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ABSTRACT

This study investigates students' readiness and
perceptions towards using Unity, a development platform,
for creating a Multimedia Interactive Package (MIP). With
the growing demand for interactive digital content in
education, it is crucial to understand students’ readiness
and perceptions in engaging with a platform like Unity in
developing a language learning application in the form of
MIP. The study examines language students' technology
readiness as well as their perceptions towards integrating
technology into educational content creation. A
quantitative approach was employed using a survey to
gather data using a set of questionnaires. The sample
involved university language students who enrolled in
multimedia development courses. Results indicate that
while students generally show enthusiasm for using Unity,
students faced challenges that may affect their learning
experiences. However, the perceived benefits, including
enhanced creativity, interactivity, and practical skill
development, contribute to a positive overall attitude. The
findings suggest that with adequate support and training,
Unity can be a valuable tool for developing educational
MIPs, promoting both student engagement and technical
proficiency.

Contribution/Originality: This study contributes to the existing literature on
language students’ perceptions on using the Unity platform in developing multimedia
interactive packages (MIP). Furthermore, this study also highlights the students’
readiness in learning and developing the MIP.
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1. Introduction

Traditional textbooks, despite its vital role in language education, often struggle to
effectively capture students' interest due to their unchanging and linear format. The
absence of interactivity and scarce multimedia resources may result in passive learning,
lack of motivation and disengagement among learners. Consequently, in an era in which
digital tools and interactive content are becoming common, learners may find it difficult
to stay motivated and fully immersed in their studies (Pegrum et al., 2022).

The rapid advancement of technology has significantly affected educational practices,
leading to adoption of digital tools and platforms in enhancing teaching and learning
experiences. Some of the digital tools that are developed are learning applications that
act as supporting materials for learners to understand the lessons better (Klimova &
Zamborova, 2022). In learning language, it is important for learners to practise the
language skills and having supporting materials would really benefit them (Aziz et al,,
2024). The language learning applications usually provide a vibrant and interactive
alternative that can better meet the diverse needs of learners, some can even provide
personalised learning for the learners. These applications integrate audio, video, and
interactive tasks to create an engaging learning experience that textbooks could not
offer. In more advanced applications, the elements of Ai, gamification, adaptive learning
techniques, and real-time feedback are provided.

Considering the downside of traditional textbooks, there is an urgent need to create and
adopt language learning apps that provide a more engaging, personalised, and effective
approach to language learning. Undergraduate students of Applied Language Studies
who were taking multimedia courses were exposed to a development platform, Unity.
Unity is a platform used to develop a language learning application called Multimedia
Interactive Package (MIP). The students were expected to develop a fully functional MIP
which comprises instructional content and practices, using the skills they had learned in
class. While incorporating information and technologies into the curriculum is vital for
maintaining the quality of education, it is also important to ensure that the students are
prepared for it. Abaa et al. (2022) stated that in 2019, the United Nation Development
Programme reported nearly 80% of students in developing countries believe they are
not adequately equipped to use technology. Thus, this study would like to examine the
students’ readiness and perceptions in using Unity to develop the MIP.

1.1. Research Objectives

The objectives of the study are:
i. To examine students’ readiness towards using a development platform (Unity)
for developing a multimedia interactive package
ii. To determine students’ perceptions towards using a development platform
(Unity) for developing a multimedia interactive package

The research questions are:
i.  What is students’ readiness towards using a development platform (Unity) for
developing a multimedia interactive package?
ii.  What are students’ perceptions towards using a development platform (Unity)
for developing a multimedia interactive package?
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2. Literature Review
2.1. Students’ readiness towards technology

Students’ readiness towards technology refers to the level of preparedness and ability of
students to effectively engage with and utilise technology for learning and academic
purposes (Geng et al., 2019; Alakrash & Razak, 2020). There are several key factors to
consider in ensuring students’ readiness, which include: i) digital literacy, ii) access to
technology, and iii) psychological preparedness. After the world was hit with the Covid-
19 pandemic, where remote learning was forced on all educational institutions, digital
literacy became an important requirement for academic success (Udeogalanya, 2022).
Furthermore, the new wave of industrial revolution has consequently caused the
importance to transcend to the employability of an individual as employers are also
placing a high value on this skill (Lestari & Santoso, 2019). This set of skills refers to
basic technical skills (e.g., using computers, navigating the internet) as well as the ability
to critically evaluate digital content, communicate online, and solve problems using
technology. It is important to note that, in the academic setting, it includes the extent to
which students can understand and use digital tools, software, and platforms for a more
maximised learning (Riswanti et al., 2022).

