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Abstract:  

With the continuous popularization of online learning in higher education, interactive films, as digital media 

that integrate non-linear narrative and user decision-making mechanisms, are expected to create a personalized 

and immersive learning experience in online education. This study constructs and validates a theoretical model 

integrating perceived usefulness, perceived ease of use, autonomy, competence, and relatedness based on the 

Technology Acceptance Model (TAM) and Basic Psychological Needs Theory (BPNT), to explore the 

influence on students' behavioral intentions regarding online learning through interactive films. The study 

distributed paper questionnaires to university students from six higher education institutions in Chongqing and 

employed Structural Equation Modeling (SEM) for empirical testing of the relationships among variables. The 

results indicate that, apart from association, all other factors significantly influence behavioral intentions, 

confirming the applicability of the integrated TAM and BPNT model in this context. In the future, efforts 

should be made to enhance its usefulness and ease of use at the instructional design level to meet students' 

autonomy and competence needs for a better user experience. This includes improving tool availability and 

motivation support to expand its potential applications in online education. 

Keywords: Online Learning, Interactive Film, Behavioral Intention, Technology Acceptance Model, Basic 

Psychological Needs Theory 

 

INTRODUCTION 

In recent years, the use of online learning in Chinese higher education has become increasingly common. Among 

them, online learning videos have gradually become an important teaching medium in the field of higher education 

due to their time flexibility and convenient accessibility (Huang et al., 2020). However, traditional online video 

learning is often dominated by one-way information transmission, and this learning mode has been found to be 

ineffective in motivating students effectively (Al-Qoyyim et al., 2022). Interactive films, as an innovative online 

teaching medium, integrate cinematic storytelling with user interaction technologies and are characterized by non-

linear narratives, user-driven decision-making, and high interactivity (Green & Jenkins, 2014). In recent years, 

some studies have begun to focus on the application of interactive films in the field of education, highlighting that 

this novel technology can create engaging learning materials through film narratives and promote students' active 

learning and critical thinking by simulating situations and decision-making activities (Dahlan et al., 2023). 

Furthermore, it allows students to independently choose narrative paths, creating a more personalized and 

immersive learning experience (Palma Stade, 2022). However, despite the potential of interactive films in 

education, the widespread and effective application of any new teaching technology depends on whether students 

are willing to use it (Estriegana, 2019), and the factors influencing higher education students' behavioral intention 

to use online learning tools are complex. 

Many theories and frameworks are used in research on the prediction and explanation of user behaviors related to 

the adoption and use of various technologies to support learning and teaching processes, but among them, the 

Technology Acceptance Model (TAM) is considered a leading scientific paradigm, being the most widely used 

powerful and effective model in this field with perceived ease of use and perceived usefulness as prominent 

predictive factors. However, it often integrates successfully with a range of other contributing theories and models 

within different application domains (Granić, 2022). Palma Stade (2022) points out that interactive films allow 

students to autonomously choose the narrative path and direction of the story, thereby enabling students to connect 

with virtual scenarios and receive real-time situational feedback, making it easier for them to perceive their 

improvement in ability during the learning process and consequently enhance their autonomy in learning. 
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Autonomy, competence, and relatedness are considered fundamental psychological needs of human beings (Ryan 

& Deci, 2000), and it has been pointed out that satisfying these basic psychological needs can enhance students' 

motivation and engagement in online learning as well as positively impact their user experience, learning 

motivation, and intention to use technology (Şahin & Şahin, 2022). Therefore, when examining the behavioral 

intention to use interactive film online learning technologies, fundamental psychological need factors should be 

taken into account. The integration of TAM with students' basic psychological needs is not uncommon in research, 

as many studies have examined how psychological factors influence student's technology acceptance. However, 

existing research primarily focuses on traditional learning platforms such as MOOCs and SPOCs (Psathas et al., 

2020), while there is still limited research on contextualized and interactive online learning tools. As a potential 

development in this field, interactive films can enhance students' learning experiences through personalized 

decision-making, situational simulation, and real-time feedback (Dahlan et al., 2024), factors that are highly 

related to basic psychological needs. Therefore, the impact of interactive films on online learning regarding 

learners' basic psychological needs is worth serious consideration. 

