CHAPTER FOUR T
RESULTS (}
4.1 Introduction Vz
This chapter presents the quantitative and qualita sults by obtained

from the sample. The first part of the chapter presents fr nl the quantitative

data, while the second part from the qualitative

sets of results to produce more robust conclu

4.2 Quantitative Findings c
the findings are organized ;%-g ';[

questions are reiterated bK Aj y A&
Research question 1: Y‘ I ,é\
How do students Ir% using ﬁlﬂj;@nedia to learn PAI?
Research q m: ® é)
'& | &)

NS
Does stu Ncep on to r:l'dus&g.ﬂzteractive multimedia device significantly
differ ¢ level, gendet; an ool origin?
% fox? 2

search question3d:
2
nteractive multimedia influence student competencies?

N

search question 4:

0 Does interactive multimedia influence student perception?
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Research question 5:
Does interactive multimedia influence students’ participation?

Research question 6: %\

Does students’ perceptions on interactive multimedia in(& student

participation? q

Research question 7:

Does students’ perception mediate the relationships ethiV multimedia on

students’ participation? \d
®
X
1S
4.2.1 Description of Student Participa \" J
Through a questionnaire survw artiv‘pan were@&; to provide

basic information about their dem: %, such as

er, a@?&chool, grade, and
parental support (Table 4.1). T%ults Mt ,@ercent of participants
(= 101 students) were "\%ﬂe ()Qlly 50 qpezQ \(: 104 students) were
females. More than ones %ﬁh en (37§vvere 13 years old, while the
others were 14 ye%%;%g%}];ijy;}sl 0@9%), and 12 years old (17.1%).
Most students %) we zhar 1 <<'(,)r High School (SMP) Jakarta while
the others é\zha 101 Ia;&{ School (SMP) Pekanbaru. Table 4.1
summari % profile of Elj(‘;)

Q b g ble rofile of the Participants

L
ibute Classiﬁ@fon f %

Q er
Male 101 49,3
Female 104 50,7
ge
12 years old 35 17,1
13 years old 76 37,1
14 years old 55 26,8
15 years old 39 19
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School Origin
SMP Al-Azhar 37 54 26,3

SMP A- Azhar 1 151 73,7 ?

4.2.2 Results for Research Question 1a

How do students perceive using interactive multimedia to lea ?

To answer Research Question 1, an instrument wwloped to collect

qualitative and quantitative data. Qualitativc@i chected through

interviews, while quantitative data were colleeted using tionnaire.
e
Quantitative data were used to assess the s ' perception t(,)v@sing

interactive multimedia device. The quantitatiVe instsflment 4S a g{l%fionnaire

o

disagr ) to strongly

agree (5). To make the resultséasicr tg underst c@‘er, the five Likert

scale was divided into two %ories. ﬁ\gﬂd (1) and disagree (2)
s
sions” .. .
(f / Positive  Negative n SD
tention to Use N

. >3 .
were grouped into the egor?, negatiye p@tlon, while neutral (3),
e ﬁ%ption in Learning PAI Using
u
E& ’ 9821%  1.79% 402  3.59
S ess 5 97.56% 2.44% 4.04 3.38
E\ Interactive Multimedia

that uses a five-point Likert scale, ranging from a‘r

o

janry

category. Tabl% marize dén@erceptions for each dimension.
Table 4.2, Positive
l NC—§J Perception Mea
teractive Multimedi

205 97.44% 2.56% 3.96 2.79

agree (4), and stron lyxee gro@nto the positive perception
z the
i Itimedia
R
. 0205 98.44%  1.56%  4.00  3.49
Table 4.2 above shows the students' perceptions based on four dimensions,

namely ease of use, usefulness, attitude towards interactive multimedia, and

86



intention to use interactive multimedia. The mean student perception was above
3.96. The lowest score was the intention to use interactive multimedia, Mv,
while the highest score was usefulness, M = 4.04. The two other% 1ons,
namely ease of use and attitude towards interactive multimedid, get mean
score of 4.00 for attitude toward interactive multimedia and 4.02 for ease of use.
The table also shows the percentage of positive and negative'perceptions of the
students. The findings showed that most studen mo had a positive
perception, while less than 3 percent had a negativiggperce i(wyows that
ceptiofl to d' t‘}ﬁévs; of

four®di 10n. ese four

the students had an overwhelmingly positiv
interactive multimedia to learn PAI avg
dimensions are further elaborated b

1. Dimension 1: Ease of L%U) >\Y ,q\
The first dim%( the Studerizs' i

5
7

o
cpercqg.an was about how easy it

was for them to %ﬂevj eatn PA .@ere were six items under this

dimension, % in Table 4. t:siowb‘
¢ &
\ 4 EaSéQPUse Dimension
y B

i&gret?ﬁeutral Disagree Strongly Mean

[ Disagree
1 1 2 46.8% 254%  2.9% - 3.94
w |3 éi% 19.5%  1.0% - 4.09
EU3 % 3% 259%  2.9% - 3.93
EU4 ¥ 270% V454% 302%  2.4% - 3.87
As EUS 41.;;}’ 40.0% 17.6%  1.0% - 422
6 EU6  312%  463% 22.0%  0.5% - 4.08

QE Table 4.3 presents the students' perceptions towards the ease of using
interactive multimedia to learn PAI. In general, all items had high mean

scores and agreement from the participants. EUS ("I find it easy to access,
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read, and understand PAI material using interactive multimedia”) had the
highest mean, M = 4.22. EU4 ("I find it easy to learn the Figh mat f
PAI using interactive multimedia") had the lowest mean scor%x&w.
The means of other items were between 3.87 and 4.22. It w ound that

more than 40 percent of the students agreed with EUS andénone disagreed
Mwith other ease

with the item. More than 45 percent of students al
of use items, and only a few disagreed with them i res’ﬂts suggest that

using interactive multimedia makes it easi r students, t@ access and
®
understand PAI materials. é ' _\C}
s N~
N

Dimension 2: Usefulness (Us) J 0\ \ év.

The second dime % students rce towards using
interactive multimedia @sefalneg,Fs g{s\'udy investigated the
students’ perception% 1% >)

g

efuldess of i@ctive multimedia. There

were five items %}L is d sion (Tab e%l).
able 4.4 Us ull'lesbimension

s &

No It ee &.ﬁfal Disagree Strongly Mean
s Disagree

24%\27.8%  4.4% 0.5%  3.87
;3. 195%  2.0%  0.5% 420
35¢1% 35.1% 3.4% 0.5% 3.82
g% 24.4% - 1.0% 4.17
2% 8% 19.0% - - 4.12

F

Table 4.4 ;ﬁwe shows the students’ perception towards the
usefulness of using interactive multimedia to learn PAIL In general, the
findings showed that the students found that using interactive multimedia

helped them to learn PAI. Us2 (M =4.20) and Us4 (M =4.17) had the highest
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mean scores. Us2 is "Learning PAI with interactive multimedia applications

allows me to complete tasks faster". The lowest was Us3, M = 3.?!6
mean scores of the other items (Usl, Us4, and Us5) were betw@se of
Us2 and Us3. Around 44 percent of the participants strong&eed with
Us2; 30.7 percent agreed with Us4; 49.8 percent agreedywith Us5; 42.4
percent agreed with Usl; and 35.1 percent were n. tmards Us3. Only
a few of the participants disagreed with the ite ‘Y:

weist percentage of

disagreement was 2.0 percent while the highe s 4.4pe eanwhile,

"X
0.5 percent of students strongly disagreedywigh Us1, Us n(’ [@nd 1
percent with Us4. Only Us5 did not i an)n\gg i erca@n. These
findings indicate that using intew ulth‘le 1a%1s ve ful to aid the
students to learn PAIL \ , é
Q
o

Dimension 3: Attitn%ard q teraetive ]\@media (AM)

s In 3
ents' pe‘r§lon towards using interactive

The third dimenSion 1(
multimedia PAI was attifudd to@ds interactive multimedia (AM).
e s

2/

ere zﬁd to score five statements about their

i
attitude toWards actiytSfultimedia (Table 4.5).