Although digital literacy is key in ensuring students’ readiness, access to technology
could pose a challenge. Students coming from low socioeconomic backgrounds might
not have their own gadgets, and factors such as students’ location could limit access to
the Internet (Jones & Smith, 2020; Khairuddin et al, 2020). It has therefore been
suggested that should learning institutions, the government, telecommunication
companies, and other stakeholders in education collaborate in working to offer and
supply digital resources at cheaper prices, equitable access to technology would be
achievable (Arthur-Nyarko et al., 2020; Dehghan et al., 2022). Additionally, another key
factor to consider is students’ psychological preparedness to technology-enhanced
learning environments. Their motivation and attitudes toward using technology for
learning must be managed well, not only by the students themselves, but also by the
academicians (Ferrer et al., 2022). Empirical evidence has shown that maintaining a
positive mindset influences students’ academic performance, especially more so in a
technology-driven educational environment (Limeri et al, 2020; Svenningsson et al,,
2022; Yuan et al., 2022).

2.2. Students' Perceptions of Technology in Learning

In the context of technology and learning, perception refers to how students view,
interpret, and understand the role and impact of technology in the educational process
(Arar et al,, 2023). The dependency on technology in learning, which reached its peak
during the global Covid-19 pandemic, is a norm post-pandemic (Norman et al., 2023). As
such, there has been a resurgence of interest in technology in the education system. One
of the most highly used theories to measure how students come to accept use
technology is Fred Davis’ Technology Acceptance Model (TAM). TAM has been used to
understand students' perceptions of technology and studies have shown that while
technology in learning is perceived positively in the field of education, it also comes with
negative perceptions. AlDakhil and AlFadda (2022) suggested that for language learners,
technology can increase their autonomy, provide them with available sources, and
become a useful learning tool. However, one learning application might not be able to
cater to the various students’ levels of English proficiency and learners might get
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distracted during learning. Zhang et al. (2023) found that using technology in
classrooms can bring a good learning experience for the students, and classrooms even
became more cheerful. In spite of that, one of the drawbacks was that students reported
that their eyes feel tired after a while. Trespalacios and Lowenthal (2019) reported that
the positive attitudes learners have toward computers and internet self-efficacy
influence their satisfaction with using technology in their learning; and Plch (2020)
recommended that given today’s generation of students, who are very much accustomed
to social networks, academicians could integrate tools and environment that they are
familiar with.

2.3. Students' Perceptions of Using Unity

The effectiveness of educational tools is significantly determined by the perceptions of
the learners. The learners’ perceptions on Unity as an educational tool to create
multimedia interactive packages are dictated by a number of factors such as the ease of
use, the relevance of Unity as the tool to achieve their learning goals and the perceived
value of the skills they learn through the experience of using it.

A study conducted by Dirican (2015) found that learners are more likely to engage with
Unity positively if they perceive it as a user-friendly and accessible tool. Thus, positive
perception is important for the learners to have as it directly has an impact on the
motivation and willingness to learn and further explore the platform (Dirican, 2015).
Those who see the practicality of the usage of Unity in the actual situations, whether as a
game development tool or educational content production, will definitely perceive Unity
as a valuable platform and lead to higher engagement levels (Hew & Cheung, 2008). This
perspective is also supported by a study conducted by Akcaoglu et al. (2022) that
highlighted the platform’s potency in improving student motivation and learning
outcomes.

