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Aims Drugs can change the conscious state for pleasure by altering users’ perceptions, feelings, 
and emotions. This study aimed to assess the effectiveness of Interactive Learning Multimedia 
compared to lecture methods in increasing the knowledge of the dangers of drug abuse.
Instrument & Methods This quasi-experimental research was conducted in 2020 on grade 
IV elementary school students. Fifty-six students were selected by random cluster sampling 
method and randomly divided into multimedia learning groups (experimental) and lecture 
groups (control). Data was collected by the Knowledge on the Dangers of Drug Abuse 
questionnaire. Data were entered into the SPSS 18 software, and the covariance statistical test 
was used to determine the effectiveness of interactive learning multimedia.
Findings The pretest scores of lecture and multimedia groups were 84.5±12.3 and 82.9±11.9, 
respectively. The posttest scores of lecture and multimedia groups were 89.1±12.0 and 
98.6±10.5, respectively (p<0.05).
Conclusion Using interactive multimedia learning can increase the knowledge of the dangers 
of drug abuse in school children better than lecture learning.   
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Introduction 
When psychoactive drugs enter the user's body, the 
medication will affect a person's behavior. In 
general, addictive substances (also referred to as 
drugs) are categorized into three: depressants 
(medicines that cause feelings of relaxation and 
calm); stimulants (drugs that induce a sense of 
energy and alertness); and hallucinogens 
(medications that cause perversion as 
hallucinations). Drug abuse among youth and 
adolescents is undeniable, and many cases of abuse 
it in the environment around us [1]. United Nations 
on Drug and Crime (UNODC) estimates around 255 
million people (5% of the adult population aged 15-
64 years) using drugs at least once in 2015. This 
figure shows that the number of drug abusers 
among the world's population has stayed fixed in the 
last five years. Globally, more than 11% of the 
population taking drugs (approximately 29.5 million 
individuals) are estimated to suffer health problems 
due to drug use [2]. 
The issue of drugs in Indonesia remains critical and 
complicated. Over the last decade, this issue has 
been prevalent and common [3]. Drug abuse is an 
urgent problem in Indonesia. At present, there are 
around 3.2 million drug users in Indonesia; drug 
cases have crossed the boundaries of gender, 
economic class, and even age [4]. Sumara et al. [5] 
stated that one of the vulnerable groups to drug 
abuse is youth and adolescents. Childhood and 
adolescence are the future assets of a nation [6]. 
However, a lot is happening to teenagers this time, 
such as drugs and Genk motorcycles. 
BNN survey results mention that 4 out of 100 
students have used drugs. Half of this amount 
consumed medicines in the past year. Strategies to 
overcome drug problems are carried out by 
reducing supply (supply reduction) and reducing 
demand (demand reduction). Efforts to minimize 
need can be made with preventive measures. A good 
prevention program is a cost-effective way. One 
initiative that can be done to prevent drug abuse is 
an extension program. Salatun & Mina [7] argue that 
extension programs can increase knowledge about 
drugs' dangers and provide valuable information 
and solutions. Drugs impact lawlessness medical 
and psychological problems so that people know the 
dangers of drugs and prevent abuse among the 
community [8]. In adolescence, prevention efforts are 
often carried out when young people are exposed to 
new ideas, namely when they try to play adults' 
roles and be more independent [9]. Adolescents begin 
to decide about potentially harmful destructive 
behaviors, such as risky sexual behavior, smoking, 
drinking, unsafe driving behavior, and drug use [10]. 
This development period is a time when 
interventions can strengthen or change previous 
experiences. Prevention needs to be done in 
evidence-based interventions (evidence-based 

