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Abstract

This academic article aims to study the application of technology in developing social
studies teaching by integrating the principles of Yoniso Manasikara. Due to the context of the
modern world where digital technology plays an important role in life and learning. Social
studies learning management needs to be adjusted to be consistent with these changes,
especially by integrating Buddhist principles, namely the principle of Yoniso Manasikara, into
learning. It is a process of thinking rationally and deeply, which encourages learners to analyze,
distinguish and link knowledge to practice appropriately. Technology integration can be carried
out through the use of various learning technology media. Such as multimedia, online
platforms and virtual reality (VR/AR) tools, learning via mobile devices such as tablets or
smartphones, Gamification, using games to create motivation and fun learning experiences. It
can create highly interactive learning experiences that cater to individual differences and
stimulate meaningful learning.

The expected outcome is that learners will gain a deeper understanding of social
studies content. Possess analytical thinking skills and can apply knowledge appropriately in
real life. Live a moral life, enabling learners to think, act, and solve problems effectively.

Become responsible citizens of society in the modern world.

Keywords: Application of technology, social studies, Yoniso Manasikara
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