% 4.5. Attitu toxardsjl teractive Multimedia (AM) Dimension
&

%- ) ) S
Itely 'St r;gl’y .@ee Neutral Disagree Strongly Mean

% gree U~ Disagree
5 AMI1  28.8%,42.0% 27.8% 1.5% - 3.98

1

2 AM2  20. 37.6% 31.2% 1.5% - 3.96
3 AM3  293% 37.6% 31.2% 2.0% - 3.94
4 AM4 34.1% 454% 20.0% 0.5% - 4.13
5 AMS  351% 332% 29.3% 2.0% 0.5% 4.00

Table 4.5 shows the students' attitude towards interactive multimedia.

Overall, it was found that the students liked using interactive multimedia to

89



. Dimension%&

learn PAI. They agreed that learning using interactive multimedia can
increase their knowledge and insight. The highest mean scores were AY'PI
feel that learning PAI using interactive multimedia application c@vider
and deeper knowledge and insight") (M = 4.13) and AMS5 ike learning

PATI using interactive multimedia") (M = 4.00). Meanwhile,the lowest mean

score was AM3, M = 3.94. The mean scores of AM1 3.98) and AM2
(M = 3.96) were above AM3. The findings can %drstood from the
level of agreement of the students with each ite he h gh%&qde‘ment was
d and 34. rder&%gr:gly

1 Klee stud@ strongly
agreed with. Meanwhile, the lowest

w rcemeige positi@z:swers were
AMI and AM?2 with 28.1 w )hese fin sugé%’that the students

liked and had a positive a% towar \I\g?nt qc't\%?e multimedia to learn
0 S

PAL \ q A&
I

;J}eka@ Multimedia (IM)
"R ¥

of th (students' perception towards using

AM4, with which 45.4 percent of students

agreed. It was followed by AMS,

Thiey, last diT

interagtive mwulti inte.@/ to use interactive multimedia (IM). This

!
di %’l shows the u(énte’:aention to use interactive multimedia to learn
P lk T

N
he rgsults ‘g sumﬂ&rlzed in Table 4.6.

& : Table 4.6. Inte@ﬁ to use Interactive Multimedia (IM) Dimension
N

No Item Strongly Agree Neutral Disagree Strongly Mean

Agree Disagree
1 M1 25.9% 36.6%  32.2% 4.9% 0.5% 3.82
2 M2 29.8% 39.0% 27.3% 3.9% - 3.95
3 IM3 37.6% 39.0%  23.4% - - 4.14
4 IM4 30.2% 34.6%  34.1% 1.0% 3.94




Table 4.6 shows the students' intention to use interactive multimedia
to learn PAIL In general, students have the intention to use intw
multimedia to learn PAI for the purpose of doing assignments @}y out
learning activities, not only in class but also outside of s M3 ("As
much as possible, I would use interactive multimedia, mr for doing
school assignments or non-school assignments") ha thst mean score
(M = 4.14). The lowest mean was IM1, M = 3. tn hile, the mean

scores of IM2 (M = 3.95) and IM4 (M =3.9 re m dMe findings
@

each ifem. elp@ants
erc% ) andQ?g percent

also showed the percentage of agreemen

showed strong agreement with IM3,

strongly agreed with it. It was owed bysdM2¢'T wil@mv PAI using

interactive multimedia not %1-1 )lass"), wi hict@?() percent agreed

and 29.8 percent strong%reed. I\n% 4@ the percentage of
lbsv S
agreement, 34 perc%md 90.1 rccnt‘o e participants strongly
ﬁz R\

agreed with IM4 259 petc y g d with IM1.
4 $ &
4.2.3 Res or Reser \Qqestion
Do &ents

N
arg i yant d%erences in students’ perception towards using

tion *‘tQ‘!(rards using interactive multimedia
1 O
de;lexel‘;gender, and school origin?
&
Aeractive multimedia@ender, age, and school origin.
E\r)o: There are no significant differences in students’ perception towards using
o interactive multimedia by gender, age, and school origin.
This research question was answered using the ANOVA test. This analysis

was conducted to examine the difference between male and female students in
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their perception towards the use of interactive multimedia to learn PAI Before
the ANOVA test was carried out, it is necessary to test for the normaw

homogeneity of the data (Fricker, 2001). The results of the normali t are

shown in Table 4.7. *
Table 4.7. Normality Test R
a

Standardized Residual for

Perception
N 205
ab Mean .0000000
Normal Parameters Std. Deviation .96508
Absolute .051
Most Extreme Differences Positive .047
Negative -.051
Kolmogorov-Smirnov Z 733
Asymp. Sig. (2-tailed) .655
a. Test distribution is Normal.
b. Calculated from data. - - : -
&
Table 4.7 shows that the sigman ew% al(t\Q:st was 0.655. A p

A
value of > 0.05 means tha %a i%n ally distribited (Gamst, Meyers and
“« Q-
\% <ﬁ»’ls larger than 0.05, the data

Guarino, 2008). Beca alue 1 S, w&

N
were normally di trib?e'c.l. ' 0
The next assu ion% A &@s homogeneity. The results of the
homogen@re Lwn i Table@
N >
( l Ta }& ogeneity Test
i, - ( b

F df1 df2 Sig.

1.380 14 190 .166

A\

Y >
\ Table 4.8 shows?f;)

4

t the p value was 0.166. The data are considered

% homogenous if p > 0.05 (Gamst, Meyers and Guarino, 2008). In this case, the p

0 value was 0.166, which is larger than 0.05, and so the data were homogeneous.
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Because the data were normally distributed and homogeneous, it is possible to
test the hypothesis using ANOVA. Before testing the hypothesis, the des?’e

statistics of each label/category were first summarized in Table 4.9%\

Table 4.9. Descriptive Statistics

o :
Std. 95% confidence interval

Label Values Mean Error Lowe pper Bound
Bo
Gender Boys 78.345 81.039
Girls 83.1212 ' 85.994
Age 12 Years Old 79.214 840189
13 Years Old 83.564 \ém
14 Years Old 77.555 0.83{?

15 Years Old 82.426* 1. }6. 10
School Al-Azhar 82009° 1. . R5.543

Pekanbaru

Al-Azhar Jakarta  79.318 YUYz 932 _B¥314

a. Based on modified population marginal mean W N ?‘(

Table 4.9 shows the desc%s tistics fo h la@'kategory. Gender

consists of two values (mal emale);\eq*si S ,@‘four values (12 years,

o
13 years, 14 years, and ); and sch Qrigi@usists of two values (Al-

Azhar Pekanbaru and Al- harI t w‘%@lnd that the mean perception

of female stud%g 83. which lw@igher than male students (M =
' 2

78.345). Thiwcates\lg le sﬁfm%s had a better perception towards

interactiye multime ared é‘fhale students. Meanwhile, in the age

|
¢
cate oh-yea old stlidedtts a%% higher mean score (M = 83.56) than those

\ . .
% agesfThe Plest n@q score in this category was 14 years old (M =
.55), and above it wa ears old (M =79.21) and 15 years old (M = 82.43).
X ol

\'hese findings suggest the perception of students do not tend to improve as they

QE get older.
Finally, based on school, students from Al-Azhar Pekanbaru had a higher

mean score (M = 82.009) compared to students from Al-Azhar Jakarta (M =
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79.318). This indicates that students from the branch school had a better

-

perception than those from the main school. In general, there were ﬂg?ﬂ
differences in perception towards interactive multimedia in each @three
categories. Table 4.10 shows the results of the hypothesis test NOVA.

Table 4.10. Test of Between-subjects Effects q

A
Source Type Il  df Mean F Sig.
Sum of Square
Squares
Corrected
4450.7092 14 317.908 2.277 .007
Model
Intercept 843153.235 1 843153.235 6040.014 .000
Gender 914.150 1 914.150 6.549 011
Age 563.186 1 563.186 4.034 .046
School origin 1325.144 3 441.715 3.164 .026
gender * age 25.284 1 25.284 181 671
*
gender * 791.687 3 263.896 1.890 133
school origin
19 ¥
usia * school 50.054 3 16.685 120 949
origin
gender * age *
. 312.102 2 156.051 1.118 .329
school origin
Error 26522.970 190 139.595
Total 1348740.000 205
Corrected 30973.678 204
Total

a. R Squared deusti‘c‘R S jl‘r%d\))é%l)

A re%s#or the three categorical independent

andebjééol on the students' perceptions towards

tn{e (')

%to learn PAI. The null hypothesis was “there

Table wws tll
Variable %
of teractiv
ificafitdj scnce 1'&3\ tudents' perceptions towards using interactive
ltlmedla by age, gen{ej and school". The hypothesis is accepted if p < 0.05
% nd rejected if p > 0.05 (Barrett and Morgan, 2005). Based on the results, the
null hypothesis was rejected for all three factors as their p values were < 0.05:

gender (p = 0.011), age (p = 0.046), and school (p = 0.026). These findings
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suggest that there were significant differences in students' perceptions towards

using interactive multimedia to learn PAI by age, gender, and school. Y.

