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Abstract—This study aims to explore the use of Augmented
Reality (AR) technology in relation to digital literacy, learning
strategies, and perceived ease of use of Technology Acceptance
Model (TAM), on students’ critical thinking skills. This
research employs a quantitative correlational method to
examine the relationships among these variables. The sample of
this study consisted of 221 students majoring in Electronic
Engineering at the Engineering Faculty, Universitas Negeri
Padang, obtained through purposive sampling technique. The
collected data were analyzed using Structural Equation
Modeling (SEM) using SmartPLS 3 to examine the
relationships between variables, and network analysis using
Jeffreys’s Amazing Statistics Program (JASP) to map and
visualize the interactions among them. The results showed that
digital literacy has a significant positive influence on students’
critical thinking skills. In addition, learning strategies also have
a positive and significant impact on students’ critical thinking
skills. This finding shows that perceived ease of use contributes
significantly and can moderate the relationship between digital
literacy and learning strategies in improving students’ critical
thinking skills. Therefore, improving digital literacy and
strengthening learning strategies need to be considered in
curriculum design. In addition, the development of
user-friendly AR applications can increase technology
acceptance and support the improvement of critical thinking
skills. Further research is recommended, to consider how
children’s emotional intelligence, technological support, and
environmental influences are factors related to AR use and
students’ critical thinking, both quantitatively and
qualitatively.

Keywords—augmented reality, critical thinking skills, digital
literacy, learning strategies, perceived ease of use

I. INTRODUCTION

Over the past two decades, Critical Thinking Skills (CTS)
have been a prominent topic of discussion in the field of
education [1]. CTS in the modern education era is one of the
main abilities that students must possess. Every country
strongly recommends and supports the development of this
skill [2]. However, developing and enhancing a skill is not
easy to achieve in a short period. There are many steps and
reforms that must be taken to pursue this skill. In general,
cognitive and intelligence differences can affect the level of
ability to criticize something. In addition, different teaching
methods and approaches will lead to varying levels of critical
thinking development.

In fact, there is no completely valid tool for accurately
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measuring a person’s level of critical thinking. This is
because critical thinking is subjective and multidimensional,
encompassing various aspects such as analysis, inference,
and diverse perspectives unique to each individual [3-5].
However, a critical person can be characterized by their
ability to analyze arguments, structure and organize work in a
structured and logical manner, have questions that are
sometimes beyond reason, and be able to solve problems
appropriately.

Several factors contribute to an individual’s level of
critical thinking, including psychological factors (personality,
experience, beliefs) and sociological factors (social
adaptation, culture, and access to education) [6]. Based on
Aston’s research [7], an external factor that affects a person’s
critical thinking is the use of technology. Specifically, this
study focuses on Augmented Reality (AR) as the proposed
technology. AR is a technology that transforms 2D objects
into 3D visualizations [8]. It marked the first step in the
development of AR. Over time, AR has evolved, with many
new features being introduced. A key milestone occurred in
2016, with the launch of the highly popular Pokémon GO
game [9].

Originally popularized in the gaming world, AR is now
being increasingly developed for educational application [10,
11]. A new opportunity has emerged to provide an interactive
learning experience for students. Although its potential in
education is recognized, successful implementation largely
depends on students’ acceptance of the technology. Based on
the Technology Acceptance Model (TAM) theory,
individuals are more likely to adopt a technology if they feel
that the technology is easy to use and easy to understand
(perceived ease of use) [12]. Therefore, this study will
analyze how students’ perceptions of the ease of use of AR
contribute to the adoption of this technology in educational
environments.

In addition, there are still few studies that examine the
relationship between AR and factors such as digital literacy
and learning strategies to improve critical thinking skills,
especially in Indonesia. Meanwhile, these factors are closely
related to AR and digital technology. Numerous previous
studies have examined the contribution of this technology to
enhancing students’ digital literacy and learning strategies.
First, Blevins [13] and Hsu [ 14] argued that AR has a positive
influence on students’ digital literacy. Digital literacy is the
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ability to evaluate any information obtained from technology
including AR. Second, the influence of AR on student
learning strategies. This technology encourages students to
learn with curiosity [15, 16]. AR has the capability to
transform virtual objects and bring them closer to the realm
of science fiction, bridging the gap between imagination and
reality. The curiosity that arises fosters a sense of inquiry and
a desire to explore and utilize the technology. Ultimately, it
transforms their learning approach, shifting the focus toward
questioning and problem-solving.

Previous studies have demonstrated that the
implementation of AR can influence critical thinking skills
[17]. Additionally, the use of AR also impacts digital literacy
[18, 19]. These studies were conducted in general education
settings, such as elementary schools. To support these
theories, further investigation is needed at other educational
levels, such as universities. Another variable involved is
learning strategies, which differ across educational levels,

Digital Literacy

particularly because university students have different
characteristics compared to students in primary or secondary
education. Therefore, further exploration is necessary to
understand how learning strategies specifically designed for
university students can optimize the use of AR technology,
then enhancing their critical thinking skills. The objective of
this study is to analyze the combined influence of digital
literacy gained through AR, the ease of use of AR, and the
implementation of AR-based learning strategies in
contributing to the improvement of university students’
critical thinking skills. This combined influence is
consolidated into a single comprehensive study, expected to
contribute to advancing previous theories for the progression
of knowledge and to offer new insights in a different context.
Furthermore, this study is anticipated to serve as a
recommendation for educators and policymakers in
designing more effective AR-based learning strategies. Thus,
several research hypotheses are presented in Fig. 1.
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Fig. 1. Research hypothesis.

Additionally, beyond the empirical contributions outlined
above, the practical implications of this research are expected
to provide a strategic framework for educators and
educational institutions in designing AR-based learning
experiences. The findings from the review and study of the
influence of digital literacy, learning strategies, and
perceptions of the ease of use of technology on students’
critical thinking skills will serve as a foundation for
developing pedagogical approaches that align more closely
with the evolving dynamics of education in the digital era.
These results also hold the potential to guide educational
technology developers in creating AR applications that are
user-friendly, intuitive, and easy to navigate, thereby
optimizing cognitive engagement, fostering independent
learning, and significantly enhancing technology acceptance.
As a result, students are likely to become more engaged in
utilizing technology for their learning.

II. LITERATURE REVIEW

A. Digital Literacy

Digital literacy refers to the ability of students to
understand their role and purpose in utilizing
technology [20, 21]. Students are able to critically assess and
to evaluate the technology they wuse, ensuring its
appropriateness for their learning needs. For instance, when
asked, “What benefits do I gain from using this technology in
learning?’, they can readily explain the rationale behind its
use, identify its strengths and weaknesses, and predict its
long-term impact on their learning process. From the
perspective of digital ethics, the responsible use of

technology, rooted in digital literacy, will guide users toward
improved digital security [22]. Enhanced digital security, in
turn, minimizes the risks associated with the misuse of
personal data and cyberattacks, particularly those affecting
learning devices.

Digital literacy skills are very important for electronic
engineering students, particularly in understanding complex
electronic components that can often be challenging.
Electronics has a strong theoretical concept [23, 24]. The
theory underlying it is a compilation of various branches of
science, including physics, chemistry, and mathematics,
integrated into a unified framework. Therefore, it takes a
strong understanding of flow and literacy to understand every
inch of scientific facts from this field. This skill can be done
by actively looking for relevant reference sources, utilizing
the latest technology such as electronic simulation software,
and following online communities that discuss the latest
innovations in electronics. The more you practice, the better
and more honed your digital skills will be.

B. Learning Strategies

Learning strategies are ways or methods used by students
to acquire knowledge and skills. Strategy is also defined as
tactics and self-control over the process that is passed to get
the results as expected [25, 26]. The learning process is not
just remembering, but being able to explain and understand.
In this case, Raweewan (2020) [27] suggests that the
development of effective learning strategies requires an
understanding of the cognitive levels that students can
achieve. Therefore, there are four basic steps in developing
strategies: 1) setting objectives, 2) determining the approach
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system, 3) selecting techniques and methods, and 4)
determining success criteria.