Research by Islam (2012) suggests that the relevance of Unity to learners’ academic and
career aspirations, as perceived by them, significantly impacts their attitudes towards
using it. Those who acknowledge the potential of Unity will be more likely to spend
more time and energy to learn and master the platform. This is in line with the findings
in Goldweber et al. (2011) where students tend to show better engagement and
satisfaction towards the tool that is aligned with their professional goals.

In general, students exhibit positive attitudes towards the use of Unity platform in
education. According to Yang (2021) beginners find it easy to use and accessible due to
its interface’s user-friendliness and extensive resources. They are allowed to apply
theoretical knowledge in practical scenarios more easily. These hands-on experiences
offered by Unity were really appreciated by them (Xia, 2014). The ability to do
collaborative projects that can promote teamwork and communication skills are also
supported by Unity and these are highly valued in educational settings. According to
Loes and Pascarella (2017), collaborative learning enhances critical thinking and
academic performance significantly among university students.

2.4. The Role of Multimedia Interactive Packages (MIPs) in Education
Multimedia Interactive Packages (MIPs) have been proven to effectively improve

student engagement. Akinbadewa (2020) proved in their study that the use of
multimedia elements such as animations and interactive simulations can draw students’
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focus and retain their motivation and lead to increased engagement. This is crucial for
maintaining the motivation of the students and fostering active participation in the
learning process (Akinbadewa, 2020).

The use of MIPs in education has proven to be effective to improve learning
performance. Compared to traditional teaching methods, students that used MIPs
exhibited better understanding and retention of sophisticated topics (Tang et al., 2023).
The multimedia elements in the packages serve diverse learning styles and this will
allow them to process knowledge in ways that are most effective for them. Plus, the
immediate feedback provided by MIPs enables students to correct their mistakes
promptly, thus improving their experience in learning the subject (Tang et al., 2023).

Educators can also benefit from using MIPs as it serves as a versatile tool that can be
used as a supplement to traditional teaching methods, or it can also serve as an
independent educational approach. According to a study by Xu and Patnao Jr. (2020),
the use of MIP can foster critical thinking, problem-solving and independent learning
skills which can facilitate learner-centered approach. MIPs is a flexible and adaptable
teaching resource as it can be easily updated and tailored to meet the specific needs of
different groups of students (Xu & Patnao Jr., 2020).

3. Research Methods

This study employed a quantitative approach with cross sectional research design. This
research design was suitable to be employed as it may assist the researchers to collect
data for many variables at one time and to investigate many outcomes from one study
(Wang & Cheng, 2020). The instrument utilised in this study was a set of questionnaires
to obtain the data and it was adopted and adapted to suit the context and the scope of
this study. The questionnaire was adopted and adapted from Rahamat et al. (2011).
There were three sections in the questionnaire. The first section was to obtain students’
demographic information (semester and gender). The second and third sections focused
on the two variables of the study which were students’ readiness and students'
perceptions. There were 20 items for the two sections and there were 10 items for each
section. The values of Cronbach Alpha for the first construct, readiness was o =.863 and
for second construct, perception was a =.922.

As for the respondents, this study used multilevel sampling which were purposive
sampling and simple random sampling. The purposive sampling was employed to select
a specific population for the study and later simple random sampling was utilised within
the population to give the same chance and opportunity to the respondents to be chosen
(Noor et al., 2022; Stockemer & Bordeleau, 2023). As for the population, there were 250
students in the population and the responses that should be obtained by the researchers
are 152 responses (Krejcie & Morgan, 1970). In addition, the students were selected
based on certain criteria and the criteria were, the students should have learnt two
courses which were EPC521 and EPC551 and they should have learnt and be able to
develop a multimedia interactive package. However, there were not many respondents
who responded to the questionnaire within one week, hence the researchers gave the
respondents another one week to complete the questionnaire and the study only
managed to obtain 86 responses. This suggests that the results of this study could not be
generalised.

