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Abstract. Folklore as a teaching material is transformed into digital multimedia
to meet the demands of innovative technology. Folklore as a teaching material in
digital multimedia form is relevant for broadening students’ understanding of the
values of life in folklore. The concept of multiliteracy develops students’ abilities
to interpret life values in folklore. Values in folklore can vary depending on
culture, historical context, and the message the author wants to convey in the
story. The research aims to improve the ability to interpretations of life values in
folklore through multiliteracy digital multimedia teaching materials. This
research used a qualitative descriptive research method with a mixed qualitative-
quantitative strategy, subsequential exploratory design with a pre-test - post-test
matching pattern. The software engineering process stage uses Luther’s version
of the Multimedia Development Life Cycle (MDLC) approach with six stages.
The Luther version of the testing stage aims to measure application functionality
using the Blackbox testing approach and to measure application usability using
the System Usability Scale (SUS) approach. Phenomenon instrument testing is
carried out qualitatively and quantitatively according to a subsequential
exploratory design. The ability to interpret folklore values in the form of
interactive multimedia was carried out in the validation test class. The trial result
data was obtained through a t-test of 11.992 with the difference between the pre-
test and post-test scores 16.785 and a significance value of 0.000. It can be
concluded that interactive multimedia teaching materials on folklore are effective
in increasing the ability to interpret folklore values in students.
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1 Introduction

The development of technology has produced a generation that has very high cognitive
abilities and feels more comfortable in getting information and combining virtual ex-
periences with everyday reality. The world must prepare for the new era brought about
by these technological developments. The utilization of educational technology is the
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focus of attention to improve the quality of learning at various levels of education. One
of the aspects that can be improved through educational technology is the ability of
students as Generation Z to interpret life values from folklore. Generation Z grew up in
an era where technology became an important part of their lives, accustomed to the
internet, and social media, and became technology addicts (Medina, 2018). Therefore,
the utilization of multimedia technology in education becomes increasingly relevant to
broaden their understanding of the life values contained in folklore. In the context of
education, dealing with Generation Z requires more than just motivation to realize ed-
ucational progress in Indonesia (Rasheed et al., 2020). Concrete steps and hard efforts
are needed to face the digitalization era that is an inseparable part of education today.
However, in implementing technology and innovation, there will be challenges that
must be faced in every transition (Ruslan & Casim, 2021).

The interpretation of life values from folklore is the process of understanding and
extracting the moral, ethical, and wisdom messages contained in the traditional stories
of a society. Folktales often contain lessons that are relevant to everyday life, as well
as provide insight into values that are considered important in a culture or society
(Ruslan et al., 2022). The interpretation of life values from folktales allows readers or
listeners to gain insight into morality and ethics and can inspire them to act by these
values in their daily lives (Lefevere, 1977; Miftah, 2018).

The concept of multiliteracy specifically emphasizes the use of innovative texts and
interactive multimedia in educational contexts to optimize student’s learning potential
to keep up with technological developments and be active in global communication
(Valdes, 1987). Folklore text is considered one of the important texts to be taught in
secondary schools. However, folklore texts are available in conventional form. This
indicates that the renewal of teaching materials does not fully match the current needs.
Conventional folklore texts are currently less desirable, so teaching materials in the
form of interactive digital multimedia are a solution to meet these needs.

The utilization of multimedia technology in learning becomes a blended learning
phenomenon to improve students’ multiliteracy competence in appreciating folklore
texts (Setiartin, 2017). This research continues from developing a transformation syn-
tax design to transforming folklore text into an interactive digital multimedia form.
Furthermore, the folklore transformed into interactive digital multimedia teaching ma-
terial for blended learning in appreciative reading learning in secondary schools.

Assumptions and problems related to blended learning became the main basis for
the research. Interactive digital multimedia-based folklore teaching materials can im-
prove students’ ability to interpret life values from folklore (Setiartin, 2017). Students
who can interpret life values from folklore can also be said to be able to appreciate
folklore texts. The research was conducted on learning to read and view through digital
multiliteracies for Class VIII junior high school students to obtain an overview of the
effectiveness of teaching materials in improving the ability to interpret life values from
folklore.

