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ABSTRACT

Entrepreneurship education is important to be delivered by students in the digital era. Through an
entrepreneurial learning process that is integrated with the use of digital learning media, it is hoped that
it will create a more dynamic, active and student-centered learning environment so that it can facilitate
students in achieving the learning goals that have been set. This study aims to convey the results of the
interactive multimedia effectiveness test on improving students' entrepreneurial attitudes in learning craft
and entrepreneurship for high school students. This research method is an experimental method with a
quasi-experimental design with pre and posttest in the control class and experimental class. The data
collection instrument used was an attitude scale questionnaire. This study was followed by high school
students, the sample selection used cluster random sampling which was taken in a certain class which
is equivalent. The results showed that through the use of interactive multimedia, there was a significant
effect and was followed by an increase in students' entrepreneurial attitudes. This study concludes that
interactive multimedia is considered quite effective in influencing and improving students'
entrepreneurial attitudes as an effort to achieve learning objectives. Therefore, interactive multimedia is
very suitable for use as a learning medium for craft and entrepreneurship subjects in high school.

1. INTRODUCTION

Education in the modern era like today must pay more attention to increasing individual
competence, therefore it is hoped that educational institutions will be able to equip students with the
competencies needed in the 21st century coupled with strengthening of cultural values and responsibilities
(Afandi et al, 2019; Wijaya et al, 2016). Recent research showed that in this era (digital era)
entrepreneurial competence and entrepreneurial mindset are important competencies for individuals to
have, considering the benefits of these competencies in supporting business activities and the country's
economy (Robles & Zarraga-Rodriguez, 2015). The economy of a country is very closely related to
entrepreneurship, this is because entrepreneurship makes a major contribution to economic development
through a series of innovations, job creation which then has an impact on the creation of social welfare
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(Mahdi & Sakapurnama, 2019; Mirzanti et al., 2015; Purusottama & Trilaksono, 2019). The application of
the latest curriculum as a fundamental innovation in the implementation of National education, basically
aims to produce innovative, creative, productive and effective individuals through mastery of competencies
in the cognitive, affective and psychomotor fields that are interconnected (Mitra & Purnawarman, 2019;
Pramita et al.,, 2016). The implementation of the 2013 curriculum that applies nationally is considered to be
able to accommodate students to master competencies regarding entrepreneurship as part of the 21st
century competence. The contents of entrepreneurial competencies are found in Craft and
Entrepreneurship subjects which are included in group B general subjects along with cultural arts subjects,
as well as physical education (Mitra & Purnawarman, 2019; Rini, 2015). These subjects of craft and
entrepreneurship are important to be conveyed to students considering the importance of mastering
entrepreneurial competencies as one of the competencies needed in the 21st century (Sukardi, 2016). In
addition, the course "Craft and Entrepreneurship” has the aim of fostering an entrepreneurial spirit or
entrepreneurial attitude in students through learning activities which include training and managing the
creation of a work along with how to sell their products (Fardila et al., 2015).

Entrepreneurship education is one of the instruments used to increase the entrepreneurial
activities of students (Bischoff et al., 2018; Rauf et al., 2021). Basically, entrepreneurship education will
slowly be able to form the mindset, attitudes, and behavior of students to become entrepreneurs
(entrepreneur), therefore students will be directed to become entrepreneurs or entrepreneurs as a career
choice in their life (Kasimir, 2016; Sakthi & Moshi, 2021). Entrepreneurship is a very important subject. The
importance of entrepreneurship in social life is not only a tool to improve and change the quality of life, but
the role of entrepreneurship is very important in improving the quality of the nation (Blesia et al., 2021;
Howorth et al, 2012). One of the expected outputs from the implementation of learning crafts and
entrepreneurship is the increase in entrepreneurial attitudes among students. An entrepreneurial attitude
is an individual positive attitude or behavior towards entrepreneurial activities so that it can be one of the
important assets of an individual in carrying out entrepreneurial activities, where the individual
entrepreneurial attitude will always lead individuals to be forward-oriented and have a passion for
achievement (R. U. Sari et al,, 2017; Sukardi, 2016). The formation of entrepreneurial attitudes should be
carried out through the application of entrepreneurial crafts and learning. Another opinion states that there
are still other factors that can affect individual attitudes towards entrepreneurship including: knowledge
(education), skills, attitude (mental), and vigilance (Jati and Tri, 2015). Knowledge and education have an
important role in shaping entrepreneurial attitudes, so the process of learning skills and entrepreneurship
for senior secondary education needs attention, given the importance of individuals having entrepreneurial
competencies as competencies needed in the 21st century (Rauch & Hulsink, 2015; Sari et al., 2017).