To collect the data, the researchers asked the respondents’ consent by asking them to
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click agree button in the questionnaire. This means once the respondents clicked the
‘Agree’ button, they were willing to participate in this study. Nevertheless, if they would
like to withdraw from the study, there is no consequences towards the respondents.
Next, the researchers contacted the class lecturers and class representatives for each
batch which were students from Semester 3 and 4. The students were given one week to
complete the questionnaire. After the data was collected, the researchers analysed the
data using Statistical Package for Social Sciences (SPSS) version 29. The data was
presented in the form of tables, and the results were depicted in percentage, mean and
standard deviation.

4. Results
4.1. Demographic profile of the respondents

Among the 86 questionnaires collected, 10.5% of the respondents were male, and 89.5%
were females. The majority of the respondents were in semester 4 (54.7%) and 45.3.9%
of the respondents were in semester 3.

4.2. What is students’ readiness towards using a development platform (Unity) for
developing a multimedia interactive package?

4.2.1. Technology skills rating

Respondents were asked to rate their technology skills on a scale from 1 to 5, where 1 =
Poor, 2 = Bad, 3 = Moderate, 4 = Good, and 5 = Very Good. The mean score for technology
skills was 3.5 (SD = 0.6088), indicating that on average, respondents rated their skills
between moderate and good.

Table 1 shows that the majority of the respondents (48.8%) rated their technology skills
as moderate. Additionally, 45.3% of the respondents rated their skills as good and 3.5%
rated their skills as very good. A small percentage of 2.3% rated as bad while no
respondents rated their skills as poor.

Table 1: Technology rating skills

No Rating Percentage
1 Poor 0%

2 Bad 2.3%

3 Moderate 48.8%

4 Good 45.3%

5 Very Good 3.5%

4.2.2. Technology usage

Based on Table 2, the majority of the respondents (91.9%) used technology for photo
editing, followed by 94.2% of the respondents who used it for video editing.
Additionally, 88.4% of the respondents used technology for Internet surfing, and 86%

© 2024 by the authors. Published by Secholian Publication. This article is licensed under a Creative
Commons Attribution 4.0 International License (CC BY).



Malaysian Journal of Social Sciences and Humanities (MJSSH) (e-ISSN : 2504-8562)

for video recording. Meanwhile, 47.7% of the respondents used the technology for
sound recording, while 46.5% used technology for website development. Lastly, 37.2%
of the respondents used technology for app development.

Table 2: Technology usage

No Rating Percentage
1 Photo editing 91.9%

2 Video editing 94.2%

3 Video recording 86%

4 Internet surfing 88.4%

5 Sound recording 47.7%

6 App development 37.2%

7 Website development 46.5%

4.2.3. Readiness on learning platform

The survey results in Table 3 provide insights into respondents’ readiness regarding
learning platforms, focusing on app development and familiarity with Unity. When asked
about previous experience in developing learning apps, 47.7% of the respondents
indicated they had created such an app before, while 52.3% had not. A significant
majority, 75.6% of respondents, reported that they had heard of Unity before, while
24.4% were unfamiliar with it. When asked if they had used Unity before enrolling in the
EPC521 and EPC551 classes, 47.7% answered yes, while 52.3% had no prior experience.

Table 3: Readiness on learning platform

No Yes No

1 Have you developed any learning app before? 47.7% 52.3%
2 Have you heard of Unity before? 75.6% 24.4%
3 Have you used Unity prior to EPC521 and EPC551 class? 47.7% 52.3%

4.2.4. Students’ Readiness to Use Unity for Developing MIP

Table 4 presents the students’ readiness to use Unity for developing MIP. The highest
mean score, 3.8488 (SD = 0.84738), reflects a strong commitment to dedicating time to
learning Unity for the purpose of developing MIP. The second highest mean score is
3.6860 (SD = 0.87126) which indicates that students are generally ready to collaborate
with others, an essential aspect of project-based learning, especially in developing MIP.
This is followed by students feeling fairly prepared to use Unity for MIP development (M
= 3.6860, SD = 0.78608). Students mostly agreed that they have the necessary hardware,
software, and Internet access to work with Unity (M = 6744, SD = 0.83232). While
students are generally comfortable working with a new platform like Unity, their

© 2024 by the authors. Published by Secholian Publication. This article is licensed under a Creative
Commons Attribution 4.0 International License (CC BY).