Does using interactive multimedia affect student competenée?

4.2.4 Result for Research Question 2

This research question was answered using regression¥analysis. Before
analyzing the effect of using interactive multimedi gent ,sompetence, the

normality, multicollinearity, and heteroscedasticityytests eMarried out

g
(Barrett and Morgan, 2005). The resea@thesis est in’ t@cond
4 b 3

research question was: N

nt e@g. on student

Ha: Using interactive multime h

competence. \ , O

Ho: Using interactive rr%edia ha\o\ i @t effect on student

competence. %
The results halit , “multicolli y, heteroscedasticity, and

z%.ll ows the f'es ts Of the normality test using the one-sample
N
% rov- ,test r%n SPSS.

\ Unstandardized Residual
N 205
Q Mean 0000000

Normal Parameters®?

Std. Deviation 7.91819517
Absolute .093
Most Extreme Differences Positive .051
Negative -.093
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Kolmogorov-Smirnov Z 1.335
Asymp. Sig. (2-tailed) .057

a. Test distribution is Normal.
b. Calculated from data. \
Based on the table above, the p value was 0.057. The data ge&oral ifp>

0.05 (Ahad et al., 2011). Normality can also be verified usin . Figure 4.1

shows the normality plot. V
e

Normal P-P Plot of Regression Standardized Residual

Dependent Variable: Kompetensi
1.0

-oq

0.5

0.67

0.4

Expected Cum Prob

0.2

oo : T T T
0.0 02 0.4 o6 [ 1.0

Observed Cum Prob

AN A
:\ .? :hgugréu Linearity of data

%amini gt 0 y plot, it was concluded that the residuals
'
:&ed on the ine’or did not deviate far from it. Therefore, the data were
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2. Multicollinearity Test

The multicollinearity test was carried out by looking at the \W

tolerance value. The values are shown in Table 4.12.

Table. 4.12. VIF and Tolerance

=
Coefficients®
Model Collinearity Statistics
Tolerance VIF
(Constant)
Multimedia 1.000 1.000

a. Dependent Variable: Competence
T - \T

The tolerance and VIF values were 1.0 toler?cl value of ?Q. 00 and

N
VIF of < 5.00 means that the absence of multicol '\aiw in the ddta (Shrestha,

2020). \(,},

3. Heteroscedasticity Te &
Heteroscedasticity as cond y a&%mg the scatterplot. Figure
4.2 shows the s t gener. ed b%
Scatterplot
Dependent Variable: Kompetensi
.
(=]
Coo o
= o o0 o 2 *e o feEe @
s e %, e o8 o ©°g
K oo o 6 ° ©0 8 © So
4 e °© %o oo © ° oo 88 g =
=z o oo © cog 000ooE oooo ° o
i o o0 %o 2o g B
i o o oo % o oo 2
2 o 8 o ooo
c 1 o oo © o 8ooo o
2 o o o o © oo
\ E o o
éﬂ 27 o ° OO o
(o] o oo & °
3 ° !
T T T T T T
3 2 1 o 1 2

Regression Standardized Predicted Value

Figure 4.2 Scatterplot
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The scatterplot shows that the data points were scattered, which means that

the data met the homoscedasticity requirement (Barrett and Morgan, 20(Y~

Hypothesis Testing

Table 4.13 Results of Regression Analysis, IM R?omp

Model Unstandardized Standardized Sig.
Coefficients Coefficients
B Std. Beta
Error N '
(Constant) 80.663 3.612 .000
Multimedia 104 .047 D3 ' ¢ 029
| ) _g;?
Table 4.13 shows the p and ¢ values uted us:'ng PSS. A p value of <
0.05 means that there is a significant effecha vi M t wa Q}{d that p =
0.029, which means that using intefacti ulti oldi d significant effect on

competence. Hypothesis testin mo b% OI}RQng the computed ¢
% craci%'

ue at 5 percent significance

value with the critical ¢ val
“« Q-
level is 1.97810. If the t% criticalvyalue, Hg@ccepted and Ho is rejected.
N
As the table abov; sIWhe ,mpu lt @206, which is higher than the
heref)

critical ¢ value. T e, u% tiﬁe@ltimedia had a significant effect on

\ @)
student co tence:. l

&

o

A5
ke
L

,
D %ents’ perc tio{ m&i}?ﬁe the relationship between interactive multimedia

{ dent participation?\c-)

To answer this research question, a path diagram model was developed

0 (Figure 4.3).



Figure 4.3. Path Model is '\d
: Interactive Multimedia . \Y'
: Student’s perception ' _{‘)
: Student participation
? X

Based on the figure above

were formulated as follows: \) é

Sub Question 3.a. % .

3.a. Does interactiVT edi]a ect der@percepﬁon?
1

< N

37/
29
J”/7),

A

%

}ih&}effect on students’ perception.

Ha: Interacti edia h
'y &
\ms no significant effect on students’ perception.

Ho: Int%mul@
&

NS S
Sub %ﬁm 3.b. o
N3 >
w S intfaﬁd;)?ulti@a affect student participation?

Interactive multirhedia has a significant effect on student participation.

E\-lo: Interactive multimedia has no significant effect on student participation.
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Sub Question 3.c.

3.c. Does students’ perception towards interactive multimedia affect vt
participation? %\

Ha: Students’ perception towards interactive multimedia ignificant

effect on student participation. q

Ho: Students’ perception towards interactive multilqedia s no significant

effect on student participation.

Sub Question 3.d. ' _\Q
3.d. Does students’ perception mediate ct f\ﬁt e n@nedia on

student participation? V 0\
Ha: Students’ perception iates >1e effect ter@% multimedia on

student participation. % \T &X
N,
Ho: Students’ percept% not aedia t et;fz,@)f interactive multimedia

SIS

4 P o
Preliminary®Eest \ Cj/
R 2 <
i t

alyz@éing Smart PLS 3.0 program. The model

S

o |

was %o analyze e’m@a ing effect of student perception on the
\

%lthip bétwe teractiye multimedia and student participation. There are

Y-v

A/eral steps and proc@ that must be carried out before conducting the test

E ough bootstrapping and blindfolding (Anderson and Gerbing, 1988; Vinzi et
Q al., 2010; Hair et al., 2017). The processes prior to bootstrapping and

blindfolding are termed preliminary tests. They are discussed below.
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CFA Measurement Model

This stage verifies whether the variables or indicators describe or represe

—
=3 ;
7]

a single factor (Hair et al., 2017). In CFA, factors are also called co t

process was carried out by calculating the PLS algor&gamst a

predetermined model (Figure 4.4). q
\ A

alrdpiria

b
ERE

ik

aw
LARERRRRE AR RN |

RLIATLIRL IR IR L5 8 15| |5 |5

DHEHRERE

- n 1‘ -y
Mod ith a latent ructs

The figure abovclllu ates the}nod bffo e analy51s was carried out with

Smart PLS 3.0. Theg£xo en.K ep t) variable, interactive multimedia,

was label@e (,
' e student participation. was labelled Y.

the e
1ng the PES Jal &n the outer loading of each indicator was
: ted (Flgu 4

aria %udent perception, was labelled Z; and
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Figure 4.5. Model with outer loadin h i dicQo\d
L 4
The figure above shows the outer loa$the indicators. ?aii‘,)g. the

loadings, it is possible to determine the yaliditypof the ftems. Fhe cr@ﬁon for a

valid indicator is a minimum outer @f’>

J
N
o
8
E 4
5}
1)
e
=
agQ
o
=

> (.7, it is considered valid. I“\
high and significant score while anothe N?
significant (outer loading < , it should be emo@ from the model. Still, it

&

is reasonable to maintaihon- 1gRi mdi({& if it is the only indicator for

a theoretically significant dimenSion son, 2016). Based on the
g '3
consideratio el¥was fu@ improved by deleting some items
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Al A2 A3 Ad 1 3 4 kpd kp6 pm 1 pm3 pm 5

