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1. Introduction  

Technological developments have brought significant changes in the world of education, including at the elementary 

school level. The events that hit the world with the outbreak of Corona disease that occurred in early 2020 brought many 

changes to the layers of world society, especially in the world of education. The effects of the COVID-19 pandemic have 

changed all existing systems in the world of education, namely the learning system that was originally carried out face-

to-face (offline or offline) to virtual face-to-face (online or online), making it difficult for educators to carry out teaching 

and students to receive subject matter (Kurniasari Rahmawati et al., 2023).  

In the current era of globalization, the development of the digital era in literacy is one of the important parts. At this 

time, technological developments and ways of learning from students are very influential. So the digital literacy 

movement in elementary schools is seeking to be applied to educational units in facing the 21st century era. Gilster 

(1998), states that digital literacy skills are a person's ability to obtain information from various digital sources. As digital-

based interactive learning media is increasingly important in the world of education, it is an integral part of life, including 

in the learning process, so it is hoped that the use of interactive digital media can increase the effectiveness and quality 

of student learning (Listrianti et al., 2023). 

Interactive digital media emerges as a potential learning tool to increase student engagement and learning 

effectiveness. Learning based on interactive digital media, in the learning process will be interesting for students, because 

learning media is a strategic component in delivering subject matter to students (Londa, 2022). The role of interactive 

digital media in the learning process is expected to provide opportunities for students to find a wider range of learning 

resources, develop critical skills in solving various problems, and be able to collaborate so that interactive digital learning 

plays a role in active, constructive learning of knowledge, exploration, and inquiry in students (Fitria & Muthi, 2024).  

Learning process using interactive learning media, the benefits that will be obtained are, the delivery of teaching 

materials can be standardized, the learning process becomes clearer and more interesting, the learning process becomes 

more interactive, the efficiency of time and energy in the learning process can improve the quality of student learning 
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outcomes, with the existence of interactive digital media allows the learning process to be carried out anywhere and 

anytime, fostering a positive attitude of students towards the learning material and process, and changing the positive 

role of the teacher and being more productive in preparing learning materials (Wahid, 2018). 

Strategically, Basic Education is very important in organizing formal education from an early age, because Basic 

Education serves as the foundation for success in accessing higher levels of education (Simorangkir et al., 2023). 

Interactive learning digital media can encourage the active role of elementary school students in the learning activity 

process. With the existence of interactive digital media, it is hoped that the direct involvement of all elementary school 

students in learning through various interactions and activities. Each element of interactive digital media must support 

the achievement of learning objectives and can help elementary school students achieve the expected competencies. As 

for the design of interactive digital media, it is ensured that the integration between the content of the learning material, 

visual appearance, and the interaction to be conveyed is interrelated (Satrio Utomo, 2023). Interactive digital media in 

learning means that educators can use digital technology effectively and ethically to access, evaluate, and utilize 

information (Setiadi et al., 2024). This study aims to review the existing literature on the use of interactive digital media 

in learning in elementary schools. 

 

2. Methodology  

The research method used is a literature review, which analyzes various articles related to using digital interactive media 

in learning in elementary schools. The first step is the search and selection of relevant review literature from various 

sources, such as scientific journals, research articles, books, and publications related to Interactive Digital Media for 

Learning in Elementary Schools. The results of this study show that interactive digital media can significantly improve 

student learning outcomes and prepare students to enter the increasingly evolving digital world. A literature review is a 

theory that is collected and analyzed and several research findings that are sought and relevant, so it does not only collect 

related circuits (Zed, 2004). 

 

3. Results and Discussion  

Various literature studies on interactive digital media for learning in elementary schools, referring to technology-based 

learning have competence in increasing student engagement and understanding of learning content. 

 

3.1 Definition of Interactive Digital Media for Learning in Elementary Schools 

Interactive digital media, according to Munir (2021), is a media that combines sound, text, graphics, video, and animation 

to convey messages or information to users interactively. Interactive digital media is defined by England and Finney 

(2019) as the integration of digital media consisting of a combination of electronic text, graphics, moving images, and 

sound into a structured digital environment that allows people to interact with data properly.  

Vaughan (2020) states that interactive digital media consists of a combination of two or more types of media, such 

as text, audio, images, animations, videos, and graphics that allow users to control the instructions and/or natural behavior 

of the presentation. Interactive digital media can be defined as a tool that can be used to create dynamic and interactive 

presentations that combine text, graphics, animation, audio, and video, and allow users to create, interact, and 

communicate with each other, according to Darmawan (2022). Interactive digital media is multimedia that has a control 

device that can be used by users to choose the next process, according to Sutopo (2023). According to Darmawan (2021), 

interactive digital media is a tool that can be used to create dynamic and interactive presentations that combine images, 

video, audio, text, animation, and graphics. Hasirul (2020) stated that interactive digital media is a teaching delivery 

system that uses computer control to present recorded video content to the audience. Not only can viewers hear and see 

video and sound, but they can also provide active responses. 