Based on the above views, this article takes Chongqing higher education students as research subjects to explore 

their willingness and influencing mechanisms to use interactive films for online learning. By combining the 

Technology Acceptance Model with the Basic Psychological Needs Theory, a quantitative analysis of multiple 

key factors is conducted to obtain generalizable conclusions, revealing the acceptance mechanism and influencing 

factors of interactive film-based online learning. Perceived usefulness, perceived ease of use, autonomy, 

competence need satisfaction, and relatedness are integrated into a unified analytical framework for 

comprehensive study. Furthermore, this study aims to provide theoretical support and practical guidance for the 

development and application of interactive film online learning materials in the higher education sector, thereby 

enhancing students' online learning experiences and outcomes. 

OBJECTIVES 

The objective of this study is to explore the factors influencing higher education students' behavioral intention to 

engage in online learning through interactive films and examine its determinants. Given that the Traditional 

Technology Acceptance Model (TAM) primarily focuses on cognitive factors of technology use (perceived 

usefulness and perceived ease of use), with limited attention to individuals' intrinsic motivation and emotional 

experiences during the learning process, this study emphasizes incorporating students' basic psychological needs 

into the model to expand discussions on factors influencing student behavioral intention. The conceptual model 

of this study describes the relationships between perceived usefulness, perceived ease of use, autonomy, 

competence, relatedness, and students' behavioral intention to use interactive films for online learning (Figure 1). 

The model posits that these factors exhibit a significant correlation with students' behavioral intentions and that 

the variables collectively influence students' willingness to engage in online interactive film learning, aiming for 

a more comprehensive explanation of the acceptance mechanism involved. 

1. Technology Acceptance Model 

The Technology Acceptance Model proposed by Davis (1989) explains how users adopt and use new 

technologies. TAM considers perceived usefulness (PU) and perceived ease of use (PEU) as key factors 

influencing user acceptance. These two variables can influence users' behavioral intention (BI) and ultimately 

determine actual usage. 

In the field of online learning, TAM has been widely used to investigate students' acceptance of online learning 

systems, MOOCs, adaptive learning platforms, and educational technology tools (Psathas et al., 2020). Research 

has shown that in virtual learning environments, learners are more likely to exhibit a stronger intention to use 

tools if they perceive those tools as enhancing learning outcomes and being easy to use (Sukirman & Fitriningtyas, 

2020[iii]). Therefore, it is worth examining whether perceived usefulness (PU) and perceived ease of use (PEU) 

directly influence students' behavioral intentions regarding the utilization of interactive films for online learning 

in higher education. 
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1.1 The Impact of Perceived Usefulness on Higher Education Students' Behavioral Intention to Use 

Interactive Films for Online Learning 

Perceived Usefulness (PU) is one of the key variables defined in the TAM, referring to the extent to which an 

individual believes that using a specific technology or tool can enhance their performance and efficiency (Davis, 

1989). According to Davis's research, individuals' behavioral intention to use technological tools is often strongly 

influenced by the actual benefits and perceived value brought about by the tool, that is, users are more inclined to 

adopt those technological tools that can directly or indirectly improve their performance and meet personal goals. 

This has been validated by many researchers in online learning environments, who point out that students' activity 

levels on online learning platforms are often closely related to their perceived enhancement of learning outcomes 

(Bucur & Șerban, 2019 [iv]). This is especially true in higher education contexts, where students place greater 

emphasis on the practical assistance provided by tools for their academic performance (Sukirman & Fitriningtyas, 

2020). 

Perceived usefulness when using interactive films for online learning may manifest as students believing that 

interactive video-based learning can effectively enhance their knowledge understanding, practical skills, or 

problem-solving abilities. The interactive film course, through nonlinear narrative structures and situational 

simulations (Dahlan et al., 2023), not only enables students to better understand complex concepts but also 

facilitates their application of acquired knowledge in real-world scenarios. 