B N

0.793
0839011 ~oags, 07820813 070 0775 o758 o708 0703”0841

After running the PLS algorithmy ali%ﬁnd reliability

values were computed. They are s i . O

Alpha lity\ = Extracted (AVE)

X 0.95 953 Y %s 0.636

Y 9 0.93 [ 944 0.626

Z 5 0.953 & ¢, 0958 0.653
~\

Table. 4.14. r idi i
Cronbach's & omplosite (,Zfi Average Variance
M!i

The yali and weliability of t eiédnstructs are evaluated using the average
€ I (.,g
varian tracted (A b an&j reliability is assessed using composite
%& y (CI}Q. bde_)}r, the@E to establish construct validity is > 0.50. This
eans that 50 percent o@ﬁre of the variance must be taken into account (Vinzi
\

\t al., 2010). In addition to validity, the scale must also be reliable. To establish

reliability, the criterion for CR is > 0.60 (Vinzi et al., 2010).
Table 4.14 above shows the AVE for each variable. The AVE of variable X

was 0.636, which is greater than 0.5, thus the variable was valid. The AVE of
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variable Y was 0.626, which is greater than 0.5, thus the variable was valid. The
AVE value of variable Z was 0.653, which is greater than 0.5, thus the w
was valid. %\

The table also shows the CR for each variable. The CR of th iable was
0.958, which is higher than 0.60, thus the variable was reliame CR value

Z variable was

for the Y variable was 0.944, which is higher than 0.6=i: so the Y variable was
reliable. The CR value for the Z variable was 0.9 h the'

reliable. In summary, all research variables were valid andjre
®

é ! §'
Discriminant Validity 4 Y'
T \ Y

This step was carried out to W et 1SCEI ina@u idity of the
indicators. Discriminant vali bs the ex

0 v@h the items of a
construct are distinct from o tent @%V p'\}tal., 2010). The basic
s

criterion for discrimina he squane ro@@lue of'the AVE is higher

&

than the correlation \Q\:ho er 11 var bles@son, 2016). Indicators whose
square root val% Ei 1

variables m e delete'l.

3

s smaller thart th&tercorrelation between the latent

f &
@,
<

/.

In itiony discrinii 'Valit} can be assessed using the heterotrait-
@
monot TMT) rati Bée(t(-)jn the results of the construct and discriminant
N

idityrtests finyali jndicat&s can be removed (Vinzi et al., 2010; Garson,

Aﬂ@. Table 4.15 sho@ discriminant validity results based on the Fornell-

N

arcker test.
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Table. 4.15 Fornell-Larcker Test Results

X Y Z
0.798 \

0.572 0.791

0.579 0.780 0.808 s )

N =< %

The second method of determining discriminant validity is by, comparing the
square root value of AVE and cross-loadings on oth variables (Table

4.16). |

Table 4.16. AVE and Cross-loa ' \d‘
X l J H o ;‘

A1 0.488

6
A2 0.481 66 0.811
A3 20.6 % \

A4
C3
Em1
Em2
Em4
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WF3 . 0769 0.450 0.458

kp 4 0.416 0.586
kp 6 0.402 0.542
pm1 0.434 0.580
pm 3 0.462 0.686
pm5 0.461 0.594

The above table shows that the square root value of the AVE of.each construct

N

was greater than the intercorrelation value. Thu requirement for

discriminant validity was met because all sq ot *alues of AVE

(highlighted) were greater than the values of oth

ot | S
than their correlation values. _\
s X

In addition, discriminant validity was ?&temggd ifig the“heterotrait -

monotrait ratio (Table 4.17).

X
-
X (]
z 0.6 : 0.845,
' -
¢ 1S |
The table abov at theshete I}lt values were below 0.9. A variable has

discrimin@ity @Wﬂ V&Jis < 0.9 (Sarstedt, Ringle and Hair,
2017). e experts ommended other criteria, e.g., < 1 or < 0.85
) Soe Sperts g Fecomioen g

e

T
&

%\’Jodel Fit Measurement

The next step was to test the model fit using the standardized root mean residual

e I-@T value was < 0.9, the items had discriminant

ha Y
{4

(SRMR). SRMR is an approximate measure of the fit of the research model. It

measures the difference between the observed correlation matrix and the
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estimated model. SRMR reflects the average size of the difference. The lower

the SRMR, the better the fit of the model (Garson, 2016). Table 4.18 shw

SRMR values. %\

Table 4.18 SRMR

Saturated Model Estimate EQE odel

SRMR 0.060
d ULS 2277
d_G 1.459
Chi-Square 1490.384
NFI 0.777

The table above shows that the SRM this research odeq wg? 0.060.

An SRMR of < 0.08 indicates the fit o mod : s aller t RM R, the

pu‘z@{MR with the

E‘ I »
The requirements to catgy out oot d /}}folding thus have been

fulfilled. These two p

and answer the seco arch u . Th ults of the hypotheses test are
N
presented below. \,‘ b o <</

NS

| O

¢ ', (,)

Af] 1ng that th? 1 1(% and constructs have met all requirements, the

%p was tddtestithe I’f.zpotheses This was carried out by computing the
Y

tstrapped path coeﬁ%ents in the Smart PLS program. The results of this

%process provided answers to each formulated hypothesis. The findings are

0 presented according to the research questions and hypotheses.
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Hypothesis 3.a
Hypothesis 3.1 was formulated to answer the research question

interactive multimedia affect students’ perception?”. The formulat@l%is
was: A
Ha: Interactive multimedia has a significant effect on student§” perception.

Ho: Interactive multimedia has no significant effect on studénts’ perception.
z va

]'Jes.

Table 4.19 Hypothesis Result of the Effect o eracive\\%edia on

) . ®
Students Percew Y ) C§~

Table 4.19 shows the results of the bootstrappe

Original Sample Sﬁ:;:;gﬂ T Statistics P Value
Sample (O) Mean (M) (STDEY) (|O/STDEV))

X->Z 0.579 0.58 10089,  0.000
N 5}

Table 4.19 above shows the compuggva ﬁo determine the effect
of variable X variable e h§pothesi “is a \ed if the computed ¢ >

critical ¢ value and if p . tva@at the 5 percent significance
level is 1.96 (Gérson zm). The tab sho@t t=10.089 (¢ > 1.96) and and
p =0.000 (pQS : olt N h satl@ the set criteria. Therefore, Ha was
acceptec@ was rejected” This (x_%a%ns that using interactive multimedia had

a positi d signific &fectc(ﬁ students’ perception, B = 0.580. In other

&
r ing '?t ac "'e u@edia had a significant direct positive effect of 58
src t on students’ per@)p‘;{;n.
N ~

o% Hypothesis 3.b

The findings answered the second question “Does interactive multimedia

affect student participation?”. The formulated hypothesis was:
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Ha: Interactive multimedia has a significant effect on student participation.
Ho: Interactive multimedia has no significant effect on student partici@!.
on

Table 4.20 Hypothesis Results of the Effect of Interactive Mul

Student Participation 3

Original Sample Is)tx;:;:;: T Statistics P Value
Sample (O) Mean (M) (STDEV) (|O/STDEYV))

X ->Y 0.180 0.182 0.065 2v- 0.006

Table 4.20 shows the results of the bootstrap ath HM shows the
@

computed ¢ > critical ¢ value and if p

16). Th%me shows

that the ¢ value was 2.783 (¢ > 1.96) an thegs\\/a\was Q&v(p < 0.05).

Therefore, Ha was accepted a 0 Was rejecte ch 1@ s that interactive

multimedia positively inﬂ@ studen\m‘,l ip g‘,\B = 0.182. In other
o

words, using interactiv%nedig’ device had <';l;"g?gniﬁcant direct positive

effect of 18.2 percent on staden
c’) "’bj"l §
NQalile

Hypothesis \ l %
Thisgfin an }Qe quédn “Does students’ perception towards

!

@

interac%nulti edia e& sttcgat participation?”” The formulated hypothesis
N

G 3

: Students’ perce@ towards interactive multimedia has a significant

\ effect on student participation.

