CHAPTER ONE

INTRODUCTION q
1.1 Introduction ?

This chapter introduces the context of the research¥to facilitate its
understanding. It presents the background, problem sta esearch hypotheses,
research questions, research objectives, signific hmltatlon

Y

theoretical and conceptual framework, and operationial definitio ' _t')
S
1.2 Background 0\ é
Islamic Religious Educatlo\%hdzkan Ag [SZ@PAI) has a critical

role in the development of ch% ] cogn\gn_m_ ), psychomotor, and

affective (attitude) compet Indonesi r@tlon of PAI in schools is

tlon@catlon System. Among the

}(’ develop students into individuals who

legitimized by Act N /2 3 T
cators

most important du I edu

believe and d thems od a@bssess good character. Nonetheless,

this task 1 &e 51b11 Qdf PAI teachers; it is realized through

@

cooper. W, h teache oéerejbjects

PA 154 an¥impoit ject @ t must be taught to Muslim students from the
ntary to the unlver5\ el. Act No. 20/2003 specifies that every student in
educatlon unit has the right to receive religious education in accordance with

0 heir religion and is taught by educators of the same faith. Based on this Act, every

education unit is required to teach PAI to its students.



The objective of all religious education in Indonesia, including PAI, is to
develop students’ abilities to understand, appreciate, and practice religious
parallel to their mastery in the sciences, technology, and art (PP No.55® This
objective covers the cognitive, affective, and psychomotor aspects. efore, the
purpose of PAI is not only to form cognitively capable students but‘also to develop

their attitudes and skills through the inculcation and practi eNgious values.
;d,

The instruction of PAI is still largely traditional ard conservative.
The teacher tends to use the lecture method, writin the law‘while the
students write, listen, and memorize the materials,given [by t}ac \This
learning approach is monotonous and tedio the learning
process is not effective (Sumarni, ZOIW re Y:15‘[ be more

innovative and creative in dev%} i g @ods, media, and
approaches. % \_\_T
? O

The research by S

affective competency i mis Ji poo ctive achievement of value

inculcation in inte% tions: ;%e‘ co@ct of society, nation, and state is
still low. Howe&gni@emen@@sfaﬁow. The author suggested that
PAI teach@ld crea&ﬁ% and innovative in accomplishing the
objec‘@PAI e - ;

arnt ﬁ" e@grs must move away from conventional,
monot

N
, and’tradit ?alw of teaching.

b 9

A According to a P@\éacher at the Integrated Islamic Junior Secondary
%ol (SMPIT) Al-Azhar 37, the average student learning outcome score for the
0 ubject was 77.8. This shows that the students have met the minimum cognitive
competency level. However, the learning outcome should not be limited to only the

cognitive aspect; it should also include psychomotor and affective competencies.



Otherwise, the students would only be knowledgeable in the subject, but they may
not possess good character or behavior. This would be the outcome of a %
orientation that solely focuses on memorization, knowledge, and intel This
does not mean, however, that cognitive competence is unlmportant%, the PAI
learning process should not stop at cognitive achievement, but it\hust also arrive
at the complete achievement of multiple competencies Norm intelligent,

faithful, pious, well-behaved, and noble individuals.

The Centre for Islamic and Community ies (P, IMIN Syarif

Hidayatullah found that religious attitudes rel

o religiou t}le.\&nye are

alarming. It found that 17.3% of the surw

1g1oth S W érntolerant
towards other religions, while 34.1%

: Olem‘l%rds t@vorehgmmsts

(PPIM UIN Jakarta, 2018). Other findings explain that educatlon in Indonesia is

\ v\ o/
- N L\
politically and practically inconsistent in cultlvatlng tolerance and multicultural

education (Raihani, 2018) dy nQay indicate &lé.?’AI has not successfully
improved the affective hoI rc petegl s of students.
As the abo 1 ugge th eafn@nd teaching of PAI is still facing

@d in accomplishing its objectives,

the practlces of Islamic values, religious

various issues. Wtructlo
nor has it &le toi
M)
tolerati akh k. :Ime)/ ion, creativity, and hard work from PAI
; thefefor

tea ighly eded especially in the aspects of instruction

st the use of me@ information and communication technology, and

\mng strategies and approaches. PAI teachers are required to be able to develop
Q instruction methods that are not monotonous, rigid, and tedious through the
application of methods, strategies, approaches, media, and new information and

communication technologies in the learning process.