However, as an emerging online teaching method, whether the actual learning benefits of interactive films can be 

widely perceived and recognized by students still needs more empirical research support. Therefore, this study 

aims to conduct an in-depth analysis of the impact of perceived usefulness on students' intention to use interactive 

films for online learning, to clarify the practical utility of interactive film-based online education in higher 

education, and proposes the following hypotheses: 

H1a: The perceived usefulness has a significant impact on higher education students' behavioral intention to use 

interactive films for online learning. 

1.2 The Impact of Perceived Ease of Use on Higher Education Students' Behavioral Intention to Use 

Interactive Films for Online Learning 

Perceived Ease of Use (PEU) is another important variable in TAM, which refers to the extent to which individuals 

perceive that using a certain technology can be mastered and operated proficiently without much effort (Davis, 

1989). The usability of technology directly impacts an individual's initial experience with the technology, 

subsequently determining the likelihood of continued use (Venkatesh & Davis, 1996). 

Previous studies have indicated that, in online learning environments, complex technologies often increase users' 

cognitive burden, leading to individuals developing resistance or reducing their willingness to use; conversely, 

user-friendly technologies can significantly improve users' positive emotional experiences and acceptance 

intentions (Alharthi, 2020). 

Interactive films, through their non-linear narrative structures and interactive choices, render the learning process 

more personalized and dynamic. This characteristic of interactivity places higher demands on students' cognitive 

resources. Therefore, the usability of interactive online movie learning is crucial, and whether the interface design 

is clear, and the interaction logic is simple and clear will directly affect students' adaptability and satisfaction in 

initial use, which may significantly influence their behavioral intention to continue using it. Therefore, this study 

proposes the following hypothesis: 

H1b: The perceived ease of use has a significant impact on students' behavioral intention to use interactive films 

for online learning. 

2. Basic Psychological Needs Theory 

Basic Psychological Needs Theory (BPNT) was proposed by Deci and Ryan in 2000, emphasizing the importance 

of satisfying three basic needs: autonomy, competence, and relatedness to an individual's intrinsic motivation and 

behavioral intention. Research has found that in educational settings if psychological needs are effectively met 

during the learning process, it can promote students' active engagement in learning activities and enhance their 
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motivation to learn and willingness to continue learning (Goldman et al., 2022). Therefore, BPNT is also widely 

applied in online learning research and is often used to explore methods for enhancing learner engagement and 

enthusiasm (Wang et al., 2019). 

The integration of TAM with students' basic psychological needs is an important research direction in the field of 

online learning. Many studies have investigated how psychological factors influence students' technology 

acceptance; however, existing research predominantly focuses on MOOCs, SPOCs, or blended learning 

platforms, while studies regarding context-based online learning tools remain limited (Psathas et al., 2020). 

Therefore, it is worth discussing whether the basic psychological needs of higher education students using 

interactive films for online learning will directly affect their intention to engage with this tool in the online 

educational context. 

2.1 The Impact of Autonomy on Higher Education Students' Behavioral Intention to Use Interactive Films 

for Online Learning 

Autonomy is a fundamental component of the self-determination theory. According to Deci and Ryan, it refers to 

the degree of perceived freedom of choice and self-determination experienced by individuals during activities or 

decision-making processes. In terms of autonomy and learning, the study by Muller and Louw (2004) found that 

when the learning environment allows students to freely explore and autonomously choose their content and 

methods, they often exhibit higher levels of motivation and engagement in their studies. This is because the 

presence of choice during the learning process enhances learners' intrinsic motivation, and stimulates interest in 

learning, thereby positively influencing both the persistence and depth of their engagement in educational 

activities. 