This research is a descriptive study of exploratory subsequential analysis. The ex-
ploratory design procedure was conducted through a two-stage approach associated
with a subsequential exploratory design. The ability to interpret life values from folk-
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lore in the form of interactive digital multimedia is the focus of the research. The folk-
lore in the form of digital interactive multimedia then becomes teaching material for
blended learning of Indonesian language learning in secondary schools. As a validity
of control, the teaching materials were tested on secondary school students in Tasikma-
laya City.

2 Method

The main problem in this research is the low interest in reading from traditional me-
dia, which has an impact on the low ability of students to interpret the values of life
from folklore. The problem-solving approach is to develop digital learning media for
folklore based on multimedia technology. The stages, steps, and strategies of this re-
search have qualitative and quantitative levels of analysis. The research procedure has
a combination/mix of qualitative and quantitative procedures (Creswell, 2010) as illus-
trated in Fig. 1. In the initial stage, the researchers collected qualitative data. Qualitative
data was interpreted as descriptively qualitative. In the second stage, researchers col-
lected quantitative data. Quantitative data is analyzed using statistical methods, namely
the t-test. Furthermore, the strength of the relationship between qualitative data and
quantitative data was tested. The strength of the relationship between the two data is
analyzed, interpreted, and described. Fig. 2 shows the research work steps.

Interpretation Based On

QUAL » QUAN » QUAL = QUAN

Result

Fig. 1. Sub-sequential exploratory research design

3 Findings and Discussion

3.1 Interpretation in Literary Interpretation

The concept of literary appreciation contains various forms of interpretation of the text
by the reader. Interpretation is the concretization of reception towards the reader’s crit-
ical attitude towards literary work. Interpretation of values in folklore varies greatly
depending on the culture, historical context, and the message that the story wants to
convey. The reading process combines reception and interpretation. Literary interpre-
tation has significance with traditional hermeneutics, dialectics, and ontology (Setiar-
tin, 2017). The development of contemporary literary theories reinforces the important
role of the reader subject in interpreting the meaning of the text, whose understanding
is based on the philosophical basis of phenomenology. Interpretation explicates the type
of being-in-the-world (Dasein) revealed from within/through the text. The best under-
standing will occur when the interpreter stands on self-understanding. Reading litera-
ture involves the reader in the activity of prefiguration. As a consequence of this activ-
ity, various moral, philosophical and aesthetic questions become questions that must be
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answered. A principle that needs to be considered in the understanding of literary texts
is the idea of the “hermeneutic circle” (Setiartin, 2018).

Learners should have the ability to interpret life values
from folktales

!

Interpretation skills start with interest in reading

{

The current state of learning and the influence of social
media

|

Lack of teacher innovation in developing learning
media

Y

Learning media is not in accordance with the
psychological abilities of z-generation students

Traditional Learning Media

'

Lack of interest in reading traditional media makes students not
maximized in interpreting the values of life from folklore

!

Interactive multimedia technology-based digital learning media
for folklore

!

Blended Learning

Empowering the ability | | Increase reading interest and improve ability | | Learning can be self-
to use Technology to interpret life values from folktales paced and iterative

Fig. 2. Problem-solving flow.

3.2 Aesthetic-Receptive and Critical-Creative in Interpreting Folktales

Methodologically, reception aesthetics views a literary text that is studied to elicit
reader reactions and maps reception aesthetics into three main parts, namely (1) the
general concept of aesthetic reception; (2) the practical application of aesthetic recep-
tion; and (3) the position of the aesthetics of reception in the tradition of literary studies
(Setiartin, 2017). Reception is a viewer’s interpretation of a work. Readers often imag-
ine differently when responding to literary works (Setiartin, 2018). The reader’s psy-
chological condition can affect his critical power. Theoretically, interpretation is a pro-
cess of aesthetic-receptive reading and critical-creative reading. Through this process,
the reader is given the freedom to interpret the content of the reading based on the
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reader’s schemata and can explore the author’s imagination so that the reader can con-
cretize the content of the reading according to the wishes and creativity of the reader
(Setiartin, 2018).