 It can be concluded that interactive digital media in learning is By considering the various definitions above, it can 

be concluded that interactive digital media is a type of media that combines various digital elements such as text, graphics, 

audio, video, and animation in a structured and interactive form. It allows users to actively interact with content, provide 

responses, and control the flow of information as per their needs. Interactive digital media for learning in elementary 

schools is a digital technology-based tool or means that allows two-way interaction between users (students) and learning 

content. Interactive elements such as animations, sounds, videos, and virtual hands-on activities increase student 

engagement in the learning process (Yılmaz et al., 2020).

Interactive digital media in elementary schools, according to Sarker et al. (2019), helps students understand the 

subject matter more engagingly and memorably. They also support different learning styles and different levels of 

understanding of students. In addition, Troussas et al. (2021) emphasized that the use of interactive digital media in 

elementary schools can increase creativity, increase students' motivation to learn and build digital skills necessary for the 

future. However, its success depends heavily on proper design and integration with the curriculum, as well as teachers' 

teaching strategies. Interactive digital media for learning in elementary schools is a digital technology-based learning 

tool that allows two-way interaction between students and subject matter. This media consists of various multimedia 

components, such as text, images, sound, video, and animation, and can be accessed through electronic devices such as 

computers, tablets, or smartphones. The goal is to make the learning experience of elementary school students more 
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engaging, interactive, and effective (Mayer & Moreno, 2020). Digital interactive media has the following characteristics, 

according to Bates (2022), interactivity allows students to interact with lessons directly. 

Multimedia is a combination of various types of media in one platform. Adaptability: can be tailored to the unique 

needs and abilities of students. Direct feedback: provide immediate feedback on student input. Accessibility: through 

digital devices, it is possible to access content anytime and anywhere. In basic learning, the use of interactive digital 

media has been shown to improve student motivation, their engagement, and their understanding of the subject matter 

(Wang et al., 2021). Interactive digital media for learning in elementary schools is a modern learning tool that utilizes 

digital technology to make learning more interactive, interesting, and effective. By combining various multimedia 

components and allowing students to interact directly with the content, this medium has the potential to improve the 

quality of learning in elementary schools. 

 

3.2 The Use of Interactive Digital Media in Learning in Elementary Schools  

Digital technology has changed the world of education, including elementary schools. Interactive media is becoming an 

increasingly popular tool for improving student learning and engagement, and recent research shows that the use of these 

media in primary schools is beneficial. Research conducted by Papadakis et al. (2023), the use of tablet-based educational 

applications can improve the early math skills of children aged 4-7 years. The study shows that digital apps provide direct 

feedback and interactivity, which helps children understand math concepts better. In contrast, Luo et al. (2022) 

investigated the application of augmented reality (AR) in science learning in elementary schools. They found that AR 

technology can help students be more interested in learning and better understand complex scientific concepts. Interactive 

3D visualization helps students understand natural phenomena. 

Educational digital games are software that aims to improve students' problem-solving skills or students' learning 

in computer games (Acquah & Katz, 2020). Educational games are currently used in fields such as science, medicine, 

mathematics, and language teaching to acquire problem-solving and strategic thinking skills (Prensky, 2008). Using 

interactive digital media must be done carefully. A meta-analysis by Chen et al. (2023) shows that many things affect 

how effective interactive digital media is; This includes teacher support, pedagogical design, and proper integration with 

the curriculum. Interactive digital media can improve the quality of learning in primary schools, but their use must be 

well-planned and supported by adequate training for teachers. 

 

3.3 The Effectiveness of Interactive Digital Media in Learning in Elementary Schools 

The use of interactive digital media provides extraordinary benefits to learning in elementary schools. Interactive digital 

media not only motivates elementary school students' concentration but can also improve student learning outcomes by 

learning objectives. Interactive digital media has been shown to increase student motivation and engagement during the 

learning process. According to research conducted by Mayer et al. (2020), interactive learning applications increase 

student interest by 35% compared to conventional learning approaches. Facilitates understanding of abstract concepts: 

Interactive visualizations and simulations improve students' understanding of abstract concepts. A study conducted by 

Johnson & Smith (2021) found that students who used interactive digital media understood basic math concepts 28% 

better. Interactive digital media supports self-paced learning, allowing students to learn at their own pace. A longitudinal 

study conducted by Brown et al. (2022) found that using digital learning platforms for one academic year increased 

students' self-learning ability by 40%. Improves information retention: Digital media with interactivity and multisensory 

improves information retention. Interactive learning increases students' information retention by 25% compared to 

conventional learning, according to a meta-analysis by Garcia & Lopez (2023). 