Interactive films, with their nonlinear narrative structure and numerous interactive decision points, significantly 

enhance learners' autonomy in educational contexts (Palma Stade, 2022), allowing students to determine the 

progression of course content based on their interests and needs. Experiential autonomy not only helps students 

to develop a sense of control over the learning process psychologically but also makes it easier for them to 

experience the fun and significance of the learning activities themselves, significantly increasing their behavioral 

intention to use educational technology (Reinders & White, 2011). Therefore, this study proposes the following 

hypothesis: 

H2a: Autonomy has a significant impact on higher education students' behavioral intention to use interactive films 

for online learning. 

2.2 The Impact of Relatedness on Higher Education Students' Behavioral Intention to Use Interactive Films 

for Online Learning 

In BPNT, relatedness refers to the degree to which an individual establishes good interpersonal relationships and 

obtains a sense of belonging in a specific environment or activity. In online learning environments, connectedness 

refers to the sense of students' connection with others in social settings, which typically helps students better 

perceive learning benefits and enhance their satisfaction with the learning experience (Zhou et al., 2021), 

consequently increasing students' behavioral intention to use learning technologies. 

However, in the context of interactive films as online learning tools, the role of relatedness may not be fully 

realized. Firstly, the fundamental mechanism of interactive films is personalized decision-making and immediate 

feedback, rather than social interaction (Green & Jenkins, 2014). Furthermore, research indicates that in self-

paced online learning environments, autonomy and competence have a greater impact on the intention to use than 

relatedness (Frikha et al., 2022). Some studies suggest that association is often associated with collaborative 

learning and social interactions (Girelli et al., 2018), while using interactive films for online learning emphasizes 

learners' self-exploration and personalized learning paths, rather than social participation. Furthermore, if social 

elements are introduced during the viewing of interactive films, the asynchronous progress of each viewer and the 

ability to backtrack at any point in the film may result in spoilers, leading to decreased enjoyment and engagement 

for audiences (Johnson & Rosenbaum). 

In the context of this study, autonomy and competence may be the primary factors influencing higher education 

students' use of interactive films for online learning. However, considering relatedness is still an important 



Computer Fraud and Security  

ISSN (online): 1873-7056 

 

__________________________________________________________________________________ 
951 

Vol: 2025 | Iss: 2 | 2025 

 

component in BPNT, and past research has often found that relatedness positively influences the behavioral 

intention to use learning tools, its impact remains worth exploring. Therefore, this study posits the following 

hypothesis: 

H2b: The relatedness has a significant impact on higher education students' behavioral intention to use interactive 

films for online learning. 

2.3 The Impact of Competence on Higher Education Students' Behavioral Intention to Use Interactive 

Films for Online Learning 

Deci and Ryan argue that competence refers to an individual's perception and evaluation of their abilities when 

engaging in a particular activity or task, which is crucial for stimulating motivation for sustained action. Şahin, F 

& Şahin, Y. L (2022) pointed out that in learning activities when learners perceive a gradual improvement in their 

abilities and can effectively solve the problems encountered during learning, their confidence is strengthened 

which in turn enhances motivation and willingness to continue participating in related learning activities. 

Interactive films can aid students in continuously adjusting their strategies, obtaining feedback, and gradually 

improving learning outcomes during online learning by simulating real-life scenarios, setting task challenges, and 

facilitating interactive decision-making (Green & Jenkins, 2014), which may enable students to directly 

experience an enhancement of personal capability throughout the process of operation and decision-making. 

Simultaneously, interactive films possess the characteristic of immediate feedback, which often enables students 

to significantly perceive improvements in their abilities. This can enhance students' intrinsic motivation and 

encourage them to engage more deeply and persistently with educational tools (Harper, 2009). Therefore, this 

study proposes the following hypotheses: 

H2c: The competence has a significant impact on higher education students' behavioral intention to use interactive 

films for online learning. 

 

Figure1 Conceptual Framework 

METHODS 

1. Research Data 

This study conducted a questionnaire survey from January to February 2025 among students at higher education 

institutions in Chongqing, aiming to understand their evaluations of perceived usefulness, perceived ease of use, 

autonomy, competence, and relatedness during the process of online learning using interactive films, as well as 
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their behavioral intentions toward utilizing interactive films for online learning. To ensure the representativeness 

of the samples, this study combines the characteristics of types and scales of higher education in  Chongqing city. 

