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Abstract 

Purpose: Islamic education in Indonesia is currently facing challenges as the country 

enters Industrial Revolution 4.0. If there is no new breakthrough in learning methods, 

achieving PP. No. 19 for the year 2005 will be difficult. Methodology: To meet the new 

challenges, teachers must have adequate and well-organized training programs. This 

study was conducted by using a descriptive qualitative method. This study illustrated the 

phenomenon based on the situation. The research data were collected through interviews, 

observation, and documentation techniques. Findings: The results of this study indicated 

the following: (1) school teachers have used learning media, such as books, pictures, real 

objects, and the surrounding environment; (2) teachers and students need to utilize 

interactive multimedia based on the material delivered by the teacher; (3) the teachers 

need to use interactive multimedia to match the students’ various learning styles and 

preferred styles. Conclusion: Thus, teachers are advised to utilize interactive multimedia 

in performing the presentation of the lessons more effectively and efficiently and match 

the students’ various learning styles and preferred styles.  
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1. INTRODUCTION 

The overall goal of learning Islamic religious education is to promote and develop 

religious beliefs, enrich and mature students' knowledge, understanding, practice and 

experience of Islam, to become Muslims who can continually grow in faith and 

compassion. and that they may continue to adhere to Islam. Higher educational level [23]. 

One of the efforts that can be made to increase knowledge about true Islam is Islamic 

religious education [39]. 

Islamic education in Indonesia is facing challenges today as Indonesia enters the era of 

industrial revolution 4.0. The Industrial Revolution 4.0 is characterized by less physical 

activity associated with geographic location, since all human activities are transformed 

from physical to digital spaces [41]. [9]explains that there are four factors that usually 

provoke harsh criticism. First, the cultural backwardness or the cultural gap. Second, you 

need to provide an active service. Third, don't get hung up on the budget. Fourth, you 

must increase the effectiveness of social media. Fifth, when faced with a problem, it must 

be taken as a possible solution. Sixth, it is not resistant to change. If you want quality 

production that can compete with working in a completely open world, new challenges 

require an innovative thought process [42]. Believes that Islamic education in the 4.0 era 
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should take three steps, namely, intervention mindset, automation, and regeneration or 

creation [14]. 

 Government Regulation No. 19 of 2005 on National Education Standards states that the 

learning process should be inspiring, fun, challenging and motivating in order to integrate 

learners into their talents, interests, physical and psychological development in an active, 

creative and independent manner. Achieving this teaching will be difficult if there is no 

further advancement in learning methods [43]. 

To meet the new challenge, computer laboratories that support teaching and learning 

creation must be available; however, their use is limited to information and 

communication technology subjects and extracurricular activities [38] [39]. Therefore, the 

best practice of teaching in education nowadays is by maximizing multimedia practice 

[40][45], but it needs adequate skills and proficiencies [44][36]. The challenge is with the 

teachers themselves because the program will not function properly without an adequate 

and well-organized training program. For information, various resources such as text, 

audio, graphics, animation and video are included, which implies the use of multimedia, 

including the interactive promotion of students through computers. This means that the 

user can control the elements of the multimedia application [38].   

Before the development of multimedia technology, teachers only used conventional 

methods in teaching and learning. (1) Waking up in the classroom, talking to mites. (2) 

The material presented is based on the teacher's observations and textbooks; (3) Teaching 

and learning concentrated more on the plug and play method than on the practical 

aspects; (4) teacher's handwriting; (5) poor relationship with students in the subject; (6) 

theory without practical status and that of real life; (7) learn from memorization, but not 

from understanding; and performance marks (8) [10]. The development of Multimedia 

continues to regress with respect to the countries of Singapore, Malaysia and Thailand 

[1]. Students have difficulty learning the topic of the principles and practices of Islamic 

religious education [25].  

According to the previous observations of the SMP PGRI researchers, the use of 

interactive multimedia is not very common due to the preponderance of the teacher in the 

use of reading methods, so the students are quite passive in the learning process and the 

material provided was difficult for the students to understand. The solution to the 

problems of this school must be multimedia. Basically, interactive multimedia is 

developed paying attention to cognitive aspects, according to the curriculum[21] and 

according to the problems of the learning process [15]. The use of multimedia has a 

positive impact on the learning process of students, 1) which includes a more interesting 

and interactive learning process [13],[5]; (2) time that can be shared through lectures; 3) 

students are more motivated [15]; 4) the teaching-learning process can be carried out 

independently at any time [33] ; 5) the student's personal vision can be improved and 

further channelled [24]. 

