning media but also on strategies that can increase student motivation. Learning approaches that 

integrate technological and psychological aspects in a balanced way are believed to produce more optimal, sustainable, 

and relevant learning that meets students' needs in the digital age. 
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CONCLUSION 
This comprehensive study demonstrates that the use of interactive digital media and learning motivation 

significantly influence students' social studies learning outcomes at SMP Negeri 7 Buton. This finding is supported 

by quantitative and qualitative data analysis. Quantitatively, the results of the multiple linear regression test showed a 

significance value of 0.000 < 0.05, indicating a significant model. The regression coefficients for the interactive digital 

media variable were 0.342 and learning motivation was 0.415, indicating a positive influence on learning outcomes, 

with learning motivation being the most dominant variable. 

The partial t-test results also indicated that interactive digital media significantly influenced learning outcomes, 

with a calculated t-value of 8.143 > 1.976 and a significance level of 0.00 < 0.05. Similarly, learning motivation had 

a greater influence, with a calculated t-value of 9.222 > 1.976 and a significance level of 0.00 < 0.05. Thus, the research 

hypothesis was accepted, indicating a significant influence between the use of interactive digital media and learning 

motivation on students' social studies learning outcomes. 

Qualitatively, interviews with teachers indicate that the use of interactive digital media can increase student 

enthusiasm, participation, and engagement in learning. Students become more active in asking questions and 

discussing, and more easily understand social studies material that was previously considered abstract. These findings 

indicate that interactive digital media not only statistically improves learning outcomes but also positively changes 

students' learning behavior. 

Overall, this study confirms that improvements in social studies learning outcomes are influenced not only by 

technological factors but also by internal student factors, particularly learning motivation. The integration of 

interactive digital media and learning motivation can create more effective, interactive, and student-centered learning. 

Therefore, it is recommended that teachers optimize the use of interactive digital media, coupled with strategies to 

increase learning motivation and supported by the provision of adequate technological facilities. This way, the quality 

of social studies learning can be optimally and sustainably improved. Furthermore, schools need to initiate workshops 

or training programs for teachers to independently create interactive digital media to boost their confidence and digital 

competence. This program is expected to provide concrete solutions to overcome the technical challenges faced by 

teachers, while also encouraging ongoing professional development, thereby optimally and sustainably improving the 

quality of social studies learning. 
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