Information and communication technology can be used as both a medium
and a resource of instruction inside and outside the classroom and school.?ﬂh
contribute to the effectiveness of learning (Haleem et al., 2022). Ther@rious
types of media, one of which is interactive multimedia. It is a ination of
images, texts, sounds, videos, and animations, operated using IM computers,

smartphones, tablets, or other such devices, to facilitate learning®sing information
and communication technology (Abdulrahaman et al., : he use of interactive
multimedia in learning is unavoidable considering th idd e’hpqtdof science

X
and technology. Many devices are used in @g interacti ilti@’la, as
for the concern in this study is the use of i ces< \‘/T

ente intera,@e multimedia
learning, one of which is SMP& Lghar. Base d@btained from its

q@ot all al-Azhar junior

Azhar schools, namely E-Az an SM‘Pé&har 37, were selected. The

first consideration%%e sc}Ll a l‘l‘els 1‘@' device as interactive multimedia

in learning pWhile ‘ \em.pd co¥¢'§;ﬁon was time and cost savings, as

they are neﬂst the Q Th@ools implement interactive multimedia,

and so hquir st‘ud tSzIO e/n a device when they are admitted. This
.

N
im tion if an i ?Vatiw&eakthrough that is consistent with the needs and

& of people in the c@ era (Ishak, 2022). The teachers use or implement

inferactive multimedia device in day-to-day instruction activities. Interactive

0 ultimedia is online, programmed, and can retrieve information from the internet.

The teachers use it as a medium and a resource of face-to-face, in-class PAI

instruction, and students can use it anytime and anywhere outside of class hours.



The implementation of interactive multimedia in instruction is needed and
unavoidable due to advancements in technology, computer engineering, and
software (Munir, 2012; Dariyono and Mukhidin, 2021). Schools must adjust to this
development by innovating the teaching and learning process, such as using
interactive multimedia-based applications. In line with advancements in
information and communication technology, the media used to deliver messages or
information in the teaching-learning process have also changed. Before laptops, the
internet, and projectors, learning media were still traditional and manual. They
were either drawn or written by hand before presented using an overhead projector.
Now, teachers, lecturers, and educators, as well as other presenters, use laptops,
internet, and projectors as the media. With these devices, such media as images,
sounds, animations, texts, graphics, and online sources can be presented during the
teaching and learning process, both within and without the classroom (Dariyono
and Mukhidin, 2021).

Media can theoretically increase the effectiveness and quality of learning in
science and Islamic subjects (Heinich et al., 2012; Winarto, Syahid and Saguni,
2020). Technology plays an important and unique role in the education of students.
Tailored and specially designed technology and media can contribute enormously
to effective instruction and can help students achieve their potential regardless of
their innate abilities (Bertram et al., 2017). The functions of media in instruction

,are to make the learning process more interesting and more active and to improve
student attitude (Winarto, Syahid and Saguni, 2020).

The scholars’ views above confirm that the use of interactive multimedia

can affect students’ learning, activeness, competencies, and attitudes. This

contrasts with the issues mentioned previously. The relationship between PAI



learning outcomes, students’ activeness, and media theory is an interesting subject
of research. It is imperative to study the relationships between students’ perceptions
and participation in the learning process, the use of interactive multimedia, and
students’ competencies in PAI learning (Munir, 2012; Winarto, Syahid and Saguni,
2020; Nofrianti and Arifmiboy, 2021). Students’ perceptions may also be assigned
as the variable that mediates the effect of interactive multimedia on students’
activeness or participation.

According to a PAI teacher of SMP IT Al-Azhar 37 Pekanbaru, there are
still persisting issues about the use of multimedia as an instruction and learning tool
in school:

a. Some students are unfamiliar with interactive-multimedia-based teaching and
learning process.

b. Some students feel bored with interactive-multimedia-based teaching and
learning process.

c. Some teachers are inexpert in operating interactive multimedia devices.

d. Some teachers are unable to manage the classroom well.

e. Some students are unable to effectively respond to multimedia learning.

f.  Some students are less active in individual and group multimedia learning.