Various types of universities including comprehensive undergraduate institutions, applied undergraduate 

institutions, and higher vocational colleges were selected. A total of 6 universities located in Shapingba District, 

Jiulongpo District, Yuzhong District, Nanan District, Jiangbei District, and Beibei District of Chongqing City 

were chosen for data collection. These regions are characterized by a high concentration of universities, diverse 

student demographics, and various types of institutions that possess substantial enrollment numbers along with 

comprehensive online education facilities. They serve as a strong representation of the overall state of higher 

education students in Chongqing. All questionnaires were distributed in the study areas of six higher education 

institutions, including entrances to lecture halls, study rooms, and libraries, in paper format. 

A total of 600 questionnaires were distributed in this survey. After excluding incomplete responses, questionnaires 

with all options the same, and those with obvious illogical answers, a total of 401 valid questionnaires were 

collected. The valid survey data collected will be used for further data analysis. 

Table 1. Analysis of Demographic Information 

Profiles Characteristics Number 
Percentage 

(%) 

Cumulative 

Percentage (%) 

Gender 
Male 174 43.4 43.4 

Female 227 56.6 100 

Education 

Higher vocational student 102 25.4 25.4 

Undergraduate 177 44.1 69.5 

Master Student 96 23.9 93.5 

Doctoral student 26 6.5 100 

Major 

Humanities and Social 

Sciences 
69 17.2 17.2 

Art and design 69 17.2 34.4 

Business and management 82 20.4 54.9 

Medicine and Health 48 12 66.8 

Science and Engineering 65 16.2 83 

Others 68 17 100 

Current Frequency of 

Online Learning Use 

Not used 22 5.5 5.5 

Within 1 hour/week 59 14.7 20.2 

1-3 hours/week 157 39.2 59.4 

More than 3 hours/week 163 40.6 100 

Experience of Watching 

Interactive Films 

Have 217 54.1 54.1 

Do not have 184 45.9 100 
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2. Questionnaire Design 

The questionnaire of this study was designed and adapted based on existing mature scales. Through a review and 

integration of literature, combined with the interactive film online learning usage scenario, a measurement 

questionnaire was formed. The questionnaire is divided into two parts: the first part consists of students' basic 

information, including gender, age, major category, experience, and frequency of online learning, and experience 

with interactive films related to interaction. The second part is the variable measurement section which includes 

measurements of perceived usefulness, perceived ease of use, autonomy, competence, relatedness and willingness 

for student behavior. All observation indicators are measured using a Likert five-point scale. 

3. Sample Overview 

In the survey sample, male students accounted for 43.4%, while female students comprised 56.6%. The 

educational background of the surveyed students predominantly consists of undergraduates and vocational college 

students, while also including a balanced representation from master's and doctoral groups. Overall, this study's 

subjects encompass a diverse group of higher education students varying in gender, educational levels, and 

disciplinary backgrounds. All participants have prior experience with online learning, and more than half possess 

some background in interactive film viewing; thus the sample is considered to be somewhat representative (Table 

1). 

RESULTS 

1. Reliability and Validity Analysis 

Data reliability is the evaluation of the degree of measurement consistency in a conceptual model, typically 

measured using Cronbach's α and construct reliability (CR). The reliability analysis results (Table 2) indicate 

that Cronbach's α is at a minimum of 0.67 (> 0.6), meeting the standards for social science research. The minimum 

confidence level is 0.629 (> 0.50), indicating good reliability and stability of the survey data. 

Table 2 Goodness-of-fit Index of Conceptual Model  
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Data validity is the assessment of the accuracy level of measurement scales. First, the KMO value of the total 

scale was tested to be 0.936 (>0.8), indicating that the survey data as a whole had good validity. Secondly, the 

convergent validity of the scale is assessed through average variance extracted (AVE), where an AVE value 

greater than 0.50 typically indicates good convergent validity for the latent variable; 

however, Fornell and Larcker (1981) suggest that an AVE close to 0.36 is also considered an acceptable threshold. 