3.3  Transformation of Folklore Text to Digital Form

Literary works can not only be translated but can also be transformed into other types
of art (dance, drama, movies, songs, paintings) and even in the form of digital interac-
tive multimedia. “Transformation of folklore in the form of text over the discourse as
creations of folklore in the form of illustrated stories” (Ruslan et al., 2022; Ratna, 2011).
The framework of multimedia products cannot be separated from its elements, namely
the elements of Text, Image, Audio, Video, Animation, and Interactivity (Hidayat &
Irawan, 2013). The combination of multimedia elements separately can convey infor-
mation maximally. Converting folklore texts into digital formats has a positive impact
on efforts to spread the cultural heritage of ancestors and complement literary collec-
tions. If literary texts communicate through written language, then digital literary texts
communicate through visuals equipped with multimedia elements.

Folklore is often based on historical elements, although the evidence is not always
historical fact. Directly or indirectly, such evidence acts as a collective marker, an iden-
tification of self/group pride in folklore narratives (Ratna, 2011). Facts in folklore are
the result of the imagination of its speakers which can be inserted with creative freedom
and tend to be different from the approach of historical science. The empowerment of
classical manuscripts through the transformation of literary texts into digital form has
been widely practiced (Ratna, 2011). In the presence of Generation Z, which lives in
an age of sophisticated communication technology, it is important to adapt teaching
materials according to the needs of the times. For this reason, the teaching of folklore
texts can be updated (McCloud, 2007).

3.4 Interactive Multimedia and Blended Learning

The process of making multimedia software involves stages that are by software engi-
neering principles. Luther’s Multimedia Development Life Cycle (MDLC) consists of
six stages, namely Concept, Design, Material Collecting, Assembly, Testing, and Dis-
tribution. This method is simple and widely used because it covers the development of
multimedia products on a technical scale. The stages in MDLC can be used in parallel,
the stages can exchange positions but still start from the concept stage and end with the
distribution stage (Hidayat et al., 2019; Ernawati et al., 2017). The results of this mul-
timedia product engineering have been widely applied to Android devices as Virtual
Reality applications (Ramadhan et al., 2019; Nur et al., 2024; Fadillah et al., 2024),
Augmented Reality (Hidayat et al., 2019; Ernawati et al., 2017; Pratama et al., 2021;
Rohman et al., 2018; Ramdani et al., 2019; Putri et al., 2020; Azim et al., 2018; Rahman
et al., 2020; Prasetia et al., 2018; Halim et al., 2019), learning applications (Ernawati et
al., 2017; Septian et al., 2017; Komalasari et al., 2020; Ramdani et al., 2019), and var-
ious vehicle transfers from traditional game concepts to digital forms (Azim et al.,
2018; Hidayat et al, 2019; Julianus et al., 2020).
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The world of education faces the challenge of having to change the perspective and
habits of conventional teaching for Generation Z (Dziuban et al., 2018). Preparing qual-
ity teacher qualifications and competencies is important (Samala et al., 2020). Five as-
pects are required for teacher competencies needed in blended learning, namely 1) in-
ternet-based teacher competencies; 2) teacher competencies to bring learners to have
critical, creative, collaborative, and communicative attitudes; 3) global competencies,
not stuttering against various cultures and excellence in solving problems; 5) compe-
tencies to predict the situation and conditions of learners, so that they can determine
strategies in blended learning. The role of higher education is very important. Blended
learning is learning that can be done without having to be present in the classroom
(Backer et al., 2022). An important element of concern in the implementation of
blended learning is the availability of appropriate digital media and teaching materials.

3.5  Subsequential Exploratory Design

The research design starts with qualitative data to investigate findings/phenomena. This
is followed by a second phase of quantitative data. The researchers used this design to
obtain qualitative results. Instruments are developed and identified. Testing of varia-
bles, from the formulation of the problem, based on the strength of the theoretical basis
and research framework (see Fig. 1).