QE Ho: Students’ perception towards interactive multimedia has no significant

effect on student participation.
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Table 4.21 Hypothesis Results of Students’ Perception towards

Participation
Original Standard . L.
Sample .. T Statistics
Sample Deviation P Value
©) Mean M) rppyy  (O/STDEV)
Z>Y 0.676 0.676 0.055 12.390 ~ 0.000

Yv

Table 4.21 above shows the ¢ and p values of Tect of variable Z

thesis is accepted

m@heS

percent significance level is 1.96 (Garso ). The ¢ val a! 124390 (t>

Yv
1.96) and the p value was 0.000 (p < 0.0YTerefc}\H as ac@(ed and Ho

was rejected. This means that s

(students’ perception) on Y (student participation). yp

if the computed ¢ > critical ¢ value and if p <,0.05.

ards Bsing interactive

&
multimedia had a positive and sighi can@ct stlictgpanicipation, B =
0.67. In other words, th ceptio Jts t@ards using interactive
A
multimedia device had, a“significant.dire posﬁ@ effect of 67.6 percent on
N

student participation
e s
Hypothes@\ @ 50

Th Mh h pc‘)th i apsveg‘} the research question “Does students’
iog

mediate the ffem&of interactive multimedia device on student

e
@ation%. € ftrmuiqi hypothesis was:

4
\ :  Students’ perce mediates the effect of interactive multimedia on

student participation.

o Ho: Students’ perception does not mediate the effect of interactive multimedia

on student participation.



Table 4.22. Hypothesis Results of the Mediating Effect of Students’
Perception on the Relationship between Interactive Multimedia and
Student Participation

N

Original ~ Sample  Standard . o .. o

Sample Mean Deviation P Value
(0) ™) (STDEV) (|O/STDEYV))
X>7Z->Y 0.392 0.391 0.048 8.235 0.000

fo?mediating effect of

teracti ultimedia and

Table 4.22 shows the results of the path analysi

students’ perception on the relationship betw

student participation. The computed 7 and p values show the of @able
! é\ | &

X1 on Z through X2. The hypothesis is ed if tl}e mputed ¢ %ritical t

value and if p < 0.05 (Garson, 2016). The'¢omput
and p=0.000 (p < 0.05), therefox%ws a

means that students’ perceptiomate bet

was 8 (t>1.96)
d Ho was rejected. This

a@e multimedia and

4.3 Qualitative m | =
NG
T]i : iNOH prﬂ? }Ha qy%k"tative research findings. Data from the

interv@ere analyz e lly. Thematic analysis followed Braun and
4

C:&IZO%) six ep! of t\l/ﬁmatic analysis. The first step was recognizing data
{ ed through intervie%ss? The second step was initial coding. At this stage, the

%earcher coded the interview data using NVivo. Text and word queries were used

0 to help searching for similar words. The third step was generating themes by

selecting and compiling codes that might share a common theme. The fourth step
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was reviewing the generated themes to find the most accurate themes. The fifth step

was naming the themes in accordance with the research objectives. The si
was writing a research report. The analysis revealed four signiﬁcan@ that
answered the main research question of students' perceptions to e use of
interactive multimedia to learn PAI. The themes were ease of uW) learn PAI,
usefulness of using for learning, attitude towards inteﬁyuultimedia, and

intention to use interactive multimedia. These theme arevdi ssec‘ in detail below.

NY.

The students felt that interacttive i 1a \aK;e use @arn PAL

leaN\ing use &sed on the

ease of u am@%se of access and

ease to learn the PAI materials.% \Y ,<\
o S
“ &
N h;} K
1. Ease of Access l ‘%\
The clear ge of 1€arni Wit is the ease of students to access
4 ¢ &
\CQu dea

the subject m&the stu'i ﬁ_ﬁccess the learning materials that are
already stow he i 'e m I‘%‘fedia devuce. They could also look for
: ‘

The students highlighted their feelin

findings, there were two sub-the n

relevan g materials £ar@ g on the application. Student 10, when asked
aon%s'e offacce ?ring&ning, responded, "It is good, sir" (Student 10).

A similar respons@;zg'iven by other students when asked whether it was

5&1 to operate the application. Student 8 said, "It's quite easy, sir." Student 7
dded, "To operate the application, it's easy, just tap the application and it will
appear immediately." This was supported by another student, “/t's easy, sir,

because we don't need to go back and forth to look at the page, if it's on paper, we
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have to go back and forth to look at the page. If on the iPad it is easy to find a page,
Jjust click on it” (Student 2). Y'

Furthermore, the researcher inquired whether the stu@})ften
experienced any problems during the teaching and learning pro@&'udent 10
said, "No sir because we all use wifi which is directly connectedWiPad so the
network goes all the way". V

One of the important things in the student's Vis that the school
provides adequate facilities and infrastructure to ort t ewnteractive

Ay
ithin the school @\@nent.

multimedia. In this case, the school provides wi
Another facility that it has prepared is a
was explained by Student 8§, "Usually%

and even if it goes out, the gener 1ght'is turned

Students could also eas%e interaﬁ;&%l i
outside of class. The syste e accessed utsid% ass hours because it can
be used offline. This w. exine ﬁg@e system can still be opened
even at home." St@d, “',he b oklisﬁady downloaded, right?”.

4 4
S
2. Ease to% Al eract} ultimedia

/

@
e intervie i‘w@und that most of the students had positive
r ?iness‘lﬁlsing interactive multimedia to learn PAI. They

that using interac@fnultimedia made learning PAI easier, more fun,

ékpler, and more interesting. The application was also comfortable to use. Student

o 10 explained, “For myself, using the iPad makes it easier for learning. Everything

is there, complete, everything can be done.”
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Interactivemultimedia is a device that can be used in teaching and learning
activities. It provides positive information according to user needs. It T!
students to easily search and store various materials to facilitate PAI 1@ The
research asked the students the following question: “PAI cov&: Islamic
subjects, namely figh, Quran and hadith, aqidah, akhlaq (etlw.and Islamic

history. Do you think it was easy to learn them?” Student 3 anSwered, "I¢t's easy,
a; sir.

sir, because all the learning systems are already on t j ,'so all you have

to do is open the iPad and just look for the materia wan tow
@

Student 5 gave a similar response, @ like ifiso one'th.t? to be

found, just open the book, it's easier there b use yo ee it fr@/the iPad.”

Other students gave more or less @lnswe’a; to quzz' n. Student 10

explained, "Same sir. Because yoMnee anything, if otQSChools use books

icated)) rig se you jreed to look for more
é &

materials, from the iPad K ing is ady hereﬁt}zmg is left behind, so for

and google, it's a bit comp

example, even if the ma is lo.i can to seud from friends again. There, all
(
the materials are c% there, @ oft %ve to worry anymore.”’
Anot e nce v@ learning using interactive multimedia,
as the ot nt explai d"was"@ light weight. The students did not have to

tex? ks he materials were already on the iPad and they
@notes with it. Stu 2 said, “It's easy, for example looking for a difficult
wer it is easy to find on the iPad, we don't have to go back and forth to look at

the page, on paper we have to go back and forth to look at the page. If on the iPad
it's easy to find a page, just click on it. In elementary school, we used offline or with

books, for example, for example the funeral prayer, so we don't have to look for
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books like how to pray the corpse, so we can see on YouTube what the funeral

prayer looks like. Could it be easier to understand sir. Yes sir, very use

useful, easier to read and understand. We find it easier to extract in@n to

know.” A
A similar response was given by Student 5, “Ye%’szke if there is

something you want to find, just open the book, it's easie because you only

see it from the iPad. Easier, more complete too. Everythingis t. e‘"e. ”. Student 10

agreed, “The material is all there. Because in pne item, everything isvthere-for
IS
learning.” A
' 4
NT

,\%smde Were able to

Besides making it easier to leKﬂl,%aterl
easily operate the device, “It's eas@e. Int Q\
there, so you don't need to brinﬁnothe b aTe

On the iPad there are notes to ote§” (Studq t 5).%0}

In the intewiew%s ?No that most of the students gave
positive responses%: e of int ;1%1!1&/ imedia device. Indeed, the students

o

4
found it eas;eKSIeam ]iA\hsg the é&ﬁ application namely Buku Digital
| itht ctiv <<‘{timedia device, students can search and

Interaktif (K).
@ C,)
store t aterials that t e@?l v@out the hassle of carrying thick printed books.
N
Th re,"the re ?founﬁ%at students found it easy to learn PAI using the

hActive multimedia. A@from the ease of access, with the support of facilities

?\rg ided by the school, the application can also be used offline, so students can

o study anywhere and anytime. In addition, the device provides a variety of materials

for students’ learning needs. Therefore, students no longer need to look for
additional learning materials.
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4.3.2 Theme 2: Usefulness of Interactive Multimedia for Learning PAY'
There were two sub-themes related to the benefits or usefulr&j sing
interactive multimedia to learn PAIL. The two sub-themes were rel students’

learning activities and the benefits that the students gained from Qing interactive

multimedia in learning. V

1. Students’ Active Participation \d
@
Y

In this sub-theme, the researcher fou

productive and active in learning. The

were ask etha@gy agreed
that using interactive multimedia, made tlcTn re a@eg. A student

responded, "Agreed, becauN)as offline, ex@%e in elementary

school... I used an iPad, /% so if mgpl @e was a lesson that |
A S
didn't understand, 1 caéctly cﬂk th acher‘é'@tudent 3).