As shown in Table 2, the AVE values of most variables are greater than 0.50, with the lowest AVE value 

being 0.34, close to 0.36, indicating a good level of validity. 

2. Discriminant Validity Testing 

This study conducted discriminant validity testing on all potential dimensions. By comparing, it was found that 

the Square Root of AVE for each dimension is higher than the Pearson Correlation of Latent Variables, indicating 

a good discriminant validity (Table 3). 

Table 3 The discriminatory validity test of potential variables 

 PU PEU AUT REL COM BI 

PU 0.764      

PEU -0.165 0.777     

AUT -0.214 0.55 0.587    

REL 0.506 -0.046 0.179 0.607   

COM -0.487 0.38 0.271 -0.391 0.766  

BI -0.638 0.512 0.413 -0.337 0.645 0.780 

 

3. Relevance Test 

This study examines the correlation by using the mean values of all potential dimensions. Through the Pearson 

correlation test (Table 4), it can be observed that all independent variables are significantly correlated with each 
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other (P < 0.01), and all independent variables show a significant correlation with the dependent variable (P 

< 0.01). 

Table 4 Pearson Correlation 

 
PUmean PEUmean AUTmean RELmean COMmean BImean 

PUmean 1 -.209** -.135** .410** -.412** -.494** 

PEUmean -.209** 1 .370** -.105** .345** .416** 

AUTmean -.135** .370** 1 .106** .173** .281** 

RELmean .410** -.105** .106** 1 -.332** -.244** 

COMmean -.412** .345** .173** -.332** 1 .520** 

BImean -.494** .416** .281** -.244** .520** 1 

 

4. Verification of Conceptual Model  

Using AMOS 26.0 software, the concept model is estimated and goodness of fit testing is conducted 

through maximum likelihood estimation. In this study, PGFI, PNFI, and PCFI are all higher than the 

recommended standards, indicating a good fit for the model (Table 5). 

Table 5 Fit Index of Conceptual Model 

 

The results of the model path hypothesis tests are presented in Table 6, indicating that all research hypotheses 

hold except for hypothesis H2b. Among them, H1a, H1b, and H2c reached significance at p=0.001 confidence 

level, assuming that H2a reached significance at p=0.05 confidence level (Table 6). It is evident that perceived 

usefulness, perceived ease of use, autonomy, and competence significantly influence higher education students' 

behavioral intention to engage in online learning through interactive films. In contrast, the impact of relatedness 

on behavioral intention is relatively weak; it does not serve as a critical factor affecting higher education students' 

willingness to utilize interactive films for online learning. 

Table 6 Standardized Test Results of Hypothesized Path 

Hypothesis Path 
Unstd. 

Estimate 

Std.  

Error 
Z P 

Std. 

Estimate 
Support 

H1a PU→BI -0.494 0.045 -10.906 *** -0.42 Yes 

H1b PEU→BI 0.504 0.068 7.361 *** 0.276 Yes 

H2a AUT→BI 0.149 0.066 2.275 0.023 0.089 Yes 

H2b REL→BI -0.01 0.06 -0.166 0.868 -0.006 No 

H2c COM→BI 0.367 0.044 8.263 *** 0.309 Yes 
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DISCUSSION 

This study constructed a multidimensional comprehensive model based on TAM and BPNT, using quantitative 

methods to explore the key factors influencing higher education students in Chongqing's willingness to engage in 

online learning through interactive videos. The empirical analysis through structural equation modeling yields the 

following conclusions: (1) Perceived usefulness and perceived ease of use are significantly related to students' 

behavioral intention to use interactive films for online learning, indicating that students' cognitive evaluations of 

interactive film-based online learning play a key role in their usage decision-making; (2) Autonomy and 

competence as psychological motivation variables in the learning process also significantly influence students' 

behavioral intention to use interactive films for online learning, further emphasizing the importance of basic 

psychological needs in the technology adoption process; (3) Association did not exhibit a significant effect, 

suggesting that social interaction may not be fully stimulated or have a decisive role within current interactive 

film-based online learning environments. 