Malaysian Journal of Social Sciences and Humanities (MJSSH) (e-ISSN : 2504-8562)

comfort level is not particularly high with a mean score of 3.5930 (SD = .88621).
Students expressed moderate confidence in their ability to learn Unity with a mean
score of 3.5814 (SD = 0.88736) indicating variability, with some students feeling more
assured than others. Additionally, the students also believe that they can integrate
instructional system design (ISD) theory with Unity’s technical features in developing
MIP (M = 3.5349, SD = 0.90356). Lastly, students show moderate confidence in finding
solutions to problems they may encounter when using Unity (M = 3.5116, SD = 0.85052).
The overall mean score for students’ readiness to use Unity for developing MIP is 3.6395
(SD = 0.68958).

Table 4: Students’ Readiness to Use Unity for Developing MIP

No Mean SD

[ feel confident in my ability to learn how to use Unity for

developing MIP. 3.5814  .88736

[ am ready to dedicate time to learning Unity for the purpose

2 of developing MIP. 3.8488 84738
[ believe I can find solutions to problems encountered

3 related to MIP development when using Unity. 3.5116 85052

4 [ am prepared to use Unity to develop an MIP. 3.6860 .78608
[ am comfortable working with a new technology platform

> like Unity to develop MIP. 3.5930 88621

6 [ have the necessaljy reso.urces (hardware, software, Internet 36744 83232
access) to work using Unity.

7 | fe.el ready to collaborate with others to develop MIP using 36860 87126
Unity.
[ believe I can integrate instructional system design (ISD)

8 theory with Unity’s technical features in developing MIP. 3.5349 90356

9 Overall 3.6395 .68958

4.3. What are students’ perceptions towards using a development platform (Unity)
for developing a multimedia interactive package?

Table 5 shows students’ perceptions towards using Unity in developing MIP. The highest
mean score, 4.0698 (SD = 0.62855), shows that students feel Unity provides the
necessary tools and features to develop effective MIP. The second highest mean score is
4.0581 (SD = 0.72525), indicating that students recognise Unity’s potential to create
interactive experiences, which is crucial for language learning applications like MIP. The
same mean score, with a standard deviation of 0.67484, reflects students' perception of
Unity as an effective platform for developing MIP as it can create learning instructions
and quizzes. Additionally, students appreciate Unity's ability to incorporate multimedia
elements such as images, videos, sounds, and animations to enhance learning (M =
4.0465, SD = 0.71795). Students also believe that the skills they acquire from using Unity
will benefit them in other areas of study or work, such as content presentation, video
creation, and portfolio building (M = 4.0116, SD = .87440). Furthermore, students
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mostly agree that Unity is an appropriate tool for developing MIP (M = 3.9651, SD
0.71039). With a mean score of 3.7791 (SD = 0.83174), students believe that developing
MIP with Unity will enhance language learning outcomes. Meanwhile, the lowest mean
score, 3.5349 (SD = 0.86646), suggests that students generally agree that learning Unity
will be worth their time and effort. The overall mean score for students’ perceptions
towards using Unity in developing MIP is 3.9927 (SD = 0.60977).

Table 5: Students’ Perceptions towards Using Unity in Developing MIP

No Mean SD

1 Unity is an appropriate tool for developing MIP. 3.9651 .71039

2 Developing MIP with Unity will enhance language learning 3.7791 .83174
outcomes/objectives.

3 Using Unity to develop MIP can make language learning 4.0465 71795
more engaging. (images/videos/sounds/ animations/ scroll
view etc)

4  Unity provides sufficient tools and features to effectively 4.0698 .62855
develop MIP.(images/videos/sounds/ animations/ scroll
view etc)

5 [ believe that the skills learned while using Unity for MIP 4.0116 .87440
development will benefit me in other areas of study or
work. (video presentation / content presentation/ resume /
portfolio)

6 4.0581 72525
Unity allows for the creation of interactive experiences that
are important for language learning app like MIP.