Another student said ‘that Is' g iPad @e him motivated to learn as

Ith'ab*we are motivated to learn that"
(Student lwwtherl added%QBecause on the iPad there are many
%

at facili our éﬁzing” (Student 8). Likewise, another

applic\
¢

stuﬁs stated that hi leén' g activities improved when using interactive
Ititeed

%

. Offline, here, me@earning in normal conditions (Indonesian: luring).
E\ During the pandemic, learning moved online, typically referred to as online
o learning (Indonesian: daring). Another student, however, stated that his

learning activities were higher during offline learning (before the pandemic),

much as pos said, "It's nic

Q

%

N
ia,"If 1 ¢t it's iﬂ&easing, it's the same as offline anyway" (Student

"In my opinion, it tends to decrease, because if we are offline, we are really
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guided by the teacher, right, if there is not enough online, the study time is also

little" (Student 8). Yh
\nore

The researcher then asked the students, “Which do you thi
activities, using this application or not using it?”” Student Sﬂk.\sing this
application. When the researcher asked why, he replied, ” use everything
is there". The researcher was not satisfied with the thwer and asked
X

again, “What is an example of an activity?” He re ee)rs like the books

that are used are all books for studying, they a [ thette, Wbooks, the
'Y

Al-Qur'an are all there” (Student 5). ' C}

The findings in this sub-theme can seen ffo e of.the students’
relatively busier activities after séhool hours t7 sa&}} I have an
assignment, for example, [ us%D again t e w@ﬁer L use it again

a few times, minutes.” Sm% had a s\lhrTe @ "After school and at

S
night, I study again ﬁf% pm_0 u Q%")
Based on the i mon f n by the ‘sé\%nts, the students' perception
towards the u%‘ ractivelmul ’ehia@s able to increase their learning
'3

activities. %activit Me cangfz{lt not only in but also outside the

classro & &
K1 N0 O

<l B3
o &

. % ing Inde ence&

Y-v

A The findings als@fcated that learning through interactive multimedia

can promote independent learning and improve the students' academic

integrity. This can be seen from the statements of a student, “So we are more
independent, we also prepare how to understand the material easily, the

material in PAL. We are searching or asking the teacher” (Student 10). This
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statement suggests that the students were more independent in learning and
trying to understand the materials. They could manage their study tlw
understand the materials according to their needs and abilities by s@ and

asking their peers or teachers. A

The same response was given by another student, R oesn't matter

because we want to study privately, so we study alo ot mixing with
; r

others. So if we don't understand, we can searc lg‘:t” (Student 5).

Other students felt a similar benefit. They said usin th ce made it
®
easier to find and explore various informatiof. ' _\C}
Student 8 supported the above sta “Hmm, 3 an, l\’x&se if we

don't use the iPad, we need more la tio

ide of t@eacher 50 we
can search Google, we can Nﬂeazon to vi

fro 4%ple, we can also
D

ﬁ'it easier for teachers

practice. On the iPad ther any fac

S
without having to be the teac ,qstud can learn first with the
existing facilities i d l e, cause I use the iPad myself,

learning by m sier tolund, Sta'ndsb
&
The Qﬂleﬁts t y oéguhtudents Student 11 said, “When it's
time fo ir, i me a@:} for example, at night after Isha, I study

aloge%(em , Stu nt"l scjl “If you don't study online at least at night,
d u

redd.]’ ent @ so shared a similar habit, “When I go to school

&d at night, I study from 7 to 9 pm.”
E\ In addition to promoting independence, using interactive mutlimedi can
o foster the academic integrity of the students. Student 3 stated, "Such as honesty

or what, for example, in exams, we can't cheat, for example, so if we can, we
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can pay attention again, monitored by the teacher.” Student 10 supported this
statement, "Yes, it trains our honesty, sir, because it is part of the char?.'

Furthermore, it was found that the use of this application had @itive
benefits, including students’ better understanding of aterials.
Nonetheless, the role of the teacher was still necessary. Student 7 said, “/ like
it, so I can understand the material deeply. Because t. reaylpps for reading
photonotes, then the book can be turned into a p }m, he book can be

highlighted like that.” \d
2

Another student also stated that usin active! multi c#ii@tered

independent learning and made it easi un% e SL@ matter.

Student 11 said that by using integacti mwlfime ia, it gne easier to

understand the materials, “I%s)ne, sir, béegilse I@the iPad myself,
learning by myself is easie%ndersta ?en 4@‘ Likewise, Student 1
0 \

said, “In my opinion, s%
Unlike the thr ka
he did not un%ghe wo i Google using the iPad, "Ooo, if

there is soWg we v e can look it up on Google."
Thi %& s at using interactive multimedia can promote

standable.”
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4.3.3 Theme 3: Attitudes towards Interactive Multimedia
The findings revealed the attitude of students towards using intw
multimedia to learn PAI. Two sub-themes emerging under this @were

students’ feelings and interactive multimedia effects. A

1. Students’ Feelings
The interviews revealed that the students ge 0s1t1ve feelings

towards the use of interactive multimedia, including ple susaq{dest enjoy,

of inter: e'n@edla
fu% ere &ames in

and comfort. According to the students, t

application was very fun. Student 3 sai

the material too." Students felt ha

learning media. \
The iPad can include %m the e\mg

e,@ls, thereby motivating

some students. As ano Sgld, a ro‘{nt'@lg fun, using interactive
multimedia to le als mo em @m, “It's good that we are
motivated to | way” ]tude t1 b) re were many positive responses
from the ts to le teractlve multimedia. Additionally,
most fi d1 be tm éﬁﬂ easy to use. Student 11 said, “/¢'s good,

4
Confirming the a @’ response, Student 3 said, “The iPad, so it's pretty

E\ simple. The lessons are from the iPad. It's not heavy, sir, the bag doesn't carry

S%e T want to !no@ impler, can be noted, can be decorated. Fun

books.” Another student added that because they could watch or search for
some of the materials on YouTube, learning using an iPad was simpler. Student

2 explained, “It's simpler without books. For example, in elementary school,
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d
S

we used offline or with books, for example, for example the funeral prayer, so
we don't have to look for books like how to do the funeral prayer, SOW
see on YouTube what the funeral prayer is like.”

The same thing was conveyed by Student 11, "I¢t's simpler, %ke to take
notes because it's easier to decorate on the iPad." Another stédent said that it
was comfortable to use interactive multimedia to le% Student 7 said,

cti

"iPad is also comfortable to use, then we can also \'ate applications

to play games, so we don't keep playing games e focus o esson

‘Z'

The students also stated that they liked aching an arﬁm:éyocess

using technology-based learning med1 th iPh can,{e"c'een from

Yw

their responses to the researcher’ es n, ' hke dy using the

iPad?" Student 11 said, “/ IM ' because™i m@ learn.” Another
student said he liked lea@sing in\cﬁ L‘k@ledia iPad, "I like it,

o
because it can be repe %\uderﬁ 6). 2 4 (')
\1 &
€

Another stude% b\1 a 'ffer@son, "[ like it sir because it
can be recorﬁ% iPad ;CIU}“IJO n also be highlighted" (Student

7). Stude mentror]e er re hy he liked using the iPad, “It's

easzer mp s all e

r sear er_a :W]E/fggr the students liked the materials on the
e devite, S ?nt 1 ated "Yes, the material is all there." There were
lso other students v@ard they liked it because it has a quiz application.
Student 3 said, "If at this school after completing one material, there is a
katmut or quiz, so if the quiz is a quiz for one class, there will be competition.”