The lack of interest in entrepreneurship can be overcome in various ways, in the field of education,
the provision of education needs to encourage and pay more attention to learning skills and
entrepreneurship, so that entrepreneurial attitudes and entrepreneurial skills can be instilled from an early
age. Although the effect of entrepreneurship education on entrepreneurial attitudes tends to be positive,
these results are not in line with the increase in learning outcomes which are not significant (Kusmintarti
etal,, 2017; Raufetal, 2021). One of the factors that causes this is the implementation of entrepreneurship
education which tends to be theoretical, monotonous and irrelevant to social problems and does not touch
the potential or advantages that exist around students, even though this potential is very adequate if it is
used as part of entrepreneurial craft and learning (Nurwahidah, 2017; R. U. Sari et al, 2017). The
importance of being an entrepreneur can be facilitated in educational activities, one of which is through
hand-crafted learning and entrepreneurship, which in the output and learning objectives are expected to be
able to equip students with skills to create something of economic value, motivation and entrepreneurial
attitudes (Howorth etal., 2012; Suwena, 2016). The success and achievement of craft and entrepreneurship
learning objectives cannot be separated from various factors, including the use of technology in the delivery
oflearning materials (Buchorietal., 2017; Softi¢, 2015). Learning media packaged in interactive multimedia
formats is an innovation in the use of technology as a supporting tool for the teaching and learning process
(Maharani et al.,, 2018; Marta, 2019; Mayer, 2017).

Interactive multimedia has several characteristics that make it special, namely interactive
multimedia is able to provide an interactive process and provide easy feedback, and makes it easier for
students to choose learning topics with systematic control (Khamzawi & Wiyono, 2015; Nusir et al., 2013).
The application of interactive multimedia in the learning process is to describe the various uses of media in
an integrated manner in presenting a material topic where each element of the interactive multimedia
constituent reinforces each other in providing an interesting learning experience (Eladl & Musawi, 2020;
Kao & Luo, 2020; Malik & Agarwal, 2012). In line with this, other research stated that the use of technology
in the form of multimedia in the classroom allows students to have competencies regarding a technology
(Husein etal., 2017; Sert & Boynuegri, 2016).
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Various studies found that the use of computer-assisted multimedia (Computer Assisted
Instruction) in the learning process is more effective than using conventional learning methods (Komalasari
& Saripudin, 2018; Li & Ren, 2018; Shi, 2017). Overall interactive multimedia has basically been applied for
a long time, the use of interactive multimedia technology has been empirically able to show an increase in
student academic achievement (GebreYohannes et al,, 2016; Suyitno, 2016), mastery of subject concepts
(Kumar & Hema, 2017; Syawaludin et al., 2019), influencing affective aspects such as attitudes, character,
and student motivation (Indah Septiani et al., 2020; Kao & Luo, 2020; Komalasari & Rahmat, 2019; Leutner,
2014; Suyantiningsih et al,, 2016), as well as improving student skills (Nugraha & Wahyono, 2019). Based
on various findings both theoretically and practically, it becomes an important point to conduct an
assessment of a learning innovation, especially in entrepreneurship learning that was integrated with
technology. It hopes the technology can facilitate the learning process. This research has succeeded in
developing an interactive multimedia product and used as a medium for the learning process of
craftsmanship and entrepreneurship. Therefore, this study aimed to see the results on testing the
effectiveness of the product, so the purpose of this study is to see the effect and level of effectiveness of the
use of interactive multimedia on learning activities.

2. METHOD

The research method used is the experimental method, with a quasi-experimental type and uses a
nonequivalent control group design (Sugiyono, 2018). The sample in this study was 27 students of XI A class
and 25 high school students in XI B. The research design aims to compare the results obtained by the
experimental group and the control group. The experimental group is a group that is given treatment
through learning activities that use interactive multimedia, while the control group is a group that does not
use interactive multimedia in the learning process. The instrument used to collect information about
students' entrepreneurial attitudes was using a questionnaire. The attitude scale builds the formation of
entrepreneurial attitude indicators that have been modified by researchers according to the use of theory
and needs in development research carried out. The entrepreneurial attitude indicators used in this
experimental study are presented in Table 1.

Table 1. Indicators of Entrepreneurial Attitudes

No. Indicator Number of Items
1. Education (Cognitive) 5
2. Confidence 5
3. Independent 4
4. Creative 5

(Jati & Tri, 2015)

Based on the results of the instrument validity test on 17 respondents whose processing results were
assisted by the SPSS 19 application, it was stated that of the 19 items tested there were 3 invalid statement
items and 16 valid statement items. Furthermore, the results of the instrument item reliability test using
the Cronbach's Alpha test. Based on the table of reliability test results, the test results state a score of 0.889.
While the reable for the number of students 17 people is 0.396 (N = 17), then the instrument used in this study
is valid if rcount> reable, S0 0.889> 0.396. This shows that the entrepreneurial attitude questionnaire
distributed to students is declared reliable as a data collection tool. Data from the results of the pretest and
posttest from each group. Then the effect test was conducted using the independent sample t-test to
calculate whether there was a significant difference in the results of the students' posttest scores. If it is
known that the treatment has a significant influence on students' entrepreneurial attitudes, then a further
test is carried out to measure the effectiveness of the use of interactive multimedia products. The analysis
used to determine the level of product effectiveness is the Gain score analysis (N-Gain) with the
effectiveness criteria presented in Table 2.