7 4.0581 67484
Unity is an effective platform for developing MIP as it can
create learning instructions and quizzes.

8 3.5349 .86646
[ think that learning Unity will be worth the time and effort
for my future.

9 3.9927 60977
Overall

5. Discussions

5.1. What is students’ readiness towards using a development platform (Unity) for
developing a multimedia interactive package?

The results highlighted that students’ readiness to use Unity for developing a
multimedia interactive package (MIP) is diverse, with 47.7% of the respondents having
experience in developing learning applications. This indicates that although almost half
of the student body should be confident in using the platform in class, the other 52.3% of
the students might encounter difficulties in approaching the Unity platform. However,
despite the difference in percentage of those who are familiar with using Unity, a
majority of 75.6% were aware of Unity, showing that this platform is widely recognised
among them. Familiarity with a learning platform can enhance student engagement by
reducing the cognitive load associated with simultaneously learning both the platform
and the course content. As Miiller and Wulf (2024) suggest, presenting too much

© 2024 by the authors. Published by Secholian Publication. This article is licensed under a Creative
Commons Attribution 4.0 International License (CC BY).



Malaysian Journal of Social Sciences and Humanities (MJSSH) (e-ISSN : 2504-8562)

information at once can result in cognitive overload, hindering effective learning.
However, it is important to note that without prior experience in using the platform
before, students may have a higher level of anxiety in approaching the content, which
then could lead to negative impact on their learning outcomes and performance in class.

The results also indicate that students demonstrate a strong commitment to dedicating
time in learning Unity or the purpose of developing MIP, which is a positive indicator of
learning engagement. In particular, mastering a complex platform like Unity requires
consistent effort, and students’ willingness to invest time is a positive indicator of their
ability to succeed in learning environments that involve advanced technology (Reddy et
al., 2023). The students also indicate their readiness to collaborate, which is an essential
element in project-based learning, particularly when using new and complex platforms.
Collaboration in technology-enhanced learning environments has been demonstrated to
enhance problem-solving skills and increase learning efficiency (Bergdahl et al., 2020).
In the context of Unity, which often requires multiple aspects of input in MIP
development, teamwork is essential for managing the platform’s complexity. This
indicates that students’ willingness to collaborate and work together to solve technical
issues and challenges is an important factor in using Unity to develop their MIP
successfully.

However, while students are generally comfortable with learning new platforms, their
comfort level is not particularly high. This suggests that students may require additional
support in dealing with new platforms like Unity, as the lack of familiarity can foster
anxiety and low motivation which could then lead to limited engagement with the
learning as a whole. The moderate confidence in solving problems when using Unity
further indicates that while students are somewhat prepared to overcome issues, they
may still face challenges. Students using new and complex learning platforms often
benefit from structured guidance and step-by-step tutorials from the instructors to
address technical challenges and help with problem-solving skills. This scaffolding
technique is critical in reducing frustration and anxiety, as noted by Rossiter et al.
(2024), highlighting the importance of providing students with targeted support to
enhance their confidence in using unfamiliar technologies. In general, the respondents
pose a positive readiness in using Unity as a learning platform though additional and
specific support in the classroom is necessary to ensure that students can stay engaged
in their learning and thus achieve all the learning outcomes.

5.2. What are students’ perceptions towards using a development platform (Unity)
for developing a multimedia interactive package?

