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ABSTRACT

The online learning process or e-learning requires students to be able to use various Online Video Conference (OVC)
applications such as Zoom, Google Hangout Meet and Microsoft Teams. As with other products, OVC user satisfaction
must be the main concern of product development companies so that the product continues to be the choice and use of
the user. For this reason, factors that can affect the satisfaction of using the OVC application need to be identified and
understood. Unfortunately, currently there are not many studies related to the factors that affect user satisfaction of the
OVC application. This study aims to determine what factors affect the satisfaction of users of online video conferenc-
ing, especially for users from among students. In this study, user satisfaction OVC will be analyzed from the usability
aspect. The variables studied were usefulness, ease of use, ease of learning, perceived enjoyment, accessibility, secu-
rity, and satisfaction. The results show that the variables usefulness, ease of use, ease of learning, perceived enjoyment,

accessibility, and security have a simultaneous effect on user satisfaction.
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1. INTRODUCTION

Information technology has an impact on various
aspects of life and covers all fields of science including
education. This rapid and unpredictable growth of tech-
nology has led to the emergence of many approaches
aimed at the education sector which are manifested in the
use of e-learning systems [1]. E-learning also has a very
large contribution to changes in the learning process,
where the learning process is no longer only listening to
material descriptions but also carrying out other activities
such as observing, doing, demonstrating and others [2].
The number of e-learning users is almost 25 million users
in 2019 [3]. This study counts the number of students
who use e-learning as a learning medium. The presence
of e-learning in the world of education is a phenomenon
in it is self, where with virtual-based technology, it al-
lows e-learning users to learn virtually. This convenience
has made e-learning grow rapidly, many websites and ap-
plications have sprung up, both those made by educa-
tional institutions or non-educational institutions [4].

Non-educational applications that are often used as learn-
ing media online are Zoom, Google Meet and Microsoft
Teams. In using OVC, there are still some difficulties or
complaints. The difficulties experienced when using the
OVC application are because users are not familiar with
the features of the OV C application, the OVC application
is too complex so it is difficult to learn, e-learning does
not suit user needs and does not or does not accommodate
needs which is important for users [5]. OVC application
developers need to pay attention to user satisfaction and
understand the factors that influence it, because the suc-
cess of e-learning applications is characterized by contin-
uous use [6].

E-learning is a learning method or system that uti-
lizes electronic technology and has the advantage that it
can be done anywhere and anytime. Time consumption
of e-learning is more effective and efficient [7]. Accord-
ing to Gilbert & Jones (2001) e-learning is the process of
delivering learning materials through electronic media
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such as the internet, intranets/extranets, satellite broad-
casts, audio/video tapes, interactive TV, CD-ROMs, and
computer-based training [8].

Usability comes from the word usable which means
it can be used properly. Something can be said to be good
if it fails in its use, it can be eliminated or minimized and
provides benefits and decisions for its users [9]. Nielsen
(2012) in his article entitled "Usability 101: Introduction
to Usability" defines, "Usability is a quality attribute that
assesses how easy user interfaces are to use"[10]. In other
words, usability is a quality attribute that assesses how
easy the user interface is to use”. So, what is meant by
reusability is the quality of a system that is easy to learn,
easy to use, and can encourage users or users to use the
system effectively and efficiently. 1ISO 9241-11 (1998)
explains that reusability refers to the level of a product
that can be used by certain users to achieve specific goals
with effectiveness, efficiency and satisfaction in a usage
context. The context of use consists of users, tasks,
equipment (hardware, software, and materials), and the
physical and social environment that affect the usability
of the product in the work system. The effect of changing
components in the work system can be measured by test-
ing performance and user satisfaction.