As one of the core variables of BPNT, relatedness did not demonstrate a significant effect in this study. This 

finding suggests that social interactions among learners have yet to be fully stimulated in the context of current 

interactive online learning films. On one hand, this may be related to the narrative structure of interactive films 

being primarily centered around "individual pathways," lacking content designed for social interaction or peer 

communication; on the other hand, it may stem from students' needs for "social learning" not being significantly 

stimulated in this environment. This result provides direction for the optimization of subsequent interactive film-

based online learning, specifically on how to set group roles through narrative contexts or enhance a sense of 

community to improve students' experiences of social belonging. 

Overall, this study integrates two theoretical perspectives, TAM and BPNT, to construct and validate a more 

comprehensive model of online learning acceptance for interactive films. It demonstrates that interactive film-

based online learning, as a digital media form characterized by both interactivity and narrative elements, has 

significant advantages in enhancing students' willingness to engage in online learning. The research findings not 

only theoretically expand the applicability of technology adoption models but also provide insights into the 

instructional design and practical application of interactive films in higher education contexts. First, teaching 

platforms should focus on improving the usefulness and usability of tools, optimizing interface design and content 

logic; secondly, they should pay more attention to student psychological experience and motivation for learning, 

enhance students' autonomy and competence in learning by designing more interactive ways with choices and 

feedback to meet their psychological needs. In future research, the applicability of the model can be further 

validated in different regions and educational levels, taking into account control variables such as gender, grade 

level, major background, etc., thus introducing moderating variables to enhance the explanatory power of the 

model. In addition, the content type and interactive depth of online interactive films for learning may also have 

indirect effects on behavioral intentions, which should be further investigated in future research to promote 

continuous innovation and optimization of digital teaching in higher education. 

REFERENCES 

[1] Al-Qoyyim, T. M., Basri, T. H., Paramitha, R., Hanim, N., Utari, W. M., Jamila, S., … & Susilawati, S. 

(2022). Effectiveness of online learning media on physics subjects during a pandemic. AMPLITUDO: 

Journal of Science and Technology Innovation, 1(1), 1-4. 

[2] Alharthi, M. (2020). Students' attitudes toward the use of technology in online courses. International Journal 

of Technology in Education, 3(1), 14-23. 

[3] Bucur, C., & Șerban, I. (2019). STUDENT PERCEPTION AND LEARNING IN ON-LINE LEARNING 

PLATFORMS. eLearning and Software for Education. 

[4] Davis, F. D. (1989). Technology acceptance model: TAM. Al-Suqri, MN, Al-Aufi, AS: Information Seeking 

Behavior and Technology Adoption, 205(219), 5. 

[5] Dahlan, M. M., Halim, N. S. A., Kamarudin, N. S., & Ahmad, F. S. Z. (2023). Exploring interactive video 

learning: Techniques, applications, and pedagogical insights. International Journal of Advanced and 

Applied Sciences, 10(12), 220-230. 

[6] Estriegana, R., Medina-Merodio, J. A., & Barchino, R. (2019). Student acceptance of virtual laboratory and 

practical work: An extension of the technology acceptance model. Computers & Education, 135, 1-14. 



Computer Fraud and Security  

ISSN (online): 1873-7056 

 

__________________________________________________________________________________ 
957 

Vol: 2025 | Iss: 2 | 2025 

 

[7] Fornell, C., & Larcker, D. F. (1981). Evaluating structural equation models with unobservable variables and 

measurement error. Journal of marketing research, 18(1), 39-50. 

[8] Frikha, M., Chaâri, N., Mezghanni, N., Alhumaid, M. M., & Alibrahim, M. S. (2022). Students’ perceptions 

in online physical education learning: comparison study of autonomy, competence, and relatedness in Saudi 

students during the covid-19 lockdown. International Journal of Environmental Research and Public Health, 

19(22), 15288. 