Some common learning strategies include metacognitive
strategies, self-regulated learning, and many more. In the
field of electronic engineering, metacognitive strategies are
used in the process of reflection and evaluation of the
understanding of basic concepts and the application of theory
in practical situations [28, 29]. Students are asked to identify
their strengths and weaknesses in understanding theory and
practice, such as basic electronic circuits. With common
questions such as ‘“What have I understood?’ or “What do |
need to learn more?’, they will realize their own abilities, that
they know which learning approach to cock to increase the
effectiveness of understanding. In addition, self-regulated
learning is a learning strategy that gives students complete
freedom and control over their own learning. Especially in
electronics, self-regulated learning is applied during
practicum. They are free to choose the project that will be
made. The result of the project is an original work that they
appreciate that has gone through an independent process.

C. Perceived Ease of Use (PEU)

A technology is useful if it is easy to use. This statement is
one of the two main elements of the theory of Technology
Acceptance Model (TAM) [30]. Developed in 1989 by Fred
Davis [31], an American researcher, each dimension of this
theory has been tested to predict a person will adopt
technology. 1) a person will adopt technology if the
technology is useful. 2) a person will adopt technology if the
technology is easy to control and learn. Along with its
development, TAM has added three other elements, namely 3)
attitude towards using, if the easier and more useful a
technology is, someone will have a positive attitude towards
the technology. 4) behavioral intention to use, the more
useful and easier a technology is to use, the more likely
someone will use it in the long term. 5) actual system use, the
level at which someone has actually used and adopted
technology in real life.

D. Critical Thinking Skills

The concept of critical thinking has its roots in the thought
of Socrates, an ancient Greek philosopher in the 5th century
BC. Socrates was known for his dialectical method, called the
‘Socratic Method,” in which he used questions to encourage

Fig. 2. Augmented reality.

others to consider and reflect on their views [32]. This
method encourages analysis and evaluation of arguments,
which are essential components of critical thinking. Later, in
the early 20th century, American philosopher John Dewey
developed this idea of thinking. In his book ‘How We Think’
published in 1933. Dewey introduced the concept of
‘reflective thinking’ which emphasized the importance of
analysis, evaluation, and decision-making based on careful
consideration. Later, in 1990, Peter Facione suggested that
critical thinking is ‘a purposeful and self-regulating
judgment’. Critical thinking is a process of evaluation and
analysis carried out with a clear purpose, as well as the ability
to regulate and reflect on the thinking process itself. Until
entering the 21st century, one of the qualities advocated in
21st century education is critical thinking. Amidst the rapid
development of information technology and the complexity
of global challenges, critical thinking is an indispensable skill
for analyzing information, making informed decisions, and
solving problems effectively.

In the field of electronics, critical thinking is applied in all
aspects of learning, both theory and practice. Students who
are able to master this ability will be adept at analyzing
conditions, using logic, and predicting the long-term impact
of each step taken. In addition, critical thinking also reflects a
spirit of great responsibility, because this ability encourages a
person to consider every decision carefully, not instantly, and
dare to face the consequences that might occur.

III. MATERIALS AND METHODS

This research was conducted with structured scientific
steps. In line with Snyder (2019) [33], there are several
scientific steps in research. The first step in this research is to
conduct a literature analysis to identify research gaps. This
stage is carried out to review various previous studies so that
areas or variables that have not been widely explored are
found. Based on the results of the literature analysis,
hypotheses were formulated to test the relationship between
relevant variables. Furthermore, methodology selection is
carried out in accordance with the research objectives. Once
the method is established, data is collected and analyzed
systematically, where to analyze the relationship between
existing variables, the correlation method is applied.
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This research is a quantitative study with a correlational
approach. According to Creswell (2017) [34], a correlation
study is quantitative research that uses statistical methods to
measure the relationship between two or more variables [34].
Therefore, this research aims to identify the relationship
between digital literacy, learning strategies using AR, and
perceived ease of use of AR, on students’ critical thinking
skills. The population in this study were all students of the
Engineering Faculty, Universitas Negeri Padang, while the
sample focused on students majoring in Electronic
Engineering at the Engineering Faculty, Universitas Negeri
Padang. The research sample consisted of 221 students
selected by purposive sampling technique.

In the first step, AR technology was implemented through
practicum sessions in the basic electronic components course.
In this practicum, an m-learning strategy is applied, where
students are given the opportunity to use the AR application
using a smartphone. The applied AR contains materials about
basic electronic components. Then in the display that AR
appears, there are also animations such as electric current and
lights that turn on. After they used AR in the learning process,
data collection was conducted to assess their digital literacy,
learning strategies, perceived ease of use, and critical
thinking skills. Fig. 2 shows an overview of the AR
technology implemented.

A. Data Collection

The data collection stage of the research was carried out in
several stages. Starting from determining the instrument of
each variable, conducting trials to validate the instrument,
collecting the main data, then analyzing and interpreting the
data.

The research instrument was adopted from prior research
that has been valid. The measurement of students’ digital
literacy used statement items from Reddy [35] and
Lukitasari [36]. The instrument to evaluate student learning
strategies was adopted from McCord’s study [37].
Furthermore, the instrument used to evaluate student
perceptions in the ease of using AR was adopted from the
research of Thi Uyen Nguyen [38] and Yao [39]. Then, the
instrument to measure the level of students’ critical thinking
skills was adopted from Ni’mah research [40]. All of these
instruments have been proven valid in measuring related
factors in previous studies. However, there are differences in
population and sample characteristics between previous
studies with the current study. Therefore, the validity and
reliability test of the instrument is still carried out through a
pilot study to validate the adopted instrument [41]. The pilot
test was conducted on 30 students outside the main sample.
After the instrument was declared valid, then the research
was carried out on the set sample.

After the instrument was declared valid through an initial
trial, the measuring instrument was loaded into a Google
Form digital questionnaire. Data collection was carried out
using a cross-sectional survey, which is a survey conducted
immediately to students shortly after they use AR
applications for learning, so that the responses given can
describe their perceptions directly [42]. The measurement
scale used is a 5-level Likert (1-5), to assess their level of
agreement or disagreement with each statement [43].

Subsequent to obtaining the necessary data, it was

analyzed and processed for interpretation. Table 1 shows the
demographic data of respondents consisting of gender,
domicile or region of residence, and daily mobile usage.

Table 1. Respondents profile

Sample characterization Frequency Percent

Male 146 66.06%

Gender Female 75 33.94%
Total 221 100%

Urban 197 89.14%

Domicile Rural 24 10.86%
Total 221 100%

<=3h 68 30.77%

Daily mobile usage 4-6h 100 45.25%

>6h 53 23.98%
Total 221 100%

Table 1 shows the profile of respondents consisting of
gender, domicile, and duration of mobile usage per day. First,
gender. There were 146 male respondents, and 75 female
respondents. This comparison makes a significant percentage
ratio of 66.06% and 33.94%. Gender differences can cause
different perspectives in terms of technology adoption and
acceptance of AR in the learning process. Men and women
may have different preferences towards the use of technology,
which may affect how they utilize AR in improving critical
thinking skills. Seen in the table, male respondents dominate.

The two domiciles are urban and rural. There are 197
respondents or 89.14% who live in urban areas, and 24
respondents or 10.86% who live in rural areas. It should be
noted that although the majority of respondents live in urban
areas, this is due to the location of the campus in the middle
of the city. However, many of them actually come from rural
areas, so their original residential backgrounds remain varied.
Neighborhoods differ in terms of access to technology,
educational infrastructure, and exposure to digital
innovations. Respondents from urban areas may be more
accustomed to using digital technologies, including AR,
compared to those living in rural areas, which may affect the
effectiveness and adoption rate of AR in education.