Some also found that learning became more interesting, “Because many
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facilities are the same, learning is more interesting. Because it can be repeated
continuously” (Student 6). T

The students said that the use of iPads made it easier for them %\they
did not have to carry heavy books. Student 5 explained, “I¢'s mxible. On
the iPad there are notes to take notes because he is offline. W book itself,
he's offline. Often, there's no network on the way ﬁo@o school, right,

you can still open books. The system can still be op even aghome.” Student

2 said, "It's like we want to go to school, right, e ar SME way, we
® Y.

: " N

ifferent. ' :C')

g, t% ereWs offline,
] 0 wi@g;hool. If the
e u.@nline and offline.

can also do the exam even though the hours

Student 7 agreed, “It can be carrie

1 just take my iPad with me to sc . Yes, th

book is in the form of an e—bwa iPad, i

1 am no longer studying

books and notes so th

online, at least at ni %eadr A

Still biased.” Next, studen%id, “Eas a )Q%re. here, there are e-
ST

re
% N
wdentsfl i per@ance, and achievement. The interviews revealed

S
Aat there was indeed-@effect. Student 8, when asked whether his quality of

\? learning improved when studying with the interactive mutimedia iPad, replied,

"It depends on the student, whether there is a will or not". The researcher then

)

asked again, "If there is a will?" He answered, “Yes, it can be done.’
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Meanwhile, Student 1 said, "In my opinion, sir, the iPad is easy, it is more

understandable." Yh
This device also made it easier for students to do their assignm@dent

2 stated, “It's easy, sir, because we don't have to go back anﬂ&(a look at

the page, on paper, we have to go back and forth to look at tR page. If on the
iPad it is easy to find a page, just click on it.” This stqdwéa found the effect

of using interactive multimedia on student ach t. Student 3 stated,

“Their academic achievement is well above the awerage ir.\\d
®

Another student agreed, "Thank God ood, §ir.

(Student 5). Student 2 said, "Somethingsis.abov ave wh.i@tudent 9

Smd@?;nd 6 added,

d %stand. We find it

N
‘% A <§’

4.3.4 Theme 4: Inten*’ MSel ractive I\@nedia
In this the% esearcher 1 'I‘edkbat the students would do in the

ui
4 b 4 &
future on the@tive Iil 1 12 de\g}l‘ his theme was not divided into sub-

themes. Th% ts w whe&%’lhey have any intention of looking for a
€ I (?
similar ore advanced o‘l t@ ses interactive multimedia for learning. The

stu% pond€d. that'they haye a plan to do so in the future. Student 5 said, "/

want to, but for a highschool in the city of Pekanbaru, I don't think there is

%xrhing like that, so it's a bit difficult.” Another student agreed, "I really want to,

0 but the situation is still in Pekanbaru, so what else?" Student 2 answered with short

answers. He said, “/ want to.”
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Some students were found to not only use this interactive multimedia device
at school but also outside of it. One student said, "Sometimes it's like taw
exam in a car, in a private car” (Student 5). This was also conveye% ther
student, "Quite often, I just want to study, but outside of class ho:ﬂktudent 4).
Student 2 added, "It's like we want to go to school, right, so we aWon the way,
we can also do the exam even though the hours are differ N

In addition, the students also agreed that the me iPad should be

continued and implemented in other schools. Student'§,said, tWontinued,

without having to be taught by the teacher,

with\t/x'facilities

ask@?e.ther the use
; ver@@ful, very useful,

in the iPad." Another student gave a

of this device should be continu ts

easier to read and understand. qc-{\mformation to know”
S
(Student 2). Student 4 agre sir, contin it's already based on iPad

if you don't continue, i%m 0 S dded, "In my opinion, if the
school is adequat% 1y’ .
3

N |

4.4 Integrating,Quantitati uali@%/e Result

@
hearc er ha dgcues:cg the qualitative and quantitative research
N
fin.

arately. P sect's& both sets of findings are integrated. Attempts to

Qate the findings ofte{g'é‘zs;nt various challenges, and in many cases authors
%cally describe the results separately. Integrating the findings generated in a
o ixed methods study can reconcile conflicting results and produce more robust
conclusions (Wagner ef al., 2012). The integration of qualitative and quantitative

findings was carried out to answer the first and second research questions.
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4.4.1 Research Question 1
Research question 1 was “What are the students' perceptions toward?ﬂg
an interactive multimedia-based application?” To answer this q@'s , the

integrated qualitative and quantitative findings were divided in sections

according to the themes revealed previously. ?
a. Ease of Use z '

The quantitative and qualitative findings“weveale M students

'Y
ia In gene nios.&@&dents

n% ia#LikewiSe, most of

the students (97%) perceived the dase o acc&js of“the lea media. The

students (98%) also agreed tha@ia made ng @nderstanding the

PAI materials easier. These %\gs a%d ,{&alitative findings. For
N

example, Student 7 sai pera‘)e thegapplication it is easy, just tab the

application and it a }wm {e%@dent 10 said, “No sir because
we all use wzﬁ%t directly co nebt the iPad so the network is all
4 &)
working.’&“tatively' \ﬁn ngs e ease of learning with interactive
multim% iIce 'tatedééﬂle students, “For myself, using the iPad
¢
mak %ier r lea n! % thing is there, complete, everything can be
\
%i gtudeﬂ 0 otherstudent said, "It's easy, sir, because the learning
Atem is already on th@d, sir, so all you have to do is open the iPad and just

E\ook for the material you want to learn" (Student 3).

perceived the ease of use of interactive mult

(98.21%) perceived the ease of use of in

g

o From the quantitative and qualitative findings above, it is clear that the use
of interactive multimedia makes it easier for students to learn PAL. Its operation

is easy and it facilitates learning of the PAI materials.
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b. Usefulness of Using Interactive Multimedia for Learning

The quantitative and qualitative findings revealed that the s
perceived interactive multimedia as useful or beneficial for learmn@ased
on the quantitative findings in Table 4.2, the students generam&:elved
use of interactive multimedia to be beneficial for their leaminwnies It was
also able to increase the students’ activities. Based on the titative results,
most of the students (97.569%) perceived the d benefits of
interactive multimedia for their learning activi This 15Wed by the

agreement of the students with each item of't fulness dime 51'>n ﬁ.@)f the

i ful n rni and more

pﬁcel the @Ztems e.g.,
increasing students’ leamlng@es and ctlvé'g The qualitative

students considered interactive multim:

than 97 percent of the students itiv

findings also indicated the ositive per ?f g‘\él'udents For example,
S
Student 10 said, "I¢'s m% ar moti ed to ")n that,” while Student 7
said, "For example, if h nt, | ‘ué@re iPad again, just after I use
it again for af% ’ ( 0
4 2
Likewisey,other s , "Su(ﬂ}s honesty or what, for example, in
exams, che mpl zf we can, we can pay attention again,
! (_?
monit the teach @tu ent 3). This was supported by another student,

\
%k so Ige ,ersta@'he material deeply. Because there are apps for

Y—v

admg photonotes, the\(l%#e book can be turned into a pdf like that, the book

E an be highlighted like that” (Student 7). Student 11 also said, “It's the same,

sir, because I use the iPad myself, learning by myself is easier to understand.”
From the above findings, it is clear that the use of interactive multimedia is

beneficial for students in learning PAI. The perceptions of students of the

126



benefits of the interactive multimedia came from the increase in learning

X
K\

The quantitative and qualitative findings revealed the positive attitude of

activities and other perceived benefits.

c. Attitude towards Interactive Multimedia

the students towards the use of interactive multimedia. Bawme quantitative
findings in Table 4.2, the students generally perceived ‘the uie of interactive
multimedia as fun, interesting, and comforta hey ls favorable
attitude towards it as it had a positive impact eir learnin ct’v&%ost

students (98.44%) had positive feeh or “assumpti ou &E use of

is was@o n from the
p @e students liked

interactive multimedia device nd per \NL?‘ ;@we impact of using
o
interactive multimedia %leartﬁng activities. @

Qualitatively, a st y zPad.élso comfortable to use, then
lppll atio

we can also [ tivate
ik il

playing gam&we fo lessm@étudent 7). Another added, “/ like it,

sir, bec nic

”& :
becauwn berepe

% corded on zPa d the book can also be highlighted." According
. 5 dent 6, Becaugg}z:my facilities are the same, learning is more

interactive multimedia in their lea ng ivities.