[9] Gilal, F. G., Paul, J., Gilal, R. G., & Gilal, N. G. (2023). Advancing basic psychological needs theory in 

marketing research. International Journal of Market Research, 65(6), 745-777. 

[10] Goldman, Z. W., Goodboy, A. K., & Weber, K. (2017). College students’ psychological needs and intrinsic 

motivation to learn: An examination of self-determination theory. Communication Quarterly, 65(2), 167-

191. 

[11] Girelli, L., Alivernini, F., Lucidi, F., Cozzolino, M., Savarese, G., Sibilio, M., & Salvatore, S. (2018, 

November). Autonomy supportive contexts, autonomous motivation, and self-efficacy predict academic 

adjustment of first-year university students. In Frontiers in Education (Vol. 3, p. 95). Frontiers Media SA. 

[12] Granić, A. (2022). Educational technology adoption: A systematic review. Education and Information 

Technologies, 27(7), 9725-9744. 

[13] Green, M. C., & Jenkins, K. M. (2014). Interactive narratives: Processes and outcomes in user-directed 

stories. Journal of Communication, 64(3), 479-500. 

[14] Harper, B. E. (2009). I've Never Seen or Heard It This Way! Increasing Student Engagement through the 

Use of Technology-Enhanced Feedback. Teaching Educational Psychology, 3(3), n3. 

[15] Huang, X., Pan, X., Li, M., & Yu, L. (2020). Survey and analysis of student satisfaction with online teaching 

during the COVID-19 pandemic control. Chinese Higher Medical Education, 7, 31-32. 

[16] Johnson, B. K., & Rosenbaum, J. E. (2018). (Don’t) Tell me how it ends: Spoilers, enjoyment, and 

involvement in television and film. Media psychology, 21(4), 582-612. 

[17] Muller, F. H., & Louw, J. (2004). Learning environment, motivation and interest: Perspectives on self-

determination theory. South African journal of psychology, 34(2), 169-190. 

[18] Palma Stade, T. (2022, July). Instinct-Based Decision-Making in Interactive Narratives. In International 

Conference on Extended Reality (pp. 109-127). Cham: Springer Nature Switzerland. 

[19] Psathas, G., Katsanos, C., Tsiatsos, T., Tegos, S., & Demetriadis, S. (2020, November). MOOCs in higher 

education: A study on the learning effectiveness, quality and usability of a SPOC on introduction to 

programming. In Proceedings of the 24th Pan-Hellenic Conference on Informatics (pp. 46-49). 

[20] Reinders, H., & White, C. (2011). Learner autonomy and new learning environments. 

[21] Ryan, R. M., & Deci, E. L. (2000). Self-determination theory and the facilitation of intrinsic motivation, 

social development, and well-being. American Psychologist, 55(1), 68. 

[22] Şahin, F., & Şahin, Y. L. (2022). Drivers of technology adoption during the COVID-19 pandemic: The 

motivational role of psychological needs and emotions for pre-service teachers. Social Psychology of 

Education, 25(2), 567-592. 

[23] Sukirman, & Fitriningtyas, N. (2020, November). Evaluate the development of interactive learning media 

through technology acceptance model. In Proceedings of the 5th International Conference on Sustainable 

Information Engineering and Technology (pp. 153-157). 

[24] Venkatesh, V., & Davis, F. D. (1996). A model of the antecedents of perceived ease of use: Development 

and test. Decision sciences, 27(3), 451-481. 

[25] Wang, C., Hsu, H. C. K., Bonem, E. M., Moss, J. D., Yu, S., Nelson, D. B., & Levesque-Bristol, C. (2019). 

Need satisfaction and need dissatisfaction: A comparative study of online and face-to-face learning contexts. 

Computers in Human Behavior, 95, 114-125. 

[26] Zhou, X., Chai, C.S., & Jong, M.SY.（2021）Does Relatedness Matter for Online Self-regulated Learning 

to Promote Perceived Learning Gains and Satisfaction?. Asia-Pacific Edu Res 30, 205–215. 

 