Lastly, there is the duration of mobile usage per day.
Respondents who use mobile phones for less than or equal to
three hours totaled 68 respondents or 30.77%, four to six
hours per day totaled 100 respondents or 42.52%, and 53
respondents around 23.98% used mobile phones for more
than six hours per day. These characteristics will cause
differences in the level of digital literacy and technology
usage habits, which measure the extent to which respondents
are familiar with technology, and how this can impact their
readiness to use AR to improve critical thinking skills.

B. Data Analysis

After the data was collected, initial analysis was carried
out through data tabulation using Microsoft Excel, then
continued with Structural Equation Modeling (SEM) analysis
using SmartPLS 3 software. The strong reason for choosing
SEM with SmartPLS is because this method is built on the
basis of measurement models and structural models [44].
Previous researchers have also proven the superiority of
PLS-SEM, with some of its practices even exceeding the
standard. In addition, this analysis does not require classical
assumption tests such as normality, homogeneity, and
linearity of data, because the SEM model is based on
correlation, not on causality models [45].
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Network analysis was applied to visualize the relationships
between dimensions in the system using Jeffreys's Amazing
Statistics Program (JASP) software. This type of analysis was
chosen because it is able to identify multidimensional
interaction structures [46]. Dimensions in network analysis
refer to research variables. The variables are represented as
nodes, while the relationships between nodes are described as
edges [47]. So that the specific results obtained are known
relationship patterns and the strength and direction of
association between variables. That is the advantage of this
analysis compared to conventional statistics which tend to
focus on linear or direct relationships.

Edges are connections between nodes that indicate
relationships or associations between them. Patterns between
systems can be recognized through this analysis, where the
strength and direction of the relationship are indicated by the
thickness and color of the edges. The measure used to
determine the importance of a node in the network, referred
to as centrality, consists of betweenness, closeness, and
strength indices. The strength index is considered the most
reliable due to its ability to show the extent to which a node is
directly connected to other nodes, thus illustrating how much
influence it has in influencing the network as a whole.
Meanwhile, closeness measures how close or connected a
node is to other nodes in the network.

Nodes with high closeness values can be accessed faster
than other nodes, indicating that they are strategically
positioned to spread information or influence throughout the
network efficiently. Then, betweenness indicates how often a
node is in the path between two other nodes in the network. In
other words, betweenness measures a node’s role as an
intermediary or connecting different parts of the network.

Nodes with high betweenness have important influence
because they are often the main link between nodes, so
changes to these nodes can affect the flow of information or
influence within the network. The last category, expected
influence, in network analysis predicts the potential impact or
spread of a node’s influence across the network, taking into
account not only its direct connections, but also the strength
and reach of those connections through secondary or indirect
pathways. Nodes with high expected influence are expected
to have a broader or more significant impact on network
dynamics, as their connections can influence or spread effects
to different parts of the network.

IV. RESULT AND DISCUSSION

In this section, the results of the study are presented. The
data obtained is analyzed to interpret the findings and relate
them to relevant literature. The instruments used in data
collection have gone through a validation process according
to scientific research procedures, thus ensuring that the data
is reliable, valid and accurate. The findings of this study are
then compared with previous research to evaluate their
compatibility or identify any differences that may exist.

A. Validity and Reliability

The first analysis is the construct validity test, which aims
to ensure that the research instrument actually measures the
intended concept or construct [48]. At this stage, there are
two types of validity tests, namely convergent validity
assessed through outer loading and Average Variance

Extracted (AVE), and discriminant validity examined
through the Fornell-Larcker and Heterotrait-Monotrait
Ratio (HTMT) [49]. In addition, a reliability test was also
conducted which included Composite Reliability (CR) and
Cronbach’s alpha.

Table 2. Convergent validity and reliability

Variable  Item Outer - Cronbach® o AVE
loading s alpha
Digital DLI 0.814
literacy DL2 0.846 0.800 0.870 0.626
(DL) DL3 0.739
DL4 0.761
LS1 0.769
Learning LS2 0.766
strategy LS3 0.762 0.820 0.874 0.581
(LS) LS4 0.788
LS5 0.723
Perceived PEU1 0.785
ease of PEU2 0.882
use PEU3 0.875 0.865 0.909 0.713
(PEU) PEU4 0.833
CTS1 0.779
. CTS2 0.811
Critical - rg3 0.810
Thinking
Skills CTS4 0.779 0.897 0.919 0.619
(CTS) CTS5 0.784
CTS6 0.746
CTS7 0.798

Table 2 shows that convergent validity and data reliability
have been met, as evidenced by the outer loading value above
0.7, Cronbach’s alpha and Composite Reliability (CR) above
0.7, and Average Variance Extracted (AVE) above 0.5 [50].
This indicates that each construct is able to measure the
variable in question consistently and accurately, and has good
validity in explaining the variance of the related indicators.

Table 3 displays the results of the discriminant validity
analysis that is in accordance with the Fornell-Larcker
criteria [24]. This can be seen from the square root value of
the Average Variance Extracted (AVE) of each construct,
namely Critical Thinking Skills (CTS) = 0.787, Digital
Literacy (DL) =0.791, Learning Strategies (LS) = 0.762, and
Perceived Ease of Use (PEU) = 0.845, which are on the
diagonal of the table. These values are greater than the
correlations between constructs that are off the diagonal, such
as the correlation between CTS and DL (0.670) or between
PEU and LS (0.553). Thus, each construct is better able to
explain its own indicators than other variables, indicating that
discriminant validity has been achieved. This indicates that
the model can distinguish well between different constructs.

Table 3. Discriminant validity

Variable CTS DL LS PEU
CTS 0.787
DL 0.670 0.791
LS 0.722 0.588 0.762
PEU 0.591 0.485 0.553 0.845

Table 4. Heterotrait-Monotrait Ratio (HTMT)

Variable CTS DL LS PEU
CTS
DL 0.787
LS 0.835 0.722
PEU 0.665 0.581 0.653

HTMT represents the ratio between the average correlation
of items measuring different constructs and the geometric
mean correlation of items measuring the same construct, thus
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providing an indicator of discriminant clarity between
constructs. The value of the requirement for the fulfillment of
this test is below 0.9 [51]. However, a value below 0.85 better
illustrates that the constructs are conceptually completely
different, so the discriminant validity is stronger. As seen in
Table 4, the highest construct value is 0.835. It can be
concluded that this value is sufficient to prove that
discriminant validity has been achieved, and the constructs in
the study are different from each other.

B. Hypothesis Testing

Following the validity and reliability tests, data analysis
was continued with hypothesis testing using Partial Least
Squares Structural Equation Modeling (PLS-SEM). This test
aims to test the relationship between the variables in the
research model, both direct and indirect relationships, and
measure the strength and significance of the relationship. The
results of this hypothesis testing are presented in Fig. 3
(T-Statistic result) and Fig. 4 (P-Value result).

5.546 i |

Critical Thinking

DL1
oo ] 19418
DLz 35602
BEEEE 16.701—
oL 18.903
’ DL4 J Digital Litera
3,154
5.169
s
L [s2 15801
20.951
L 1S3 4—23.677—

. 23224

4 21376

]

Learning Strategies

6.742

Skills

Fig. 3. T-Statistic result.

PEU4 Pefceived Ease of Critical Thinking
Use Skills \j CTS6 ‘
0.000 0.000 \
LS1 } Fi crsT |
‘ LS2 L\O-OOO .
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Ls3 }4—0-000 —

0,000~
LS4 P/0.000

Learning Strategies

LSS

Fig. 4. P-Value result.
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Table 5. Direct hypothesis result

Hypothesis B T-Statistic P-Value Result
H1: Digital literacy >
Percei Vgé {Fose Of%se 0.245 3.154 0.004  Accepted
H2: Leaming
strategies > Perceived 0.408 5.169 0.000  Accepted
Ease of Use
H3: Perceived Ease of
Use > Critical Thinking 0.201 3.577 0.000  Accepted
Skill
H4: Digital literacy >
CriticalgThinking %’kill 0.326 5.546 0.000  Accepted
HS5: Learning
strategies > Critical 0.419 6.742 0.000  Accepted
Thinking Skill

Based on the results of direct hypothesis testing displayed
in Table 5, all proposed hypotheses are accepted, because the
T-Statistic value of each hypothesis is greater than 1.96 and
the P-Value is smaller than 0.05 [52], which indicates the
significance of the relationship between variables. HI:
Digital Literacy has a significant influence on Perceived Ease
of Use with a coefficient value f = 0.245, T-Statistic 3.154,
and P-Value 0.004, so this hypothesis is accepted. This
means that the higher the digital literacy, the more positive
the perceived ease of use of technology. These results support
the research of Net et al. [53]. Given the positive influence of
digital literacy on perceived ease of use of technology,
programs that improve digital literacy in the learning process
and campus environment activities can help in the adoption
of new technologies, including AR technology.