response) because not all interventions provide 
positive outcomes. The study results of Jumaidah & 
Rindu [11] show that knowledge, attitude, and 
environmental factors strictly prevent drug abuse. 
There are several methods of increasing adolescent 
knowledge, some of which are done using 
interactive learning multimedia. Here, interactive 
learning is related to two or more communication 
directions of the communication component [12]. 
Multimedia combines text, art, sound, animation, 
and video sent to you via computer or other 
electronic or digital [13]. While interactive 
multimedia is one of the learning media that has 
been widely applied in elementary schools, this 
proves that the development of educational 
technology has penetrated at the school level [14]. 
The essential characteristic of interactive media is 
that students not only pay attention to the media or 
objects but are also required to interact during 
learning [15]. The most critical value of educational 
software is that a multimedia approach to teaching 
can be achieved [16]. The lecture method is widely 
used today to provide information, including drug 
abuse. However, this method has disadvantages 
because it is one-way [17]. Learning with interactive 
multimedia can improve students' listening abilities 
than audio learning media [18]. States that a 
combination of media (video) is better for producing 
the ability to remember information than just 
looking at a picture, reading, or listening. Research 
results from Rachmadtullah & Sumantri [19] also 
found that computer-based interactive multimedia 
applications are valid and suitable for primary 
schools' teaching and learning activities.  
Therefore, this study aimed to assess the 
effectiveness of interactive multimedia learning 
compared to the lecture method in increasing 
student knowledge to reject drugs.  
 
Instrument and Methods 
This quasi-experimental research was conducted in 
2020 on grade IV elementary school students of 
Kota Surakarta, Indonesia. The sample size was 
calculated at 44 persons according to the Cochran 
formula. Considering 10% of loss, 56 students were 
selected by random cluster sampling method and 
randomly divided into multimedia learning groups 
(experimental) and lecture groups (control). 
A demographic (gender, age, addictive try, and drug 
usage experience) and the Knowledge on the 
Dangers of Drug Abuse questionnaires were used for 
data gathering. It has 33 items in 2 dimensions. The 
survey was tested for reliability in 20 students 
outside the study, and Cronbach’s alpha was 
reported 0.88. 
After taking the executive permissions for the 
research and registering the research project for 
ethical issues (ethical code: 2020.HFSOW.7836), the 
sampling was started. The lecture group was studied 
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with teachers who deliver material about drugs 
according to social sciences subjects by lecture. The 
multimedia learning group studied with media in 
interactive learning multimedia contains pictures, 
sounds, videos, and games, and students answered 
quizzes. Each group filled out a pre-test 
questionnaire before the intervention. Shortly after 
the intervention, the post-test questionnaire was 
filled out.  
Data were entered into the SPSS 18 software,  
and the covariance statistical test was used to 
determine the effectiveness of interactive learning 
multimedia [20].  
 
Findings 
The mean age of participants in the lecture group 
was 10.3±1.8, and in the multimedia group was 
10.5±1.4 years, and most of the participants (60%) 
were girls. Some students claimed to have tried 
addictive substances such as cigarettes. However, 
none uses psychotropic drugs or narcotics (Table 1).  
 
Table 1) Results of demographic characteristics (N=56)  
Characteristic Lecture  

N (%) 
Multimedia 
N (%) 

Gender 
Male 11 (39.3) 10 (35.7) 
Female 17 (60.7) 18 (64.3) 
Age (Year) 
10 19 (67.9) 18 (64.3) 
11 9 (32.1) 10 (35.7) 
Addictive Try  
Cigarette 2 (7.1) 3 (10.7) 
Liquor 0 0 
Psychotropic Drugs or Narcotics Usage Experience 
Yes 0 0 
No 30 (100) 30 (100) 
 
The pretest scores of lecture and multimedia groups 
were 84.5±12.3 and 82.9±11.9, respectively. The 
posttest scores of lecture and multimedia groups 
were 89.1±12.0 and 98.6±10.5, respectively 
(p<0.05).  
 
Discussion 
Character learning media, especially in Interactive 
Learning Multimedia prevention of drug abuse, 
effectively increases understanding and experience 
of the dangers of drug abuse. This step in developing 
multimedia learning to prevent drug abuse for 
elementary school students is relevant to 
government programs that combat drug trafficking. 
The effectiveness of multimedia learning can also be 
seen from the comparison of test results, namely the 
pre-test (before being given treatment) and post-
test (after being given treatment), both for the 
experimental and control groups [21]. The 
experimental group treated with multimedia post-
test learning scores was far better than the control 
group post-test scores treated with conventional 
learning without interactive multimedia learning [22]. 
Another proof of the effectiveness of multimedia 