The findings highlighted that a majority of students felt that Unity provides the
necessary tools and features to develop MIP effectively. This shows that students believe
that the software that they are using will be able to help them achieve what is required
for the task stipulated in the course, which is to develop an e-learning content in the
form of a Multimedia Interactive Package (MIP). This is probably because Unity not only
provides platforms for the development of learning instructions (instructional content)
but also provides the platform for quizzes. As stated by Agbo et al. (2023), Unity has high
compatibility with various devices and its great development environment makes it
highly suitable for the integration of instructional content and assessment while
providing interactive experiences.
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Most students recognised Unity’s potential to create interactive experiences and
learning instructions and quizzes. In Unity, developers could materialise their design
using interactive features provided such as buttons, scroll view, sliders, transitions of
scenes etc. MIP learners may feel that they are able to control their own learning
environment and pace, thus giving them better interactive experiences. Besides that,
coding feature (in C# script) allows the developers to prompt the questions for the
quizzes and set the relevant feedback based on the learners’ answers respectively. As
stated by Yilmaz and Yilmaz (2020), when learners are given tailored feedback, it will
help learners improve their engagement and self-regulation, ultimately enhancing
learning outcomes. In addition, Unity also allows for customisation and randomisation of
questions in the form of multiple-choice questions, fill in the blanks, drag and
drop/matching, word puzzles, crossword puzzles etc. This feature makes Unity a
practical choice for integrating quizzes within educational applications (Sapundzhi et al,,
2023). Since Unity allows multimedia elements such as images, videos, sounds, and
animations to be integrated, it creates better opportunities for the MIP to be more
interesting and engaging.

In regard to using Unity for developing MIP, most of them agreed that Unity is an
appropriate tool for developing MIP and students believe that developing MIP with
Unity will enhance language learning outcomes. This shows that Unity is a good choice of
platform to be utilised in developing MIP considering its functions and usability among
the users. As stated by Sapundzhi et al. (2023), Unity's built-in features, like the High
Definition Render Pipeline (HDRP) and Universal Render Pipeline (URP), offer powerful
rendering capabilities, making it suitable for creating visually engaging content, thus
improving language learners’ skills through the use of MIP. These attributes make Unity
a strong choice for multimedia package development, ensuring both high functionality
and ease of use for users. Overall, students’ perception towards using Unity in
developing MIP is positive. This is congruent to Dirican (2015) in which he found that
learners are more likely to engage with Unity positively if it is perceived as a user-
friendly and accessible tool.

6. Conclusion

Based on the issue discussed, students might face difficulties to stay motivated in
language learning using traditional methods. Therefore, this study was conducted to get
the students’ insights of their readiness and perceptions of developing a platform
(multimedia interactive package) for language learning. The majority of students were
aware of the application (app) used to develop the MIP and less that 50% of students
were familiar with the app. This means students need to be exposed to more of the app
before they start using the app. This is because the familiarisation process is important
to ensure students understand and know why they use the app and how to use the app
in the development process. Hence, the instructors need to ensure that students were
introduced to the apps earlier before they start using the app. Other than that, it can also
be seen that students were moderately ready to develop MIP. This is maybe due to
students not being confident with their ability to develop the MIP based on the
requirements provided by the instructors. This means the instructors need to guide and
assist students based on students’ needs and based on this situation, students were not
able to be independent during the development process of the MIP. From this result, it
could be suggested for the instructors to provide more assistance, maybe by having peer
guiding among the students where more advanced students could help and assist their
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friends in developing the MIP. At the same time, this could increase students’
engagement in the classroom.

In addition, based on the results gained, students perceived that the app used in the
course was suitable for language learning as it integrates various multimedia elements
and provides interactive features to be used in the development. The interactive
features could lead to more engaging content which can help learners to have better
understanding in learning the language. From these results, it is recommended for
instructors to guide and students to include materials that can help users that use the
MIP to learn the content better as MIP could be used remotely by the users anytime and
anywhere that they users want. The suitable elements (interactive, engaging, colour
choices) need to be considered in developing the MIP. The results indicate that students
could be more ready in using Unity in developing the MIP if instructors exposed and
familiarised them with the app earlier. Even though students were moderately ready to
develop MIP, they perceived that using Unity to develop MIP is suitable and appropriate.
To have in-depth students' insight on their readiness and perceptions, a qualitative
approach could be utilised for future research by interviewing the students where
qualitative data could be triangulated with quantitative data. Future researchers could
also investigate students’ perceptions before and after using the app (Unity) by
conducting pre and post-tests. Thus, more stakeholders could benefit from the current
and future research on the use of Unity in developing e-learning content. This study
contributes to the existing literature on language students’ perceptions on using the
Unity platform in developing multimedia interactive package.
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