Table 2. N-gain Classification (%)

Percentage (%) Category
<40 Ineffective
40-55 Less effective
56 -75 Effective enough
>76 Effective

(Meltzer, 2002)
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3. RESULT AND DISCUSSION

Result

Obtaining test data using interactive multimedia for learning crafts and entrepreneurship are as
follows. Based on statistical analysis, it is known that the mean (mean) and standard deviation of each class.
Where the control class got an average of 44.12 and the experimental class an average of 77.59. Based on
data analysis, the results of statistical tests with the SPSS 19 program showed that the measurement results
of students' entrepreneurial attitudes with a significance level of 0.247> 0.05. In addition, it was found that
classes using interactive multimedia products based on local potential had a higher mean (mean) than
groups that did not use interactive multimedia products based on local potential. The Mean Difference
column there is a score of -33,473 which indicates that there is a difference in the mean (mean) of the post-
test results of students' entrepreneurial attitudes, the negative results indicate that the experimental class
results are greater than the control class. In addition, to be able to see the results of the difference in the
mean score of entrepreneurial attitudes, it can be done by looking at the significance column (Sig. 2-tailed).
The decision is made, if the value of tcount> trable, then HO is rejected and H1 is accepted. The coefficient on t
table refers to the value in column 'df". In the table df = 50 has a t table value. 1.67591 (significance level of
0.05). So that 62,669> 1.67591. Although through the results of the influence test and it is concluded that
interactive multimedia products can improve students' entrepreneurial attitudes, but as an effort to see the
effectiveness of interactive multimedia products, further tests will be carried out using calculations that
refer to the Gain score. The following are the results of the Gain score statistical test using data obtained
from a questionnaire on student entrepreneurial attitudes in the experimental class and control class and
processed with the help of the SPSS 19 program.

Table 3. Gain Score Test Results (N-Gain)

Class Test Total Mean Varians St.dev

. Pretest 1203
Eksperiment Posttest 2027 8,01 30,575 5,529
Control Pretest 1050 955 144,930 12,039

Posstest 1341

From the results of the calculation of the N-Gain test summarized in Table 3, it is known that the
average (mean) value of entrepreneurial attitudes that had analyzed using N-Gain for the experimental class
which in the implementation of learning uses interactive multimedia products is 58.01 or 58%, if referring
to table 7, the N-Gain category is included in the Quite Effective category. While the average value obtained
in the control class (not using interactive multimedia) is 19.55 or 20% which is included in the ineffective
category. So that based on the results of the effectiveness test using N-Gain above, the use of interactive
multimedia products based on local potential in learning crafts and entrepreneurship is considered quite
effective in improving the entrepreneurial attitude of high school students. The results of testing interactive
multimedia products for learning crafts and entrepreneurship have significant results in improving
students' entrepreneurial attitudes, this can be seen from the results obtained that classes that use
interactive multimedia products based on local potential have a higher mean than the group that uses
interactive multimedia products based on local potential. not using interactive multimedia products based
on local potential. This is also supported by the acquisition of the Mean difference with a score of -33.473
which indicates that there is a difference in the mean (mean) results of the post-test of students’
entrepreneurial attitudes, negative results indicate that the results of the experimental class are greater
than that of the control class.

Discussion

The effectiveness of interactive multimedia products as one of the learning media used is in line
with Edgar Dale's theory of experience cones (Sari et al., 2020). This is because interactive multimedia that
has been developed and used contains various kinds of visual components such as instructional videos,
practice questions, pictures or illustrations, and contextual information that can provide access to students
to reach the greatestlevels in the learning experience (Husein etal., 2017; Kurniawan et al., 2020; Manurung
& Panggabean, 2020a). In general, the application of interactive multimedia has many benefits in an effort
to improve the quality of learning processes and outcomes, this can be seen from several studies which
show that interactive multimedia contributes to improving the quality of learning (Komalasari & Rahmat,
2019; Primamukti & Farozin, 2018). The one of the benefits of interactive multimedia is that it is able to
increase students' learning ability both in dancing subject material and practices, besides this multimedia
is considered to have an interactive element and is integrated with technological devices so that it is more
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capable (Fauyan, 2019; Kuswanto & Walusfa, 2017). To make it easier for students to learn according to
their learning styles, this is indicated by the acquisition of a higher average value obtained by groups using
interactive multimedia in their learning.