quantitative findings, where ;nd’97 44

n@ play games, so we don't keep

W

defit 11)
@)

|
d,f (S&nt 6). Student 7 said, "l like it sir because it

ewise, another student stated, "/ like it,

/

interesting. Because it can be repeated continuously.” Student 11 explained,

QE “It's good, sir, because I want to make notes simpler, can be noted, can be

decorated. Fun sir.” Finally, Student 10 said, “It's good that we are motivated

to learn that way.”
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From the findings above, it is clear that the students generally had a positive
attitude towards the use of interactive multimedia in their learning ac A
The students liked learning using this device due to its Variou@\ages
compared to learning using textbooks. Besides that, they alsof&ppy with
learning using interactive media, and they found learning to béynteresting. The
use of interactive multimedia also increased the en M of students in

X

learning; they became more motivated to learn. i1e effects of the

learning media were promoting learning indepen e andfacth students’
@
. X
learning. ' .i')
The findings above confirm that the ved siti)@grception

3

of the use of interactive multimediw

achievement. \) é
< S
d. Intention to Use Interaeti ulti i 6

Finally, the quantitative a’\ i % ings revealed the positive
intention of th : to uselinterdctiv timedia in the future. Based on
2 f &
the findings lee 412, \oﬁ\s ude§7.44%) stated their intention to use
interacti ﬁmed' uture ‘&i’s shows that in general, the students plan
‘K é ' %
tou etactive multr ec{a @/i es in learning. The quantitative results for
\
1§ u

R

ended to use interac@thultimedia to do assignments and carry out learning

is lj‘(ely at it wall“improve their

nder_t ?imen@ of intention to use revealed that the students

E\ctivities anywhere and anytime. These tasks can be carried out not only in but
o also outside of class. This can be seen in the agreement of the students (more
than 94%) with the items of the dimension. Quantitatively, the students stated

that the interactive multimedia tools should still be implemented in the future

128



because they can facilitate their learning readiness before the teaching and
learning process in class. Student 8 stated, "It must be continued, becaus?ﬂ

iPad there are many facilities that make it easier for teachers wzthn@ng to
be taught by the teacher, students can learn first with the facili&he iPad."
Another student added, “Yes sir, continue, because it's alreamd on iPad if
you don't continue, it's a shame. if the school is adequ ewan” (Student 4).
One student has the desire to continue to a high sch Hv trat uses the iPad
if there is such a high school in the city, "I really t to, lbu zgh school

X

in the city of Pekanbaru, I don't think there wthing like t'sg{tj’ a bit

difficult” (Student 5). \ ‘T
From the findings above, it is CW: the vﬁude have@;sire or plan
to continue the use of iPad m\armng activiti

desire to continue their educ to a hlg

system. In addition, the%e tha? the use«of 1<</ ctlve multimedia should

be continued in the \ 61%: t to learn and be ready before
“*t ]

the teaching an n class wi He @her.
Sl

S. <%‘rudents have the
©

gixs‘fad in their learning

8

(@]

=) o
T,
“

2

Y

e results revealed @(he use of interactive multimedia had a significant

ct on student competence. Based on the quantitative findings in Table 4.13, the

0 value was 0.029, smaller than 0.05, and so interactive multimedia had a
significant effect on student competence. Hypothesis testing can also be done by

comparing the ¢ value with the critical ¢ value. The critical ¢ value at a 5 percent
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significant level is 1.9781. If the ¢ value is greater than the critical ¢ value, Ha is
accepted and Ho rejected. In this case, the ¢ value was 2.206, which is h1glw'ﬂh
the critical # value, and so interactive multimedia had a significant effe dent
competence. This finding is supported by the qualitative ﬁndlngsﬁnt 3 said,
“Their academic achievement is well above the average sir” (SRI??)). Another
student said the same thing, "Thank God it's good, sir. Ab eNge” (Student 5).
Student 2 said, "Sometime is above average.” Ano mn] said, "Yes sir,

because it is more effective and shorter” (Student 9).

From the findings above, it is cle@émg intera e’ n@wdla
significantly affected student competence b both qhantitative
and qualitative findings. \, 0\ g

<<

4.5 Conclusion of the Findings Y &
# >)

This section su es thewresear 'fin based on the research

questions. Objective 1 to investi the ents perception towards the

(
use of interactive % ia device to agn & : The quantitative results revealed
a\ositivé‘{ceptlon towards the use of interactive

that the maj o&\ udent} h
multimedi lea i
attitud, nd)nten on.=I'h

44 £1 44 pe@ The highest level of agreement was for the

lall d@lsions, namely ease of use, usefulness,

perc@gtage of agreement for the dimensions was

e dimension while tb%)owest for the intention dimension.
The quantitative findings are supported by qualitative findings obtained
o through interviews. The qualitative part of the study aims to explain the quantitative
findings in more depth and reveal any differing perceptions. The qualitative

findings supported the quantitative results, that students had a positive perception

130



towards the use of interactive multimedia device in PAI learning across the four
dimensions of easy to use, usefulness, attitude, and intention. The ab f
interactive multimedia to search materials and save the entire course @}ls, in
addition to its light weight, makes it easy for students to stud here and

anytime. Q
Based on the qualitative findings, the students alsg feN usefulness and

benefits of using interactive multimedia in their learni t1 ities' They increased

their learning activities and understood the materia ier. he\ﬁ@ds also had
]
positive attitudes towards it and considered it sim un, interesting, }O@able,

e% PAL\,R;lally, the

dents@go.ther schools
ster@‘bng with the hope

&
4
Objective 1(b) inv%d whether Sthere <<,; differences in student
perception by gender, \

andschool’ The esu@nd significant differences in
perception by gen%— 011), be.% dO@ and school (p = 0.026). Because

and motivating. They liked using interacti

qualitative findings revealed the hopes
to adopt or use interactive multimedia in aeir learnin

that the device can become mo rdable. \T

%

&y

awas accepted and HO was rejected.

\ ' i ifferences in the students' perceptions
CoYI W e

towards : ragtive multi ié?'de(ij y age, gender, and school origin.
t

Ge

N
% hird” obj :ye og@'s study was to determine the effect of using

&wtive multimedia o S@Yent competence. The results showed that the use of
Exactive multimedia did not significantly affect student competence. This can be
o een from the quantitative findings, where the p value of acquisition was 0.029 (p
> 0.05) and its ¢ value was 2.206 (¢ < 1.9781). However, qualitative data showed

that there was an increase in student achievement.
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The fourth objective was to investigate the effect of interactive multimedia
on students' perceptions. The results showed that #=10.089 (¢ > 1.96) and pw
(p < 0.05), thus Ha was accepted. This means that interactive multifnediahad a
strong positive and significant effect on students' perceptions, B —‘N In other
words, using interactive multimedia had a significant direct positiye effect of 58.0
percent on students’ perception. V

The fifth objective was to investigate the effe Ye:acfive multimedia
on student participation. This study found that the ¢ e wa§ 2. ‘1.96) and
the p value was 0.006 (p < 0.05), thus Ha was acc . This mea h#t K@Yc:ive
sm% iofpation, 5 = 0.182.
In other words, using interactive multi a a s'\gm nt din%positive effect
of 18.2 percent on student participation. é

Vestigate\egec oéﬁxdents’ perception on
o

dthat ¢ MValLQI?C:?aS 12.390 (¢ > 1.96) and

the p value was 0.000 (p < O: 5);[1 ayas a ed. This means that student

perception had a [% ignificant efféct Bl@dent participation, B = 0.676. In
2 &

other words, @’ Perc]e \Nqad sioni

student par'iw .

iggcant positive effect of 67.6 percent on
&
TrE
seyenth objective &as@' vestigate the mediating effect of students’

44

multimedia had a positive and significant e

y:
44

The sixth objective was

student participation. This

"7;/4/£

e

N
pergeptions on ?ionslﬂ'?between interactive multimedia and student
ipation. This study f@ that the 7 value was 8.235 (#>1.96) and p value was

\)O (p < 0.05), thus Ha was accepted. This means that students’ perception

o ositively mediated the relationship between interactive multimedia and student

participation, B = 0.391. In other words, students’ perception had a positive
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the relationship between interact

mediating effect of 39.1 percent on

and student participation.