2. METHODS

2.1. Questionnaire

The instrument used in this study was a question-
naire. The questionnaire used to measure usability is a
questionnaire that can process data related to effective-
ness, efficiency, and satisfaction in using information
systems [11]. The underlying reason for using a question-
naire is that it can make it easy for respondents to under-
stand and answer the questions asked correctly. In addi-
tion, the questionnaire makes respondents more comfort-
able and freer to answer questions. In this study using the
USE Questionnaire because USE can include three meas-
urements according to 1SO, namely efficiency, effective-
ness, and satisfaction. USE can include three measure-
ments according to 1SO, namely efficiency, effective-
ness, and satisfaction. In this study, researchers added
variables perceived enjoyment, accessibility, and secu-
rity.
2.2. Sample and Population

This research was conducted in Surabaya, East
Java, Indonesia. The respondents of this research were
college students in Surabaya. The number of samples is
100 college students.

2.3. Hypothesis
This study uses a research design, namely causal
design. The aim is to analyze the relationship between the
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existing variables. Causal design is used to empirically

analyze the variables that affect user satisfaction, namely

the variables of usability, ease of use, ease of learning,
perceived enjoyment, accessibility, security.

Ho: There is a significant influence between variables
usefulness, ease of use, and ease of learning, per-
ceived enjoyment, accessibility, and security on the
variable satisfaction.

H1: There is a significant influence between the useful-
ness variables on the satisfaction variable.

H2: There is a significant influence between the ease-of-
use variable on the satisfaction variable.

H3: There is a significant influence between the ease of
learning variable on the satisfaction variable.

H4: There is a significant effect between the perceived
enjoyment variable on the satisfaction variable.

H5: There is a significant influence between the accessi-
bility variable on the satisfaction variable.

H6: There is a significant effect between the security

variable on the satisfaction variable

3. RESULTS AND DISCUSSION

3.1. Respondent Characteristics

In table 1, the gender of the respondents in this study
were male as many as 46 people and female as many as
54 people. The data shows that women prefer to use
Zoom by 37 people and men prefer to use Google Meet
by 15 people. Meanwhile, 9 people used Microsoft
Teams and 4 male.

Table 1. Respondent Characteristics.

Zoom Google | Microsoft Cur_nula-
Meet Teams tive
Male 27 15 4 46
Female 37 8 9 54
Total 64 23 13 100

3.2. Validity and reliability test

The validity of the instrument is measured based
on the validity criteria, if r-count > r-table then the instru-
ment is declared valid, but if r-count <r-table then the in-
strument is declared invalid. It is known that the r-table
uses the significant level o = 0.05 with n = 100, so the r-
table value is 0.196. This means that the data shows the
accuracy between the data that actually occurs on the ob-
ject and the data collected. All criteria are valid (>0.196).
A construct or variable can be said to be reliable if it pro-
vides a cronbach alpha value> 0.60. All criteria are reli-
able because >0.60.

212



ATLANTIS
PRESS

3.3. Normality Test

The normality test is a test of the normality of
the distribution of the data being tested. The normality
test is used to determine whether the data population is
normally distributed or not. This normality test is used to
measure data on an ordinal, interval or ratio scale. If the
analysis uses parametric, then the requirements for nor-
mality must be met, that is, the data comes from a normal
distribution.

Normal P-P Plot of Regression Standardized Residual

Dependent Variable: Satisfaction
10

Expected Cum Prob

1] 02 04 06 08 1.0

Observed Cum Prob

Figure 1. Normal p-plot result.

Based on Figure 1, it can be seen that the plot points
always follow and approach the diagonal line, so that as
a basis or guideline for decision making in the normality
test with the probability plot technique, it can be con-
cluded that the residual value is normally distributed.

3.4. Heteroscedasticity test

It can be seen in Figure 2, the dots spread randomly,
do not form a certain clear pattern, and are spread either
above or below the 0 (zero) number on the Y axis, so
there is no heteroscedasticity.

Regression Studentized Residual

Regression Standardized Predicted Value

Figure 2. Heteroscedasticity test.
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3.5. Multiple Linier Analysis

Based on the results of data processing from the use-
fulness variables, ease of use, ease of learning, perceived
enjoyment, security, the regression equation is obtained
as follows:

Y =10.041 + 0.443 X1 - 0.01 X2 + 0.104 X3 + 0.187
X4 +0.066 X5 +0.105 X6

A constant of 10.041 means that if usefulness, ease of
use, perceived enjoyment, accessibility, security do not
exist or the value is 0, then user satisfaction is worth
10.041.