Given the importance of mastering entrepreneurial competencies in the era of the industrial
revolution (Arsi¢ & Milovanovi¢, 2016; Otache et al., 2021). It is important for educational institutions to
pay attention to the learning facilities that have been implemented so far. Therefore, in the term of achieving
entrepreneurial competence, it can be facilitated through the use of interactive multimedia as a learning
medium in the learning process in the classroom, given the position and role of education as a supporting
factor in the growth of entrepreneurial motivation and attitudes (Blesia et al., 2021; Cera et al., 2018). For
that, the implementation of entrepreneurship education in schools education providers should be
prioritized. In addition, the use of interactive multimedia as a learning medium can be one of the innovations
in achieving entrepreneurial competence both in hard skill aspects such as skills in creation, as well as
aspects of soft skills related to personality and cognitive abilities (Dwi Riyanti et al., 2016; Kusa etal., 2022).
Given the effectiveness that can be obtained through the application of interactive multimedia as a learning
medium, it shows that interactive multimedia can be one of the foundations for educators to apply and
disseminate it to various other educational institutions that are specifically directed at learning crafts and
entrepreneurship. The process of integration between information and communication technology in the
learning process is a must to see the various kinds of advantages that have been conveyed. Even so, basically,
ICT does not automatically improve the teaching and learning process, the teacher must be able to plan an
interesting learning process in accordance with the characteristics of the material and students (Tondeur
etal,, 2017).

Several studies have shown the success of learning media in the form of interactive multimedia in
influencing the quality of student learning, especially in learning about entrepreneurship. However, this
research focuses on the achievement of the affective domain of students, namely the entrepreneurial
attitude of students. Compared to several relevant studies that have been submitted, the results of this study
bring a theoretical framework where interactive multimedia in addition can affect student learning
outcomes in cognitive and psychomotor aspects (Dwi Riyanti et al.,, 2016; Khan & Masood, 2015; Maharani
et al,, 2018; Saputro & Setyawan, 2020; Tondeur et al.,, 2016). But also can improve learning outcomes in
the affective aspect. So that through this research it can be proven that the use of information and
communication technology in interactive multimedia formats for entrepreneurship learning can be an
alternative and innovation in improving student achievement, both from the cognitive, psychomotor and
affective aspects. Overall, learning that utilizes technology as a learning medium in this case interactive
multimedia, is proven theoretically and empirically to have a positive impact on increasing learning abilities
and academic achievement of students both in the affective, psychomotor and cognitive domains (Nugraha
& Wahyono, 2019; Sert & Boynuegri, 2017; Yue, 2017), increases student motivation (Irawan & Suryo, 2017;
Li & Ren, 2018), student learning outcomes (Manurung & Panggabean, 2020b; Widyaningsih et al.,, 2020),
even able to strengthen character in students (Indah Septiani et al., 2020; Suyantiningsih et al., 2016).

Improving the quality of the teaching and learning process is also influenced by the role of learning
strategies used by teachers, besides technology also has a role in helping teachers facilitate effective
teaching (Santi et al., 2020; Shatri, 2020). One of them is by utilizing technology-based learning media, in
this study it is proven that interactive multimedia as another form of technology-based learning media can
have a positive impact on student affective learning outcomes. Therefore, teachers can use technology in
the classroom in the form of interactive multimedia as a medium of learning, this is aimed at achieving
learning objectives, namely increasing students' entrepreneurial attitudes whose subject matter is taught
through interactive multimedia. Thus, it is hoped that high school students who take entrepreneurship
classes are more motivated to become entrepreneurs because the learning process is packaged in an
interesting way and integrated with the use of ICT, when compared to students who are taught in the
conventional way without using interactive multimedia. This study has limitations, namely the study of
student entrepreneurial attitudes in this study still tends to be general in nature by only taking a few
indicators of entrepreneurial attitudes that have been expressed by various experts. There are no indicators
of entrepreneurial attitudes that become strict benchmarks for researchers to measure student
entrepreneurial attitudes. In addition, the influence of increasing students' entrepreneurial attitudes is
basically influenced by various factors, the educational factor is only one that affects entrepreneurial
attitudes. For this case, it is necessary to pay attention to other factors that influence entrepreneurial
attitudes, so that the information obtained about students' entrepreneurial attitudes with strict indicators
becomes easier to identify.
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4. CONCLUSION

Interactive multimedia developed for learning crafts and entrepreneurship has an effect on
students 'entrepreneurial attitudes and is proven to be empirically effective in improving students'
entrepreneurial attitudes as a form of achievement learning objectives. The group that uses interactive
multimedia has different results and means it is quite effective in increasing students' entrepreneurial
attitudes.
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