H2: Learning Strategies also have a significant influence
on Perceived Ease of Use with a coefficient value = 0.408,
T-Statistic 5.169, and P-Value 0.000, indicating that effective
learning strategies contribute to increase perceived ease of
use of technology. This finding has important implications
for the development of digital learning programs. By
understanding that effective learning strategies can increase
perceived ease of use, educators and technology developers
can design better curriculum and learning tools. For example,
Kimathi and Zhang [54] showed that positive experiences
with learning strategies can increase students’ beliefs in the
ease of use of e-learning systems.

H3: Perceived Ease of Use has a significant effect on
Critical Thinking Skills with a coefficient value = 0.201,
T-Statistic 3.577, and P-Value 0.000, indicating that the
perceived ease of use of AR can support the improvement of
critical thinking skills. Research by Tennakoon [55], supports
these findings by showing that students who have a positive
perception of the ease of use of technology tend to be more
able to apply critical thinking skills in the context of learning.
In addition, research by Tennakoon showed that the use of
technology that supports interaction and collaboration can
improve students’ critical thinking skills. These findings
have important implications for the development of digital
learning programs. By understanding that PEU can improve
critical thinking skills, educators and technology developers
can design better curriculum and learning tools. For example,
the use of intuitive and easy-to-use technologies can
encourage students to more actively participate in discussions
and analyses, which are important components of critical
thinking.

H4: Digital Literacy also has a direct influence on Critical
Thinking Skills with a coefficient value f = 0.326, T-Statistic

5.546, and P-Value 0.000, which means that the better one’s
digital literacy, the higher the critical thinking skills.
Research by Amin [56] supports these findings by showing
that good digital literacy is positively related to students’
critical thinking skills in the context of online learning. In
addition, research by Indah [57], showed that students who
have high digital literacy are better able to apply critical
thinking skills in complex situations.

HS5: Learning Strategies have the greatest influence on
Critical Thinking Skills with a coefficient value B = 0.419,
T-Statistic 6.742, and P-Value 0.000, indicating that good
learning strategies significantly improve critical thinking
skills. Research by Palloan [58], supports these findings by
showing that good learning strategies are positively related to
students’ critical thinking skills in the context of online
learning. By understanding that good learning strategies can
improve critical thinking skills, educators can design
programs that focus more on developing effective learning
strategies. For example, the integration of project-based and
collaborative learning methods can help students to be more
active in analysing and evaluating information [59].

In addition to the direct effect tested in the previous
hypothesis, the results also showed that perceived ease of use
managed to become a significant moderator variable in the
relationship of digital literacy and learning strategies to
critical thinking skills through indirect effects. These results
are shown in Table 6.

The relationship between digital literacy and critical
thinking skills is significantly moderated by perceived ease
of use with coefficient f = 0.049, T-Statistic 2.438, and
P-Value 0.015. These results indicate that perceived ease of
use strengthens the influence of digital literacy on critical
thinking skills. That is, when students have a better
perception of the ease of use of AR, the influence of digital
literacy on improving critical thinking skills becomes
stronger. The relationship between learning strategies and
critical thinking skills is also significantly moderated by
perceived ease of use with coefficient § = 0.082, T-Statistic
2.830, and P-Value 0.005. This indicates that perceived ease
of use of AR strengthens the influence of learning strategies
on critical thinking skills. The higher the perceived ease of
use of technology, the stronger the influence of learning
strategies on students’ critical thinking skills.

Table 6. Indirect hypothesis result

Hypothesis B T-Statistic P-Value Result
H1: Digital literacy >
Perceived Ease of Use > 0.049 2438 0.015  Accepted
Critical Thinking Skills
H2: Learning
strategies > Perceived 0082 2830 0005 Accepted

Ease of Use > Critical
Thinking Skills

C. Network Analysis

The network analysis conducted produces centrality plot
data that shows the role of each variable in the network. The
results are displayed in Fig. 5 and explained in more detail
with specific numbers in Table 7. Additionally, Fig. 6
presents a network visualization that illustrates the
relationships between the analyzed variables. Centrality plot,
there are four centrality metrics, namely betweenness,
closeness, strength, and expected influence [60, 61].
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Betweenness Closeness

Strength Expected Influence

CTS8 A
CTST 1
CTS6 1
CTS5 1
CTS4 A
CTS3 1
CTS2
CTS1 1
PEU4 ~
PEUS -
PEUZ A
PEU1 4
LS6 4
LS5 4
LS4 4
LS3 4
LS2 1
LS14
DL6 A
DL5 A1
DL4 A
DL3 1
DL2 A
DL1 A

-1 0 1 2 -2 -1 0 1

2 -3 -2 -1 0 1 -3 -2 -1 0 1

Fig. 5. Centrality plot.

First, in the betweenness metric, the item with the highest
value is CTS3, which has a value 0f 2.238. Then CTS2 with a
value of 2.010. Critical thinking skills act as a dependent
variable, but still show an important position in the network
with a high betweenness value, meaning that this ability is
strongly influenced by its connection with other variables in
the network. The betweenness category shows how often a
node is the shortest path between two other nodes. Nodes that
have a high betweenness value are inferred to be strategic
links, so influence flows between other nodes. The CTS3
item statement is “I strive to learn as many professional skills
as possible, even though I don’t know when they will be
used.” This sentence leads to a student’s desire to continue
learning and developing professional skills, which are very
important in the development of critical thinking skills even
though they do not know when they will be implemented.
The AR application used gradually provides professional
training for students. Its features are designed to direct users
to practice. Scenarios in AR will lead to a critique of
technology, which in turn makes students more challenged
and try to prepare for things to come [62, 63]. Meanwhile,
CTS2 has an indicator that reads, “I am open to various
opinions and try to find common ground from differences.”
This indicator describes the attitude of openness and the
ability to adapt in discussions, because with the discussion a
critic will be born and develop.

Second, the closeness metric shows that the most highly
positioned items are CTS3 and CTS2, with values of 1.891
and 1.852 respectively. This result is consistent with the
findings on the betweenness metric, where these two items
also show significant values. The strong connection between
CTS3 and CTS2 in the network reflects how these indicators
act as efficient interaction points. Although CTS has a
position as the dependent variable, its centrality in the
network proves that this ability is significantly influenced by
other independent variables, such as digital literacy, learning
strategies, and perceived ease of use. Good connectivity will
effectively flow information, thus enhancing the overall
development of students’ critical thinking skills [64]. The

consistent values of these two metrics make it clear that the
CTS not only reacts to the influence of other variables, but
also becomes the center of interaction within the network.