 

2. RESEARCH METHOD 

The study process used in this analysis was descriptive qualitative [32], by having a 

systematic and subjective approach in explaining life experiences based on the reality 

[11]. This method can be used to directly present the nature of the relationship between 

researchers and respondents, and can be more sensitive and adaptable to the rigor of the 

interaction and the value models found [19].  

Observation and conversation are used to collect data. The researcher attended 

Bengkulu's secondary classes and studied Islamic Education (MYP). These methods were 

used to analyze different types of phenomena. Data collection was carried out on several 

occasions and the result was analyzed to join a theory. 
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3. RESULT AND DISCUSSION 

3.1. Media and Multimedia Learning 

The word media is a plural form of the word medium . He further states that "media can 

be interpreted as anything that can deliver messages or teaching material from teachers as 

communicators to students as the communicants and so on." [10] states that “The media 

is a learning tool that is intentionally planned and prepared by the teacher to present 

and/or explain the lesson material, and used by students to be directly involved in 

mathematics learning.” Media investigate a pattern, and do the exercises. 

In the past, multimedia technology featured a slideshow for images, an audio recorder and 

an overhead projector for text. Today, at the time when software and hardware became 

capable and adept at using more than one environment, the term multimedia is used to 

define software applications and computer presentations that used more than one medium 

[30]. Hamali argues in that "learning resources are part of a learning system that plays an 

important role in contributing to the quality of teaching and learning." Thompson and 

Munir suggest [8] that it is a system that describes texts, images, videos, animations and 

sounds in order to give interactivity. Multimedia is divided into two categories: linear 

multimedia and interactive multimedia. The use of multimedia, in the learning process, 

which supports the communication of the teacher with the students throughout the 

learning process through texts, audios, images, animations, videos and graphics, would be 

more memorable and meaningful [8]. 

Effective learning requires planning, both in terms of means and other elements of 

support. For best results, the media must take into account several critical factors. 

According to the criteria of Sudjana [34], some of the criteria are the accuracy of the 

learning objectives, the support to the content of the learning materials (2), the 

availability of resources (4) to express the ideas of the teacher's skills and the adaptation 

(5) to the level of thinking of the students. In teaching and learning process, needs are a 

crack between students' current skills, abilities and attitudes.  

Computer-based interactive multimedia models are: a) the tutorial is an informative 

presentation in which the material is delivered in a tutorial as a tutorial made by a teacher; 

(b) drilling and practice are intended to improve their knowledge or reinforce superiority 

over a concept; (c) Multi M is a simulation of dynamic processes occurring in the real 

world; and d) play is one of the computer-based interactive multimedia learning methods 

[34].  

3.2. Uses of multimedia in education 

In recent years, the presentation of multimedia-sponsored information reinforces and 

hardens richness and meaning by facilitating learners' learning and completing learning 

vividly [29]. It consists of the synchronization of powerful synchronized outputs, 

organized in sections connected through hypermedia. Students can access information 

channels in less time, establish links between appropriate topics and establish their 

knowledge by relating to meaningful information [22]. Alternative learning is important 

for students to have a deeper level of understanding in student participation, adapting 

time and establishing information based on individual differentiation [3],[16].  

Learning content from different resources in the presentation of information can help 

students learn effectively [3], since their brain will process more information to integrate 

and reorganize variable information [28].  Today, there are many uses of multimedia-

based educational programs to meet the needs of different types of learners. Moreover, it 

is not limited to conventional teaching and learning methods. However, creating good 

tools for learning is difficult, as it needs more strength to develop fun multimedia learning 

methods in the learning process [17],[18]. 
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3.3. Learning Islamic Education (PAI) Using Interactive Multimedia 

Teachers should be more selective in defining Islamic education learning resources 

(MYPs), depending on the type and quality of teaching in secondary schools [16].  Thus, 

they can enrich the learning process of Islamic secondary education by empowering 

computers [21]. It can also increase the interest, attention, motivation and sense of 

pleasure of students who use the computer as interactive multimedia [15]. There are now 

adequate computers in schools, especially in secondary schools. Use, on the other hand, is 

limited to traditional teaching and learning methods. Therefore, it is time to use the 

computer to learn Islamic religious education, not only to solve the problems of Islamic 

religious education, but also to offer help for the delivery of material in interesting ways 

[18]. For the learning of Islamic religious education with computers, computer programs 

designed and created by teachers of Islamic religious education were used [5], ready for 

use as software [2]. Interactive learning by computer means has advantages such as 

improving the capacity of students in the MYP, greater predominance of the concepts that 

students study [15],[20] pupil adherence is longer and pupils' attitudes towards Islamic 

religious education are becoming more positive [23]. In interactive learning of Islamic 

religious education, teaching materials are made in a special design to respond to the 

dynamic incentive of interaction between students and computers [33]. Computers offer 

students the ability to provide students with information that responds to the computer, or 

vice versa. 