Based on the phenomena presented in previous studies and the above gaps,
the researcher intends to examine the use of interactive multimedia device in PAI,
,the perception of students towards it, and its relationship with students’

"N\ participation and competencies.



1.3 Problem Statement

The laws and regulations of the Indonesian government state that PAI has
the goal of forming students with good religious knowledge, skills, and attitudes.
This means that the objectives of PAI include the three aspects of cognitive,
affective, and psychomotor. However, past studies suggest that PAI is still
cognitively oriented, so that many students do not have a good religious attitude.

There are several factors for the poor quality of PAI. These include teachers;
learning and instruction approaches, methods, strategies and techniques; parents,
facilities; and interactive multimedia (Sumarni, 2013; Mahmood, 2019; Amin and
Ahmed, 2021). PAl instruction methods are still traditional and monotonous, which
lead to ineffective learning process. Therefore, the use of modified teaching
methods and strategies that suit students’ learning styles can encourage effective
learning (Schilling, 2016; Alenezi, 2020).

In addition, it is suspected that the low quality of PAI is caused by the use
of monotonous and traditional media. The media used are only limited to
blackboards and textbooks. Students rarely interact with other audio, visual, and
audiovisual sources, and as such their participation and activeness are poor. To
resolve this issue, interactive multimedia, which combines visual, audio, and
audiovisual media, can be used a as a learning resource. The use of interactive
multimedia contributes to the effectiveness of learning and can help students reach
,their highest potential according to their talents(Heinich et al., 2012; Chmiliar,

"1’-“‘.:.-2017).
. Student participation is also one of the factors that influence the success of
PAI. Education will be effective if students participate actively in the learning

process. Students can benefit more from religious learning if they are involved in



1.4

discussion, observation, asking and answering questions, solving problems, and
other activities that involve high-level thinking, acting, and behaving. Learning will
be effective if students actively interact with sources or learning materials and
practice them in their lives by providing feedback on learning (Heinich et al., 2012).
In addition, student perception is also one of the factors that influence PAI
Perception is an important determinant of learning success or failure (Dornyei,
2001; Bowden, Tickle and Naumann, 2021).

Therefore, it is believed that the failure of PAI is caused by the influence of
media and the perception of students towards using interactive multimedia.
Furthermore, student participation or activeness in an interactive-multimedia-based
learning process is mediated by the students’ perception towards learning using
interactive multimedia. Therefore, this study seeks to determine the effect of using
interactive multimedia in PAI on student competence and participation, with

student perception as a mediating variable.

Research Hypothsess,

b. -

1. Student perception 51gn1ﬁcantlyd1ffersby grade level, gender, and school
origin.
2. Using interactive multimedia significantly influences student competencies.
3. a. Interactive multimedia significantly influences student perception.
b. Interactive multimedia significantly influences student participation.
c. Student perception significantly influences student participation.
d. Student perception mediates the relationship between interactive multimedia

and student participation.



1.5 Research Questions
1. a. How do students perceive using interactive multimedia device to leanv
b. Does student perception towards using interactive multimedia S%X‘lﬂy

differ by grade level, gender, and school origin? A

2. Does the use of interactive multimedia influence student competencies?

3. a. Does interactive multimedia device influence student ;Nlon?

b. Does interactive multimedia device influence st rt101')at10n‘7
c. Does student perception towards interactive time 1a ce student
®
participation? ' _{—)
d. Does student perception mediate ath eeﬁ:teractive

multimedia and student part1c1pa% 0\
1.6 Research Objectives % T ,(\
~ a ": ' A

The general objective of this study is to investigate the students’ perception
of students using interactive multimedia. The specific objectives are:

l.a.To 1nvest1gat%heptlon of stu’ent!s m@rds using interactive multimedia

device.

b. To in % th ces i perceptlon of students towards using
interactiv mul i y ra (?ender and school origin.

2 1n stigafe .t ffec usmg interactive multimedia on student
peten01es

To investigate the effect of interactive multimedia on student  perception.

To investigate the effect of interactive multimedia on student participation.

c. To investigate the effect of student perception towards interactive multimedia

on student participation.



d. To investigate whether student perception mediates the relationship between

¥
L

First, this study enables better understanding of students’ perception

interactive multimedia and student participation.
1.7 Significance of the Study

towards the use of interactive multimedia in learning PAI and whether it can
improve their competencies in PAI. Based on past studies, the instruction of PAI is
still monotonous, traditional, and cognitively oriented. Therefore, this study can
serve as a reference for teachers in using interactive multimedia to make PAI
instruction more creative, innovative, and oriented towards all three learning
domains.