Table 7. Centrality measures per variable

Variable Betweenness Closeness Strength Expected influence
DL1 —-0.038 —0.641 0.349 0.491
DL2 0.341 —0.408 0.933 1.067
DL3 —0.872 —-1.225 -0.532 -1.202
DL4 -0.796 —0.954 —0.632 -0.477
DL5 0.341 0.679 -1.152 —0.990
DL6 -1.176 —-1.247 0.181 0.325
LS1 -1.327 -0.919 -1.302 —-1.589
LS2 0.493 0.126 0.555 0.694
LS3 —-0.796 —-0.383 —0.798 —0.641
LS4 1.782 1.341 1.435 0.408
LS5 —-0.796 —-0.087 0.541 0.681
LS6 —0.493 —0.082 —0.255 —0.436

PEUI —0.341 -0.775 —-0.460 —-0.461
PEU2 0.341 —0.244 0.712 0.849
PEU3 —0.038 —0.342 0.630 0.317
PEU4 0.493 —-0.038 —-0.138 0.011
CTS1 0.341 1.074 0.451 0.592
CTS2 2.010 1.852 0.941 1.075
CTS3 2.238 1.891 0.821 0.957
CTS4 -0.417 0.368 -0.312 —-0.162
CTS5 —-1.251 -2.016 —-3.203 -3.014
CTS6 0.796 1.027 1.267 1.396
CTS7 -1.100 0.012 -0.168 —-0.172
CTS8 0.265 0.991 0.135 0.280

Third on the strength metric, the item with the highest
value is LS4, having a value of 1,435. Below it, there is item
CTS6 with a value of 1,267. The strength metric measures the
number of direct connections a node has, showing how much
interaction the item has in the network. A high value on LS4
indicates that this item has many direct connections, thus
acting as a strong node in the network. As an indicator of the
learning strategy variable, LS4 “When I am confused about
something I read, I go back and try to figure it out myself”
reflects the ability to map and manage self-understanding,
which is closely related to metacognition. In utilizing AR,
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students actively try to solve problems through reflection on
their understanding of knowledge [65]. A fair chance is given
to each user to prove their curiosity through simulations
provided in this technology [66]. The proof is unlimited, so
all possibilities are possible and will generate new curiosity
[67]. This cycle repeats itself, indicating that they are
thinking critically. On the other hand, although CTS6 has a
slightly lower score, its position remains significant. The
indicator “I conduct systematic and comprehensive analysis
from various points of view in learning” reflects that Critical
Thinking Skills have some important connections that
support interactions with other variables.

The high expected influence value of CTS6 indicates that
this item has great potential to influence interactions in the
network, not only on its immediate connections, but also on
other more distant nodes. The indicator CTS6, which reads “I
conduct systematic and comprehensive analysis from various
points of view in learning”, is a sign of depth of thinking, so it
has a strong influence on thinking patterns across the network.
The high expected influence value indicates that this item has
a pervasive impact, affecting both direct and indirect
connections. Thus there is a kind of “center of
understanding,” where influence flows through and
strengthens the connectivity of other items related to learning
strategies and digital literacy.

Based on the centrality metric analysis, there are several
recommendations that are worth considering. First, with the
strategic position indicated by the high betweenness value in
CTS, strengthening critical thinking skills should be the main
pillar in curriculum transformation. Training programs to
hone the development of these skills should be introduced
preventively to improve connectivity and digital literacy
factors and student learning strategies. Given the influence of
the independent variables digital literacy, learning strategies,
and perceived ease of use on CTS, it is important to design
learning activities that synergize these three variables. In
addition, the high strength value of item LS4, it is
recommended to strengthen the connection between these
variables by providing more opportunities for interaction,
through collaborative activities, group discussions, or
team-based projects in accordance with the LS4 indicator,
because the way to find a solution to a problem is to question
and analyze the problem. CTS6 indicator of sharing views
and opinions shows the potential to influence other variables
in the network, it is best to utilize CTS6 in teaching strategies
that promote interaction and collaboration between students.
Another recommendation is to conduct periodic evaluations
of the development of students’ critical thinking power and
independent variables. Careful monitoring of students’
progress in critical thinking skills.

Fig. 6 illustrates the network of relationships between
various variables that fall into four groups, consisting of:
group 1 visualized in red is the digital literacy variable, group
2 represented by blue is the learning strategies variable,
group 3 marked in green is the critical thinking skills variable,
and group 4 in yellow is the perceived ease of use variable,
with a total of 24 nodes. Interconnections are clearly visible
between the variables of each group based on the thickness
and thinness of the lines connecting each node consisting of
variable items. Each node is represented by a colored circle
corresponding to its group, and the connecting lines show the

relationship or association between the nodes [68]. The
connecting lines indicate the strength of the relationship

between the nodes. Thicker lines indicate stronger

relationships, while thinner lines indicate weaker
relationships.

‘ : @ Group 1

@ . ® Group 2

'_‘ o Group 3

© Group 4

Fig. 6. Network visualization.

It can be seen that the nodes of the CTS group are highly
connected to the learning strategies group. Nodes from the
learning strategies group (blue) have many strong and
dominant relationships, both with fellow nodes in the group
and with other groups. This means that the use of AR
applications in learning not only supports the development of
the critical power of the mind directly, but also strengthens its
connection with learning strategies. Vale [69] suggests active
learning strategies that simultaneously integrate intellectual,
social, and physical. The AR application used not only
engages cognitively through analysis and reflection, but also
collaborates with peers, establishes social relationships and
fun is also obtained. In addition, the physical elements of
using AR technology, such as moving around in an
interactive learning space, add to the learning experience. In
addition, the link between CTS skills and digital literacy is
also very close. AR provides a great opportunity to practice
digital literacy skills. In simulations or interactive tasks,
students are faced with challenges that require sharp problem
solving, careful evaluation of information, and the formation
of arguments based on relevant data [70]. The deepest
meaning that can be taken is that a technology presented to
them is not only a learning tool, but more than that it aims to
make students able to recognize, assess, and sort out the
information obtained. This technology encourages students
to not only passively receive information, but also actively
engage in the process of data criticism, because the smarter
the user, the more benefits that can be obtained [71]. Thus,
AR not only serves as a learning tool, but also as a reminder
that critical thinking skills and digital literacy are two things
that cannot be separated, especially in an increasingly
complex and digitally connected world.

Furthermore, nodes from the perceived ease of use group
(yellow) have more limited connections compared to the
other groups. However, despite their fewer connections, they
are still connected to some nodes from the learning strategies
and CTS groups. Perceived ease of use has some influence in
the network, although not as strong as the other groups,
according to its role as a moderator variable in the TAM
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model [72]. As a moderator variable, perceived ease of use
affects the relationship between other variables, so its
presence is still important even though it is not directly
connected to many nodes, because its function is more to
strengthen or weaken the influence of other variables in the
technology acceptance process [73].

Learning strategies and critical thinking skills are
important factors in this network as they have strong
connections with other groups of variables. Digital literacy
also shows strong connections with variables from other
groups, suggesting that digital literacy plays a role in
supporting critical thinking skills and learning strategies.
Perceived ease of use had less influence in the network, but
was still related to the other variables, which may suggest that
ease of use of technology or learning tools influences, but
does not directly dominate, the learning and critical thinking
processes. Based on this analysis, learning strategies and
critical thinking skills should be emphasized in interventions
or training designed to improve digital skills and perceived
ease of use of technology. The influence of digital skills in
networks is predicted to increase the domino -effect,
improving critical thinking skills and supporting more
effective learning strategies.

The analysis conducted both through Structural Equation
Modeling (SEM) and network analysis, has successfully
answered the objectives of this study. The results showed that
digital literacy and learning strategies have a positive
influence on students’ critical thinking skills, both directly
and indirectly through the perceived ease of use variable. The
better students’ digital literacy skills, the more their critical
thinking skills improve. The more effective the learning
strategy applied by students, the better the level of critical
thinking skills in using AR. In addition, the ease of use of
technology, described in the Technology Acceptance Model
(TAM), while improving critical thinking skills directly, also
affects students’ digital literacy and learning strategies,
making these variables interconnected.

Based on the findings of this study, there are several
practical implications addressed to all parties involved in the
learning process, be it lecturers as educators, educational
staff, and AR application developers. Lecturers need to pay
attention to the role of digital literacy and suitable learning
strategies in improving students’ critical thinking skills.
Digital literacy training can also be a consideration to
improve students’ ability to utilize technology. In addition,
learning strategies that are suitable for student abilities need
to be adjusted. AR developers also need to design AR that is
user-friendly and easily accessible. Therefore, developing
policies that support the integration of technology in the
curriculum and providing adequate technical support for
students and lecturers will maximize students’ critical
thinking skills in a sustainable manner.