The answer can be used as a new incentive to give more answers that reinforce students' 

concepts and memory [4],[20]. Through multimedia computers, the teacher can explain a 

concept, especially a movement with audio, a change, an animation or a recurring 

explanation [13],[12]. Students obtain information through the media [20] and teachers 

must present different points of view to combine learning and teaching styles [4],[23]. 

This study shows findings on the use of interactive multimedia in secondary schools in 

the Bengkulu. Learning resources are the most important part of curriculum 

implementation. Learning pathways determine the outcome of the learning process. 

Teachers should provide interactive learning resources to establish effectiveness and 

effectiveness learning process. From interviews with students, teachers have used 

resources to learn. They are images, real objects and environment. Teachers have used 

high-tech learning resources, such as the LCD projector. However, no subjects have been 

established for interactive use by students. Teachers only use single-direction, less 

attractive learning resources for students. They don't become as active, as the method 

used is teacher-centered learning. 

Students get into trouble when they learn abstract material, such as Islamic Religious 

Education. Nor will the usual learning resources used in teaching and learning activities 

be as motivated. Students prefer to choose high-tech learning resources when playing 

smartphones and computers. Most students have learned interactive multimedia and 

watched interactive multimedia. Students need multimedia to display images, videos and 

animations.  

They interviewed three high school teachers to learn about the topics they used to meet 

their needs when using interactive multimedia. Teachers use learning media such as 

books, pictures, real objects, and the environment. Sometimes LCD projectors are used to 

display images and videos. 

From the results of the observations made by the researchers, it was found that the teacher 

has used interactive multimedia. Students found it easier to understand the material the 

teacher gave them. Most high school teachers have their personal computers. However, 

the team has not been optimized to create resources to learn. All teachers are used to 

interactive multimedia, but the use of interactive multimedia remains rare in high schools. 

They clearly supported it, and only two teachers used interactive multimedia in teaching 

and learning activities. 
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Very suitable resources for students are interactive multimedia [31],[6],[37]. [39] has 

pointed out that "multimedia learning tools can help increase student motivation, since 

traditional teaching modalities and the main vision of learning are complementary 

through application and practice". Interactive multimedia, combined with games, can help 

students understand the material in terms of the characteristics of students who enjoy 

having fun. According to [26] video games, video games can improve students' cognitive 

skills, such as memory skills and reaction speed. "The tools of an educational game 

provide psychological needs and benefits in the learning process and have become 

mainstream for educators, governments and parents" [35]. Interactive multimedia can also 

provide student learning styles, so teachers need to adapt to students' favourite styles 

[7],[4],[12]. 

The use of inappropriate subjects with students does not motivate them so much in 

teaching and learning activities [15],[5],[2]. Students are not as satisfied with teaching 

and learning activities when they are exempt from subjects such as real-world images and 

objects [31]. [6],[37],[33]. According to the media [27], the media allows to change 

learning activities to increase the motivation of students. Therefore, teachers should use a 

wide variety of engaging learning resources such as interactive subject-based multimedia. 

[13],[24],[5],[23],[2],[20]. 

 

4. CONCLUSION 

Based on this study, it can be concluded that teachers have used resources for learning 

(1), such as images, concrete models and everything that can be found in the environment 

in the learning process. (2) Teachers and students should adopt interactive subject-based 

multimedia; (3) Teachers should use interactive multimedia adapted to students' preferred 

styles and styles. From the results of the research, there are a number of 

recommendations. The results of this study underline the need to use interactive 

multimedia based on topics that help students and teachers understand that the material of 

the learning process is the predominant one. Multimedia technology is an environment 

that combines images, texts, graphics, photographs, audio and two animation and 

computer elements. Multimedia technology falls into two categories, just like linear 

multimedia and interactive multimedia. Linear multimedia is multimedia and has no 

drivers that can be used by students. This multimedia is materialized in a sequential and 

interactive way with a controller that the user can use for the next process. Learning is a 

process of environmental conditioning that allows a learning process. Therefore, the most 

important part of learning is the creation of the learning conditions of the students. As for 

mental activity, learning means that students can interact with their environment, which 

occurs in fairly constant changes in behavior. Consequently, the environment is an 

important factor in learning and learning activities. The important thing is how this 

environment is created, organizing its elements so that they influence the behavior of the 

students. Multimedia technology can be used in the learning process for the transmission 

of knowledge, skills and attitudes, as well as to promote thoughts, feelings, attention and 

desire for learning, so that the learning process is more meaningful, directed, controlled 

and enjoyable. 
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