Second, it offers in-depth insights by examining the moderation of
perception on the relationship between the use of interactive multimedia and
student competencies. Third, In Indonesia, very few schools apply interactive
multimedia in teaching. Therefore, the results of this study may be useful for
teachers, principals, and heads of education offices to consider the use of interactive

multimedia in learning, especially for PAIL

_ e ,
1.8 Scope@itat’ms fge Stl\@y
%e scop'g V‘& re@h is to investigate the perception of students

: N
ﬁ&is the use of 1nteras&'\)e multimedia device; the effect of using interactive

\?timedia on student competencies, perception, and participation; and the effect

0 of interactive multimedia use on student participation, mediated by perception. The

scope of this research is also limited to schools that use interactive multimedia

device in its learning activities.

10



This study has several limitations. First, it is limited to two schools, namely
SMPIT 37 Al-Azhar in Pekanbaru and SMPIT 1 Al-Azhar in Jakarta. The?&l
has only recently implemented the interactive multimedia device with. i rand
for learning. Therefore, it may not be appropriate to generalize &dings and
conclusions to other schools. Second, this study was only conduéted on students.
Teachers, principals, and administrative staff were not i cmas the research
subjects. Third, this study was limited in terms of ti ]Ye-smrces. Therefore,

data collection was adjusted to the circumstances in esea: hw, S0 as not
@

to disturb the students’ classes and the learni@s. ' .S
s r

Theoretical and Conceptual Framew é
As mentioned earlier, the @ective of thi tudéﬁo understand the

o
a. Investigate the percepti uderﬁs to usidg?nteractive multimedia to

learn PAI; \ L \A
b. Investigate th% using inter tive m@imedia on student competencies;

g ' 4
=N I %CQ
c. Investi{& 1ati 'role e:éytudent perception on the relationship

bet 1iteractive m tiI{ed'e/a d student participation.
% N S
% e ar ] de'v&s that can support multimedia applications and

a@ used by teachers @dnline and offline instructions. Computers, laptops,

ablets, smartphones, and other such devices can be used both online and offline.
The interactive multimedia used by the sample school is installed on the iPad and
connected to the internet. The iPad is a tablet designed and produced by Apple Inc.

Every student at SMP IT Al-Azhar 37 is required to own an interactive multimedia

11



device as a medium and a resource of the teaching-learning process in class upon
their admittance to the school. T

A number of articles have examined the effects of learning wi% ctive
multimedia and other factors on student competencies and ipation or
engagement. Before these are discussed, it is first necessary tofunderstand the
concept of interactive multimedia. Multimedia is the int Mof two or more
media. Multimedia learning means merging two or ta 'in teaching and

learning activities. According to experts, multimediayis the uw) types of
]

media, namely words and pictures, and so the ph Smultimedi ar'li@neans

ile 1{6 se ‘multimedia

instruction”, refers to the presentation aterfals usir@g words and
pictures (Mayer, 2021). \C' ) CS*

Some scholars disagre% the above~defin ip@%aying that it is the

combination of five types , hamely téxtyart g d, animation and video,
presented electronically using'a co

technology devi ghan:T2 "!Ab@fahaman et al., 2020). The
incorporation wral elf rom t <Qe media types is a characteristic of
multimedi &nak g eaf‘éé(o understand and communication more

et
organiz learer (Gu w&d na‘and Palaniappan, 2016).
N
n

% enerdl, imedia<is divided into linear and non-linear. Linear
&nedia presents mate@éequentially so that users have less interaction with

;-\\-tmmedia that they operate. Non-linear multimedia, on the other hand, allows users

o o fully control the contents (Dwi Surjono, 2017). Vaughan (2011) stated that

multimedia is interactive when users are allowed to control what and when the

learning using words and pictures.

