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Abstract

This research aimed to evaluate the effectiveness and acceptance of
a digital creative moral-promoting storytelling media for the new generation.
The sample consisted of 9 experts and 163 members of the new generation.
The research instruments included the digital creative moral-promoting story
titled "Don't Break My Mine," an effectiveness evaluation form, and an
acceptance evaluation form. Data were analyzed using means and standard
deviations.

The research findings were as follows: 1) The effectiveness of the digital
creative moral-promoting story, "Don't Break My Mine," as evaluated by 9
experts, was at a high level (X=4.18, S.D.= 0.65). The evaluation from the 163
members of the new generation was also at a high level (X=4.13, S.D.= 0.51).
2) The acceptance of the digital creative media by the 163 members of the
new generation was found to be at a high level (X= 4.15, S.D.= 0.51). The

results suggest that this media can be used as a supplementary tool to
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develop morals, specifically courage and perseverance, among the new

generation.

Keywords: Digital Creative Media/ Moral-Promoting Storytelling/

New Generation
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