V. CONCLUSION

There is a positive reciprocal relationship cycle between
digital literacy and students’ critical thinking. The higher the
digital literacy, the higher the critical thinking. The same
applies to learning strategies. The better the strategy used, the
higher the students’ critical thinking. The model developed
by Fred Davis, the Technology Acceptance Model (TAM),
successfully moderates the relationship between digital

literacy and learning strategies. There is an expansion of the
theoretical understanding of TAM, especially in the context
of technology-based learning in electronics engineering
colleges generated through this study. Results show that
perceived ease of use not only mediates the relationship
between digital literacy and learning strategies, but also
strengthens this relationship by improving students’ critical
thinking skills. All variables associated with perceived ease
of use from TAM contribute positively to improving
students’ critical thinking. Thus, several suggestions and
practical implications can be applied, such as consideration
of the effective use of AR technology, curriculum
development that incorporates the values of increasing digital
literacy and appropriate learning strategies, and the
development of AR applications that are user-friendly and
easy to use.

The meaning that can be taken is that the technology
presented to a learner is not only a tool in the learning process,
but also useful to encourage students to be able to evaluate
and criticize the technology, so that they can use it wisely. As
the link between scientific ideas and students, educators must
ensure that students not only learn but are also able to teach
and develop them. Future research is recommended to
discuss other factors that are very possibly related to AR in
improving students’ critical thinking that have not been
widely explored in previous studies. Suggested factors such
as students’ emotional intelligence, technological support,
environment, both quantitatively and qualitatively.

CONFLICT OF INTEREST

The authors declare no conflict of interest.

AUTHOR CONTRIBUTIONS
Thamrin Thamrin: Writing - original draft. Giatman:

Methodology and Formal analysis. Muhammad Anwar:
Writing - review & editing. Khairi Budayawan: Data curation.
Delsina Faiza and Nur Diyana Kamarudin: original draft and
Data curation. Alwen Bentri and Ernawati: Writing - review
& editing. All authors have accepted the final version of the
manuscript.

ACKNOWLEDGMENT

The authors are thanks to the Ministry of Education,
Culture, Research, and Technology’s Directorate of Research,
Technology, and Community Service, as well as the
Directorate General of Higher Education, for funding under

Research Implementation Contract Number:
069/E5/PG.02.00.PL/2024.
REFERENCES

[1] S. Hwang and H. K. Kim, “The effects of maternal-child nursing
clinical practicum using virtual reality on nursing students’
competencies: A systematic review,” Korean J. Women Heal. Nurs.,
vol. 28, no. 3, pp. 174-186, 2022. doi: 10.4069/kjwhn.2022.09.13

[2] D. Wang and Q. Jia, “Twenty years of research development on
teachers’ critical thinking: Current status and future implications—A
bibliometric analysis of research articles collected in WOS,” Think. Ski.
Creat., vol. 48, no. 2, 101252, 2023. doi: 10.1016/j.tsc.2023.101252

[3] A. Shaw et al., “thinking critically about critical thinking: validating
the Russian HEIghten® critical thinking assessment,” Stud. High.
Educ., vol. 45, no. 9, pp. 1933-1948, 2020. doi:
10.1080/03075079.2019.1672640

1131



—

—

International Journal of Information and Education Technology, Vol. 15, No. 6, 2025

Z. Amrina, R. Desfitri, F. Zuzano, Y. Wahyuni, H. Hidayat, and J.
Alfino, “Developing instruments to measure students’ logical, critical,
and creative thinking competences for bung hatta university students,”
Int. J. Eng. Technol., vol. 7, no. 4.9, pp. 128-131, 2018. doi:
https://doi.org/10.14419/ijet.v7i4.9.20633

H. Hidayat et al., “The influence of augmented reality mobile App on
electronics engineering students’ self-competence,” TEM J., vol. 13,
no. 3, pp. 2310-2318, 2024. doi: 10.18421/tem133-58

K. R. Kananaga and V. Mntuyedwa, Concept of Adjustment for
First-Year Students At South African Universities, 1GI Global, 2023.
doi: 10.4018/978-1-6684-6961-3.ch002

K. J. Aston, “Why is this hard, to have critical thinking? Exploring the
factors affecting critical thinking with international higher education
students,” Act. Learn. High. Educ., vol. 25, no. 3, pp. 537-550, 2024.
doi: 10.1177/14697874231168341

H. Hidayat et al., “Analysis of computational thinking skill through
technology acceptance model approach using augmented reality in
electronics engineering education,” TEM J., vol. 13, no. 2, pp.
1423-1431, 2024. doi: 10.18421/TEM132-56

J.H. Lee et al., “Users’ perspectives on ethical issues related to playing
location-based augmented reality games: A case study of Pokémon
GO,” Int. J. Hum. Comput. Interact., vol. 39, no. 2, pp. 348-362,2022.
doi: 10.1080/10447318.2021.2012378

V. P. Oleksiuk and O. R. Oleksiuk, “Exploring the potential of
augmented reality for teaching school computer science,” CEUR
Workshop ~ Proc., vol. 2731, pp. 91-107, 2020. doi:
10.17632/yrjdjhkfd9.1

S. A. Hassan, T. Rahim, and S. Y. Shin, “Childar: An augmented
reality-based interactive game for assisting children in their

education,” Univers. Access Inf. Soc., vol. 21, no. 2, pp. 545-556, 2022.

doi: 10.1007/s10209-020-00790-z

R. D. Alsaffar, A. Alfayly, and N. Ali, “Extended technology
acceptance model for multimedia-based learning in higher education,”
Int. J. Inf- Educ. Technol., vol. 12, no. 12, pp. 1300-1310, 2022. doi:
10.18178/ijiet.2022.12.12.1754

B. Blevins, “Teaching digital literacy composing concepts: Focusing
on the layers of augmented reality in an era of changing technology,”
Comput. ~ Compos., vol. 50, pp. 21-38, 2018. doi:
10.1016/j.compcom.2018.07.003

H. P. Hsu, Z. Wenting, and J. E. Hughes, “Developing elementary
students’ digital literacy through augmented reality creation: Insights
from a longitudinal analysis of questionnaires, interviews, and
projects,” Journal of Educational Computing Research, vol. 57, no. 6.
2019. doi: 10.1177/0735633118794515

S. Yang, J. R. Carlson, and S. Chen, “How augmented reality affects
advertising effectiveness: The mediating effects of curiosity and
attention toward the ad,” J. Retail. Consum. Serv., vol. 54, 102020,
2020, doi: 10.1016/j.jretconser.2019.102020

H. Hidayat et al., “The impact of the learning mobile application on
student performance using the technology acceptance model,” Int. J.
Inf. Educ. Technol., vol. 14, no. 5, pp. 657-667, 2024. doi:
10.18178/ijiet.2024.14.5.2090

H. Sulistyanto, H. J. Prayitno, S. Narimo, S. Anif, B. Sumardjoko, and
N. W. Wardhani, “A study of the use of augmented reality in learning:
Impacts on increasing students’ critical thinking skills,” Asian J. Univ.
Educ., vol. 20, mno. 2, pp. 369-379, 2024. doi:
10.24191/ajue.v20i2.27093

L. E. W. Fajari and R. Meilisa, “The development of augmented reality
to improve critical thinking and digital literacy skills of elementary
school students,” DWIJA CENDEKIA J. Ris. Pedagog., vol. 6, no. 3, p.
688, 2022. doi: 10.20961/jdc.v6i3.65687

C. Y. Chang, H. C. Kuo, and Z. Du, “The role of digital literacy in
augmented, virtual, and mixed reality in popular science education: A
review study and an educational framework development,” Virtual
Real., vol. 27, mo. 3, pp. 2461-2479, 2023. doi:
10.1007/s10055-023-00817-9

V. 1. Marin and L. Castafieda, “Developing digital literacy for teaching
and learning,” Handb. Open, Distance Digit. Educ., pp. 1089-1108,
2023. doi: 10.1007/978-981-19-2080-6_64

H. Hidayat, N. Hidayah, N. Rusmana, Afdal, R. Hariko, and R.
Tririzky, “The effect of using smart application on critical literacy of
engineering education students,” Int. J. Inf. Educ. Technol., vol. 14, no.
6, pp- 834-844, 2024. doi: 10.18178/ijiet.2024.14.6.2109

S. E. Bibri, Z. Allam, and J. Krogstie, “The metaverse as a virtual form
of data-driven smart urbanism: Platformization and its underlying
processes, institutional dimensions, And disruptive impacts,” Comput.
Urban Sci., vol. 2, no. 24, 2022. doi: 10.1007/s43762-022-00051-0

H. Hidayat et al., “Metacognitive awareness determination through
technology: A problem-solving android gamification App,” Int. J. Inf.