3.6. Analysis of the coefficient of determination

Based on Table 2, below, the R2 (R Square) number
is 0.499 or (49.5%). This shows that the percentage of the
contribution of the influence of usefulness, ease of use,
ease of learning, perceived enjoyment, accessibility and
security on user satisfaction is 49.9%. In other words, the
user satisfaction variable can be explained or influenced
by the variables usefulness, ease of use, ease of learning,
perceived enjoyment, accessibility and security of
49.9%, while the remaining 50.1% is explained or influ-
enced by other variables not examined

Table 2. A slightly more complex table with a nar-

row caption.
Mode R R Adjusted R | Std. Error
Squa Square of the Esti-
re mate
0.706 | 0.499 0.467 1.896

2Predictors: (Constant), Security, Usefulness, Perceived
Enjoyment, Accessibility, ease of use, Ease of Learning

3.7. F-Test

The results of the f test or simultaneous test be-tween the
independent variables (usefulness variables, ease of use
variables, and ease of learning, perceived enjoyment, ac-
cessibility, security) on the dependent variable (variable
satisfaction) can be seen in table 2.

Based on table. 3, the calculated F-statistics is 15,439
with a Sig value of 0,000. This shows that the calculated
F-statistics is greater than F table 2.2 and the Sig value is
less than 0.05. Thus the hypothesis is ac-cepted. This
means that ease of use, ease of learning, perceived enjoy-
ment, accessibility, and security togeth-er have a signifi-
cant influence on student satisfaction in using the OVC
application.
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Table 3. F-Test Result.
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ANOVA
Model Sum of Squares df Mean Square F Sig.
1 Regression 333.067 6 55.511 15.439 .000
Residual 334.373 93 3.595
Total 667.440 99

a Dependent Variable: Satisfaction

b Predictors: (Constant), Security, Usefulness, Perceived Enjoyment, Accessibility, Ease of Use, Ease of Learning

3.8 T-statistic test

The t test is used to determine whether the inde-
pendent variable partially affects the dependent variable.
The results of the t test between the independent variables
(variable usefulness, variable ease of use, and ease of
learning, perceived enjoyment, accessibility, security) on
the dependent variable (variable satisfaction) can be seen
in Table 3.

Table 3. T-test Result.

Model t Sig.
(Constant) 3.903 .000
Usefulness 6.158 .000
Ease Of Use -0.168 0.867
Ease Of Learning 0.722 0.472
Perceived Enjoyment 1.369 0.174
Accessibility 0.546 0.587
Security 0.912 0.364

Only 1 hypothesis is accepted, Effect of Use-fulness on
user satisfaction of online video conferenc-ing. Based on
table 3, the t-statistics value is 6.158 with a Sig value of
0.000. This shows that the t-value is greater than the table
value of 1.985 and the Sig value is smaller than 0.05.
Thus, HO is rejected and H1 is ac-cepted. This means that
the usefulness variable has a significant effect on student
satisfaction in using online video conferencing.

4. CONCLUSION

The results showed that the F-count value was
15.439 and the F-table value was 2.2, this means that F-
count> F-table. Then based on the significance test ob-
tained a significance value of 0.000. Because F- count>
F-table and also because of the significance of 0.00
<0.05, thus the hypothesis is accepted. This means that
ease of use, ease of learning, perceived enjoyment, ac-
cessibility, and security together have a significant influ-
ence on student satisfaction in using the OVC applica-
tion. Based on the results of this study, further analysis
of the results of hypothesis testing is conducted. Then in

the Modal Summary table, where the table displays the
correlation coefficient price or relationship (R) and ex-
plains the percentage of the influence of the independent
variable on the dependent variable called the coefficient
of determination which is the result of squaring R.From
this output shows that student satisfaction in using the
online video application. Conference determined 49.9%
by the variables usefulness, ease of use, ease of learning,
perceived enjoyment, accessibility and security, the rest
(50.1%) is influenced by other variables not discussed in
this study. The results of this study support the research
conducted by Layla (2020) which states that simultane-
ously the usability variable affects student satisfaction in
using online video conferencing.
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