=
i
dg

-

er ot other ﬂ{%rmation and communication

contents and elements are shown using the navigation buttons. The term interactive

12



multimedia is more often used compared to non-linear multimedia. Thus,
interactive multimedia is the use of several types of media that allow u

control materials and elements using the navigation buttons. This stu@s on

interactive multimedia used on the iPad device because it has b grammed
and set as a medium and source of learning of the sample school.Y'

This study is based on the multimedia cognitive_theoty¥ and acceptance
model theory, namely the Technology Acceptance R:A ) and Unified
Theory of Acceptance and Use of Technology (UTAUE). M eWexplained

"X

s to imipro r‘ie ding,
1 % y le@;g using
al imﬁiep nd ar%;lze. to mentally

organize with cognitive structuresw ect new ed@hh the knowledge

that they already have. Meani@sleamingie;cgbe @Ents who are able to
% q
[ ()

that the use of multimedia in the learning proces
increase motivation, and create more m

multimedia, students can understand t at,

apply the knowledge they have in redl, new different situations and

conditions (Mayer, 20 %s, t’ Se mugrn%dla will involve interactions
between students’%l processes ‘cl {nubhedia during the process. Mayer
\;‘w &

(2021) stated t wuse oi 1 ve m%ﬁndedia will affect student participation.

IS
tte{ a@s ore them longer in their memory. He also
N

invo&/&!’ with the learning process; they can
underst

stat at'the us€ ?gogiA\agents can help students to focus on learning. In

@se, multimedia sho@é able to assist someone to interact with multimedia
E&puters) and between humans. This means that the use of interactive

0 ultimedia is more recommended than linear multimedia. The quality of
interactive multimedia is important and affects student learning (Mayer, 2021).

Additionally, multimedia quality can also be seen from the aspects of content

13



organization, navigation, and orientation (Kennedy, Petrovic and Keppell, 1998;

Teoh and Neo, 2007).
~

This study cannot be separated from the technology accept‘al_rll_ce model

(TAM) developed by Davis and the unified theory of acceptance and use of

E=—
technology (UTAUT) theory developed by Venkatesh. These theories are used to

oY

examine the acceptance of users of a technology in various dimensions, one of

A
which is learning. In the use of interactive multimedia, users consider the benefits,

{

| »

usability (perceived usefulness), and ease of use (perceived ease of use) of the
v ' e T
| o -

technology. The high usage of an information SEstem indiceites .1’t§ us‘eﬁil&e_ss and
ease of use. The user’s positive response shows his accéptance of the use of the

W ~

\\ N

technology. In the pedagogical context, this means that students will be encouraged

<! & .
to use a technology for learning if they perceive it to be useful and easy (Fred and

T ﬂ“ \V

Davis, 1989; Venkatesh and S‘;_n_ith, 2003). Furthermore, Davis and Venkatesh

N Ly A

(2003) explained perceived usefulness and ease of use can predict and explain the

aOaN NJ W

reasons why users use technology (interactive multimedia), and intention to use

- V1 ¥ <

becomes a mediating factor for student behavior (behavioral intention to use).

d Inr

Based on above discussion, the theoretical concept of this study can be illustrated

as follows (Figure 1.1). (ﬁv
& |2 S
(QE ’ b‘)f Qé-j
N &

N
N
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COGNITIVE THEORY (Mayer, 2021)

§- - -

THEORY ACCPETANCE MODEL (TAM-UTAUT)

INTERACTIVE
MULTIMEADIA

| /

v N Y-
: N
Figure. 1.1. Conce]@mewo ' _{‘)
4
\ \/T
c\/: 1o &
1. Interactive multimedia: The of iPad in teachifig al®(sdrning to display

texts, sounds, images, ani%ns, au%\ayhxvi @a‘t the user (student)
can control anytime a%wre.o q 43-

2. Perception: The fi \r 0 nﬁgﬁdual about using interactive
multimedia i‘\%% U ' 0

3. Participwu’t of't \rall st t engagement process that can be

1.10 Operational Definitions

4 enciés: ?(pectt&eaming outcomes of PAI learning, consisting of

&iritual attitude, soc@fitudes, knowledge, and skill.

QE Conclusion
This chapter has discussed the background of this research. It has covered

the problem statement, hypotheses, research questions, research objectives,

15



research significance, scope and limitations, the theoretical and conceptual
framework, and the definition of each key variable. The next chapter reviews past

studies relating to the use of interactive multimedia in PAI learning.