1132

Educ. Technol., vol. 14, no. 8, pp. 1099-1108, 2024. doi:
10.18178/ijiet.2024.14.8.2138

H. Hidayat et al., “The empirical analysis of industrial work challenges
in the industrial revolution 5.0 towards a Grade Point Average (GPA)
for electronic engineering education students,” Int. J. online Biomed.
Eng.,vol. 17,n0. 9, pp. 21-34, 2021. doi: 10.3991/ijoe.v17i09.25679
F. Arianto and M. Hanif, “Evaluating metacognitive strategies and
self-regulated learning to predict primary school students’ self-efficacy
and problem-solving skills in science learning,” J. Pedagog. Res., vol.
8, no. 3, pp. 301-319, 2024. doi: 10.33902/JPR.202428575

Ganefri, R. Fadillah, and H. Hidayat, “Designing interface based on
digipreneur to increase entrepreneurial interest in engineering
students,” Int. J. Adv. Sci. Eng. Inf- Technol., vol. 12, no. 1, pp. 78-84,
2022. doi: 10.18517/ijaseit.12.1.13915

M. Raweewan and F. Kojima, “Digital lean
manufacturing-collaborative university-industry education in systems
design for lean transformation,” Procedia Manuf., vol. 45, pp. 183-188,
2020. doi: 10.1016/j.promfg.2020.04.092

M. Anwar et al., “Blended learning based project in electronics
engineering education courses: A learning innovation after the
Covid-19 pandemic,” Int. J. Interact. Mob. Technol., vol. 16, no. 14, pp.
107-122, 2022. doi: 10.3991/ijim.v16i14.33307

H. Hidayat et al., “Importance of metacognitive awareness in learning
and instruction for engineering students’ education,” J. Soc. Stud. Educ.
Res., vol. 15, no. 1, pp. 149-186, 2024.

R. M. Tawafak et al, “Analysis of e-leaming system use using
combined TAM and ECT factors,” Sustain., vol. 15, no. 14, 11100,
2023. doi: 10.3390/sul51411100

F. D. Davis, “Perceived usefulness, perceived ease of use, and user
acceptance of information technology,” MIS Q., vol. 13, no. 3, pp.
319-340, 1989. doi: 10.2307/249008

Y. Ho, B. Chen, C. Li, and E. G. Chai, “The distance between the
humanities and medicine : Building a critical thinking mindset by
interdisciplinary dialogue through mind mapping,” Think. Ski. Creat.,
vol. 50, no. December, 101420, 2023. doi: 10.1016/j.tsc.2023.101420

H. Snyder, “Literature review as a research methodology: An overview
and guidelines,” J. Bus. Res., vol. 104, no. November, pp. 333-339,
2019. doi: 10.1016/j.jbusres.2019.07.039

J. W. Creswell and J. D. Creswell, Research Design: Qualitative,
Quantitative, and Mixed Methods Approaches, Sage publications,
2017.

P. Reddy, K. Chaudhary, and S. Hussein, “Heliyon a digital literacy
model to narrow the digital literacy skills gap,” Heliyon, vol. 9, no. 4,
¢14878, 2023. doi: 10.1016/j.heliyon.2023.e14878

M. Lukitasari, W. Murtafiah, S. Ramdiah, R. Hasan, and A. Sukri,
“Constructing digital literacy instrument and its effect on college
students’ learning outcomes,” Int. J. Instr., vol. 15, no. 2, pp. 171188,
2022. doi: 10.29333/1ji.2022.15210a

R. McCord and H. M. Matusovich, “Developing an instrument to
measure motivation, learning strategies and conceptual change,” ASEE
Annu. Conf. Expo. Conf. Proc.,2013. doi: 10.18260/1-2--19406

T. Thi Uyen Nguyen, P. Van Nguyen, H. Thi Ngoc Huynh, G. Q.
Truong, and L. Do, “Unlocking e-government adoption: Exploring the
role of perceived usefulness, ease of use, trust, and social media
engagement in Vietnam,” J. Open Innov. Technol. Mark. Complex., vol.
10, no. 2, 100291, 2024. doi: 10.1016/j.joitmc.2024.100291

N. Yao and Q. Wang, “Factors influencing pre-service special
education teachers’ intention toward Al in education: Digital literacy,
teacher self-efficacy, perceived ease of use, and perceived usefulness,”
Heliyon, vol. 10, no. 14, €34894, 2024. doi:
10.1016/.heliyon.2024.¢34894

N. Ni’mah, “Analisis indikator berpikir kritis terhadap karakter rasa
ingin tahu dalam kurikulum 2013,” Anterior J., vol. 22, no. Special-1,
pp. 118-125, 2022. doi: 10.33084/anterior.v22ispecial-1.3220

N. I. A. Gani, M. Rathakrishnan, and H. N. Krishnasamy, “A pilot test
for establishing validity and reliability of qualitative interview in the
blended learning english proficiency course,” J. Crit. Rev., vol. 7, no. 5,
pp. 140-143, 2020. doi: 10.31838/jcr.07.05.23

M. K. Lindell and D. J. Whitney, “Accounting for common method
variance in cross-sectional research designs,” J. Appl. Psychol., vol. 86,
no. 1, pp. 114121, 2001. doi: 10.1037/0021-9010.86.1.114

M. Herndiz-Pérez et al., “Contextualized Project-based learning for
training chemical engineers in graphic expression,” Educ. Chem. Eng.,
vol. 34, pp. 57-67, 2021. doi: 10.1016/j.ece.2020.11.003

S. A. Salloum, A. Qasim Mohammad Alhamad, M. Al-Emran, A.
Abdel Monem, and K. Shaalan, “Exploring students’ acceptance of
e-learning through the development of a comprehensive technology
acceptance model,” IEEE Access, vol. 7, pp. 128445-128462, 2019.
doi: 10.1109/ACCESS.2019.2939467



[45]

[46]

[47

—

(48]

[49]

[50]

[51

—

[52]

[53]

[54]

[55]

[56]

[57]

[58

[l

[59]

International Journal of Information and Education Technology, Vol. 15, No. 6, 2025

C. Nitzl, “The use of Partial Least Squares Structural Equation
Modelling (PLS-SEM) in management accounting research: directions
for future theory development,” J. Account. Lit., vol. 37, pp. 19-35,
2016. doi: 10.1016/j.acclit.2016.09.003

C. Suwartono and D. Bintamur, “Validation of the Emotion Regulation
Questionnaire (ERQ): Network analysis as an alternative of
Confirmatory Factor Analysis (CFA),” ANIMA Indones. Psychol. J.,
vol. 34, no. 3, pp. 115-124, 2019. doi: 10.24123/aipj.v34i3.2300

Huth and K.B.S, “Bayesian analysis of cross-sectional networks: A
tutorial in R and JASP,” Advances in Methods and Practices in
Psychological Science, vol. 6, mno. 4, pp. 1-27, 2023. doi:
10.1177/25152459231193334

H. Hidayat, Z. Ardi, A. I. Ahlunnazak, D. Harmanto, C. T. Orji, and M.
R. M. Isa, “Determining the influence of digital literacy on learning
personal competence: The moderating role of fear of missing out,” Eur.
J. Educ. Res., vol. 13, no. 4, pp. 1775-1790, 2024.