learning is student responses during the learning 
process [23]. In addition to the things above, there are 
exercises with answer keys to learn independently 
and measure each other's abilities more clearly in 
interactive multimedia learning. 
The process was expanded from the full trial, and 
the experiment's effectiveness test found that 
interactive multimedia increased the knowledge of 
the dangers of student drug abuse. This suggests 
that one of the advantages of multimedia can 
improve learning outcomes: students' knowledge 
about the dangers of drug abuse. The results showed 
that the multimedia presentation format used 
increased responsibility and understanding of the 
dangers of drugs. This can occur because multimedia 
presentations are exciting presentations containing 
images, videos, animations, and games. Multimedia 
is interactive. This attracts students to pay attention 
and try to use it to finish. Through learning 
technology, emotions can be manipulated to 
positively influence learning [24]. Audio and 
redundant conditions make learners feel that their 
understanding is greater than their actual 
understanding [25]. Following the research results of 
Rosamsi et al. [26], interactive multimedia provides a 
fair value of students' effectiveness in mastering 
concepts. 
Implementation of multimedia in the teaching 
process increases students' active participation on 
time, facilitating interactive learning and increasing 
success [27]. This also agrees with Maria et al. [28]. 
They point out that interactive multimedia has 
provided new variations for students in the learning 
process. It is easier for them to memorize the 
lesson's contents when shown with exciting pictures 
and sounds. Interactive multimedia shows that 
learning material is valid, practical, and useful [29]. 
Guidelines for developing multimedia interactive 
models of learning drug prevention and character 
education for the aspects of responsibility can be 
obtained by teachers or learning technology 
developers by developing multimedia learning for 
drugs and character education for responsibility [30]. 
Teachers and learning technology developers can 
utilize this multimedia model development guide to 
develop interactive learning to prevent drug abuse 
and character education aspects of responsibility [31]. 
It is imperative to develop interactive multimedia 
learning of drug abuse prevention and other 
character education aspects [32]. Character learning 
media, especially in interactive learning multimedia 
prevention of drug abuse, effectively increases 
understanding and experience of drug abuse 
dangers. Combining digital educational tools with 
innovative teaching technology in the teaching and 
learning process helps trainees improve their  
skills in considering problems and developing 
awareness [33]. 
From the description and conclusions stated in the 
front, the research and development of interactive 
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learning multimedia on this aspect of responsibility 
can be given the following suggestions. The need for 
synergy between the school, parents, and the 
community in preventing drug abuse and 
developing student character, the way the teacher 
provides timely to students that involve the role and 
parents of the city so that the responsibilities of 
students are trained. Students should actively 
develop student character through daily activities at 
home, especially aspects of trust to parents. The 
community should also help build student character 
by caring for students by giving attention to 
discipline. In the learning process, of course, starting 
with the planning of learning, in preparation for 
learning, the teacher must plan the use of interactive 
multimedia learning to prevent the aspect of 
character education from being responsible for the 
planned learning process. So, learning with 
multimedia can simulate complex processes and 
abstract concepts.  
The model developed is interactive multimedia drug 
prevention learning. Based on the effectiveness test 
results, which show a significant increase in 
students' responsible attitude after utilizing 
interactive multimedia learning on drug 
enforcement, it is recommended that teachers use 
interactive multimedia learning in character 
education learning. To use this interactive learning 
multimedia product to run effectively and efficiently, 
in utilizing it, it must understand the instructions for 
interactive learning multimedia drug prevention 
that accompanies multimedia learning products. For 
broader utilization and different targets, this 
interactive learning multimedia can be made 
possible online, that is, broadcast using internet 
Html so that a broader and many targets can use it. 
However, previously it was necessary to develop 
similar products by educational technology 
developers with different character values to 
become a single unit with a quiz format and serial 
character education games. With the instructions for 
developing interactive learning multimedia, teachers 
and technology developers can use it to develop 
learning multimedia with different character values. 
The enormous potential of fair interactive 
multimedia use from schools is expected to improve 
student learning outcomes. To stakeholders, 
significantly the scope of the education office. The 
need to instruct or make policies related to media 
use in general learning and specifically multimedia 
interactive learning in schools. 
 
Conclusion 
Using interactive multimedia learning can increase 
the knowledge of the dangers of drug abuse in 
school children better than lecture learning.    
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