Develop digital skills: The use of interactive digital media helps students acquire essential technological skills. A 

longitudinal study by Chen et al. (2021) found that after two years of using digital learning media, the digital literacy of 

elementary school students increased significantly. Facilitates collaborative learning: Interactive digital learning 

platforms support student cooperation. Research by Taylor & Wilson (2022) found that digital-based collaborative 

learning applications improve students' cooperation skills by 30%. Real-time feedback from interactive digital media 

allows students to receive feedback instantly. A study conducted by Anderson et al. (2023) showed that traditional 

feedback methods did not result in a 22% improvement in the academic performance of students who utilized digital 

platforms. Increasing students' desire to learn, elementary school students have found that interactive digital media 

significantly increases their desire to learn. Students are more involved and enthusiastic in the learning process. Hwanget., 

al, 2021). Development of critical thinking skills: Interactive activities with digital media, such as problem-solving and 

concept exploration, can help students improve their critical thinking skills (Falloon, 2020).

Improved conceptual understanding: Visualization and simulation in interactive digital media, especially in the fields 

of science and mathematics, help students better understand abstract concepts. According to Hwang et al., 2020). 

Customizing learning: Interactive digital media allows learning to be tailored to the needs and pace of individual students. 

According to Xie et al. (2019). Increased collaboration between students: In group learning, the use of interactive digital 

media improves students' collaboration and social skills. (Sung et al., 2022). Improved knowledge retention: Compared 

to conventional learning approaches, students who learn through interactive digital media show a higher level of 

knowledge retention (Chen et al., 2020). Digital literacy development: The development of students' digital literacy is 
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aided by the use of interactive digital media from an early age. This is an important skill in the digital age (Luo et al., 

2021).  

 

3.4 Challenges in the Implementation of Interactive Digital Media in Elementary Schools 

Interactive digital media has become an integral part of modern education, including at the primary school level. 

However, its implementation cannot be separated from various challenges. Here are some of the key challenges faced in 

implementing interactive digital media in primary schools. Interactive digital media is a component of education today, 

one of which is at the elementary school level. However, in its implementation in the learning process facing various 

obstacles, the obstacles faced are: 1) Infrastructure and accessibility. The availability of technological infrastructure in 

learning activities is still very minimal and is a very difficult challenge, so many basic schools, especially those in remote 

areas that are far from internet coverage, are very difficult to develop, and still experience difficulties in accessing digital 

devices and internet connections that have stable networks (Sánchez-Cruzado et al., 2021). Of course, this will greatly 

hinder the effective use of interactive digital media in learning; 2) Teacher Digital Competencies. Teachers' abilities are 

a challenge that is no less severe. Because there are still many teachers who have not mastered integrating technology 

into their teaching activities. There is still a lack of adequate training and professional development for teachers by the 

government in using interactive digital media which is a significant obstacle (Kin et al., 2023) Improving teachers' digital 

competence is the key to successful implementation; 3) Design Appropriate Content. The challenge is to create interactive 

digital content that is appropriate for the age and curriculum of elementary school. The content must be engaging, 

educational, and appropriate to the cognitive development of elementary school students (Papadakis et al., 2022). This 

requires cooperation between teachers, instructional designers, and software developers; 4) Digital Security and Privacy. 

The use of interactive digital media also raises concerns about the security and privacy of student data. Schools must 

establish robust policies and protocols to protect students' data and prevent unauthorized access (Weiler et al., 2021); 5) 

The Digital Divide. Limited access to digital devices at home may be a problem for students from underprivileged 

socioeconomic backgrounds; this can affect their ability to participate fully in digital learning (Engzell et al., 2021); and 

6) Integration with Traditional Teaching Methods. Combining interactive digital media with traditional learning 

approaches may be challenging. To ensure holistic and effective learning, the use of conventional pedagogical 

technologies and approaches must be balanced (Bates et al., 2022). Despite these issues, the implementation of interactive 

digital media in primary schools remains an important step in preparing students for the digital future. Schools can address 

this issue and make full use of interactive digital media to enhance the learning experience of students. They need the 

right support and the right strategy. 

 

4. Conclusion   

Interactive digital media can improve the learning experience of students in elementary school. However, using it should 

be well-planned and combined with other learning methods to achieve the best results. Interactive digital media has 

proven to be an effective tool for enhancing learning in primary schools. Its integration into the classroom fosters 

engagement, motivation, and a deeper understanding of concepts by offering visually rich, interactive, and adaptive 

content. It supports diverse learning styles, making education more inclusive and accessible to students with varying 

needs and abilities. Furthermore, it promotes the development of 21st-century skills, such as digital literacy, critical 

thinking, and problem-solving. However, successful implementation requires adequate teacher training, reliable 

technological infrastructure, and thoughtful integration into the curriculum to ensure it complements traditional teaching 

methods rather than replacing them. 
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