A. Bentri, A. Hidayati, and M. Kristiawan, “Factors supporting digital
pedagogical competence of primary education teachers in Indonesia,”
Front. Educ., vol. 7, no. November, pp. 1-9, 2022. doi:
10.3389/feduc.2022.929191

E. Yassin, “Examining the relation of open thinking, critical thinking,
metacognitive skills and usage frequency of open educational
resources among high school students,” Think. Ski. Creat., vol. 52, no.
November 2023, 101506, 2024. doi: 10.1016/j.tsc.2024.101506

J. F. Hair, J. J. Risher, M. Sarstedt, and C. M. Ringle, “When to use and
how to report the results of PLS-SEM,” Eur. Bus. Rev., vol. 31, no. 1,
pp. 2-24, 2019. doi: 10.1108/EBR-11-2018-0203

O. Dian, M. Putri, and M. Putih, “The influence of leadership and
communication on productivity with job satisfaction as an intervening
variable,” vol. 7, no. 2, 2023.

W. W. W. P. Net, G. A. Puniatmaja, N. N. Parwati, I. M. Tegeh, and 1.
G. W. Sudatha, “The effect of e-learning and students’ digital literacy
towards their learning outcomes,” Pegem J. Educ. Instr.,vol. 14, no. 1,
pp. 348-356, 2023. doi: 10.47750/pegegog.14.01.39

F. A. Kimathi and Y. Zhang, “Exploring the general extended
technology acceptance model for e-learning approach on student’s
usage intention on e-learning system in university of dar es salaam,”
Creat. Educ., vol. 10, no. 01, pp. 208-223, 2019. doi:
10.4236/ce.2019.101017

H. Tennakoon, J. M. Hansen, G. Saridakis, M. Samaratunga, and J. W.
Hansen, “Drivers and barriers of social sustainable development and
growth of online higher education: the roles of perceived ease of use

and perceived usefulness,” Sustain., vol. 15, no. 10, pp. 1-15,2023. doi:

10.3390/sul15108319

A. M. Amin, R. Adiansyah, and N. Hujjatusnaini, “The contribution of
communication and digital literacy skills to critical thinking,” J.
Pendidik. Sains Indones., vol. 11, no. 3, pp. 697-712, 2023. doi:
10.24815/jpsi.v11i3.30838

R. N. Indah, Toyyibah, A. S. Budhiningrum, and N. Afifi, “The
research competence, critical thinking skills and digital literacy of
Indonesian EFL students,” J. Lang. Teach. Res., vol. 13, no. 2, pp.
315-324, 2022. doi: 10.17507/j1tr.1302.11

P. Palloan, Usman, A. Azis, and A. Hakim, “E-learning integrated
active learning strategies to improve the critical thinking skills,” J.
Phys.  Conf.  Ser., vol. 1899, no. 1, 2021. doi:
10.1088/1742-6596/1899/1/012162

H. Hidayat, B. Y. Tamin, S. Herawati, A. Hidayati, and A. P. Muji,
“Implementation of Technopreneurship scientific learning for produce
electronic product prototypes in engineering education,” Int. J. Innov.
Technol. Explor. Eng., vol. 8, no. 11, pp. 2842-2846, 2019. doi:
10.35940/ijitee.K2406.0981119

[60]

[61]

[62]

[63]

[64]

[65]

[66]

[67]

[68]

[69]

[70]

[71]

[72]

(73]

D. Zarate, M. Ball, C. Montag, M. Prokofieva, and V. Stavropoulos,
“Unravelling the web of addictions: A network analysis approach,”
Addict. Behav. Reports, vol. 15, no. January, 100406, 2022. doi:
10.1016/j.abrep.2022.100406

P. J. Jones, R. Ma, and R. J. McNally, “Bridge centrality: A network
approach to understanding comorbidity,” Multivariate Behav. Res., vol.
56, no. 2, pp. 353-367, 2021. doi: 10.1080/00273171.2019.1614898
E. Serrano-Ausejo and E. Marell-Olsson, “Opportunities and
challenges of using immersive technologies to support students’ spatial
ability and 21st-century skills in K-12 education,” Educ. Inf- Technol.,
vol. 29, no. 5, pp. 5571-5597, 2024. doi: 10.1007/s10639-023-11981-5
N. Annamalai, A. Uthayakumaran, and S. H. Zyoud, “High school
teachers’ perception of AR and VR in English language teaching and
learning activities: A developing country perspective,” Educ. Inf.
Technol., vol. 28, no. 3, pp. 3117-3143, 2023. doi:
10.1007/s10639-022-11275-2

S. Algouzi, A. A. F. Alzubi, and M. Nazim, “Enhancing EFL students’
critical thinking skills using a technology-mediated self-study
approach: Efl graduates and labor market in perspective,” PLoS One,
vol. 18, no. 10, pp. 1-19, 2023. doi: 10.1371/journal.pone.0293273

T. H. C. Chiang, S. J. H. Yang, and G. J. Hwang, “Students’ online
interactive patterns in augmented reality-based inquiry activities,”
Comput.  Educ., vol. 78, pp. 97-108, 2014. doi:
10.1016/j.compedu.2014.05.006

F. Acikgoz, A. Elwalda, and M. J. De Oliveira, “Curiosity on
cutting-edge technology via theory of planned behavior and diffusion
of innovation theory,” Int. J. Inf. Manag. Data Insights, vol. 3, no. 1,
100152, 2023. doi: 10.1016/j.jjimei.2022.100152

M. Zada, J. Khan, I. Saced, S. Zada, and Z. Y. Jun, “Curiosity may
have killed the cat but it has the power to improve employee
creativity,” Curr. Psychol., vol. 42, no. 36, pp. 32299-32313, 2023. doi:
10.1007/s12144-022-04171-y

M. M. Molero, M. C. Pérez-Fuentes, A. Martos, R. M. Pino, and J. J.
Gazquez, “Network analysis of emotional symptoms and their
relationship with different types of cybervictimization,” Eur. J.
Psychol. Appl. to Leg. Context, vol. 15, no. 1, pp. 23-32, 2023. doi:
10.5093/ejpalc2023a3

I. Vale and A. Barbosa, “Active learning strategies for an effective
mathematics teaching and learning,” Eur. J. Sci. Math. Educ., vol. 11,
no. 3, pp. 573-588, 2023. doi: 10.30935/scimath/13135

R. Rizal, D. Rusdiana, W. Setiawan, and P. Siahaan, “Development of
a problem-based learning management system-supported smartphone
(PBLMS3) application using the addie model to improve digital
literacy,” Int. J. Learn. Teach. Educ. Res., vol. 20, no. 11, pp. 115-131,
2021. doi: 10.26803/ijlter.20.11.7

H. Hidayat and Yuliana, “The influence of entrepreneurship education
and family bac kground on students’ entrepreneurial interest in
nutritious traditional food start ups in Indonesia,” Int. J. Eng. Technol.,
vol. 7, no. 4, pp. 118-122, 2018. doi: 10.14419/ijet.v7i4.9.20631

C. Wang et al., “An empirical evaluation of technology acceptance
model for artificial intelligence in e-commerce,” Heliyon, vol. 9, no. 8,
p. €18349, 2023. doi: 10.1016/j.heliyon.2023.e18349

F. K. Dewi and H. Hidayat, “Analisis computational thinking skill
yang mempengaruhi penggunaan augmented reality dengan
pendekatan TAM,” Voteteknika (Vocational Tek. Elektron. dan Inform.,
vol. 11, no. 4, pp. 1-7, 2023. doi: 10.24036/voteteknika.v11i4.124684

Copyright © 2025 by the authors. This is an open access article distributed
under the Creative Commons Attribution License which permits unrestricted
use, distribution, and reproduction in any medium, provided the original
work is properly cited (CC BY 4.0).

1133



	IJIET-V15N6-2315-IJIET-15819



