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Appendix A
Interaction Tasks

The interaction tasks for the study are:

Login
Download a lecture note

Upload a finished assignment

Send a message to a course mate who is online and interact with him/her

Send a message to the course lecturer who is online and interact with

him/her

Note: The interaction tasks are meant to be guides. However, the learners were given the
freedom to go beyond these prescribed tasks and to explore the LMS platform as they so wish
in their learning process.

Appendix B

User Evaluation Questionnaire

Select/ tick (\/) the option that best describe your feeling and experience.
SD=Strongly Disagree; D=Disagree;, N=Neutral; A=Agree; SA=Strongly Agree

Demographics Matric No.:
Sex: M[1F[] Age:15—-20[]121-25[]26-30[]31-35[]136—40[] Above 40
What device(s) do you interact with? Laptop [] Smariphone []
Dimensions Criteria Items SD | D | N|A]|SA
Cognitive Usability LMS is eagy to use and learn with
LMS is simple to use and learn
with
LLMS is easily accessible to me
Learnability LMS is easy to learn and to leam
with
Understandability LMS is easy to understand
Ubiquity LMS enables me to use and leam
anywhere and anytime
Rememberability I can easily recall what I learn
with LMS

I can easily retain in my memory
what I learn in LMS

Safety LMS is safe to use and learn with

LMS is secured for use and
learning
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| .03635
03635
03635

Descriptive Statistics by Weeks

Descriptive Statistics: Week 1

N Mean Std. Deviation
Statistic Statistic Std. Error Statistic
Usability 900 2.3822 .03078 .92338
Learnability 900 3.5800 .03006 .90188
Understandability 900 3.6500 | _.03086 92593
Ubiquity 900 3.5689 .03158 94729
Rememberability 900 34711 .02921 .87624
Safety 900 2.2522 02611 78341
Trust 900 3.5563 02722 .81660
Epistemic 900 3.5694 02670 80108
Interactivity 900 35836 .02560 76812
Engageability 900 | _ 3.5400 .02598 77936
Ludicity 200 | 34911 102613 78390
Sociability 900 3.5742 .02762 82867
Inspiring 900 3.3400 .03230 96890
Exciting 900 3.4839 02770 .83114
Interesting LIG0H 3.5067 03079 92365
Attractive %00 2.5033 03107 93206
Novel 900 3.4389 02658 79741
Pleasurable 900 3.4256 02920 87609
Challenging 9200 3.3478 .03272 98156
Fascinating 900 3.4922 .02943 .88300
Personal 000 3.3900 03172 .95162
Cognitive 900 3.5194 02644 79305
Sensorimotor 900 3.5033 02662 79870
Affective 900 3.3631 02501 75021
ULX 900 3.4915 02616 78488
Valid N (listwise) 900
a. Time = Week 1

Descriptive Statistics: Week 2

N Mean Std. Deviation

Statistic Statistic Std. Error Statistic
Usability 900 3.5278 .02478 .74334
Learnability 900 3.5722 .02594 77811
Understandability 900 3.5917 02412 72358
Ubiquity 900 2.3211 .02636 .79080
Rememberability 900 3.5189 .02537 76104
Safety 900 24311 02770 .83094
Trust 900 3.5200 .02638 79126
Epistemic 900 3.5706 .02636 .79085
Interactivity 900 2.4567 .02923 .87691
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