The design that the researcher used in this study is a subsequential exploratory de-
sign. The exploratory design procedure is carried out through a two-stage subsequential
exploratory design approach. This design begins with tracing phenomena in the form
of qualitative data (non-test) from observations. In the second stage, quantitative data
was compiled. The data was obtained through a competency test of interpreting ability
through test. Furthermore, the results of both qualitative and quantitative research data
are developed qualitatively (descriptive qualitative) (Rasheed et al., 2020; Creswell,
2010).

Pragmatic
Approach

PROCESS Interactive Expl\t[)ar:\:le:n of Competency
Aesthetic Multimedia Interpretation Interpret

Receptive
Critlcal
Creative

Interpreting /
Multiliteracy

Figure 3 Schematic of interpreting values.

Based on the framework design above, in the initial stage, qualitative data were col-
lected. Qualitative data was interpreted descriptively and qualitatively. The second
stage collected quantitative data. Quantitative data was obtained through outcome tests,
process tests, and product tests. This data was analyzed with statistical tests. Further-
more, the strength of the relationship between qualitative data and quantitative data was
tested. The strength of the relationship between the two data was analyzed, interpreted,
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and described. The work process of interpreting the values of life through digital mul-
tiliteracy is implemented in the stages of aesthetic-receptive and critical-creative pro-
cesses as depicted in Fig. 3.

3.6  Application Usability Test

The application usability test was conducted using the SUS (System Usability Scale)
approach. The SUS questionnaire consists of 10 statements with a combination of pos-
itive and negative statements. The SUS questionnaire asks respondents to rate each
statement using a Likert scale based on 5 (five) options, namely Strongly Disagree
(STS), Disagree (TS), Neutral (N), Agree (S), and Strongly Agree (SS). This scale pro-
vides a strong framework for measuring user perceptions of the usability of applications
with a fairly high level of clarity. The Usability Test stages are described in the Equa-
tion (1) - (4):

x=P—1 s 1)
Y=5-=DP )
Z=(Zx+zy)*2'5 .......................... 3)

z
Score SUS = ZT

The usability test stages are carried out as follows:

1. For odd numbered statements, namely 1, 3, 5, 7, and 9, the Likert results given by
respondents will be reduced by 1.

2. For even numbered statements, namely 2, 4, 6, 8, and 10, the Likert results given
by the respondent will be a subtraction number from the value of 5.

3. Each result of the odd and even statements will be summed up and multiplied by
2.5 so that the interval value is obtained

4. After the score of each respondent is obtained, all respondent scores will be
summed up and divided by the number of respondents to get the average SUS
score.

5. The value obtained is then interpreted with the percentile range value with guide-
lines as in Fig. 4.

Figure 4 explains the results of the SUS Score interpretation into 3 aspects, namely
Quartile Ranges, Acceptability Ranges, and Adjective Ranges. The application is said
to be accepted if the SUS Score is at the Marginal High Level in the Acceptability
Ranges aspect. Based on the assessment results of the application made, the usability
test results are obtained with a value of 84.00 for the Adjective Range value, it is con-
cluded that the Acceptability Ranges are at an Acceptable value with the Quartile Range
being at Grade 6.
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Fig. 4. Interpretation of SUS scores.

4 Conclusion

Learning Outcomes in reading and viewing elements, Phase D of class VIII students.
Folklore texts transformed into interactive multimedia digital forms are innovative and
adaptive teaching materials in this age of mass communication technology. The learn-
ing process and results prove that this digital multimedia teaching material can improve
the ability to interpret life values from folklore. Through digitized multiliteracy activi-
ties of folktales “Ambu Hawuk™ and “Situ Bagendit” students can interpret life values
from folktales. Interpreting values through a process with stages (1) perception, (2)
recognition, (3) comprehension, (4) interpretation, (5) evaluation, and (6) creation or
utilization.

The picture of this research shows a significant level of success. From the value
score, it can be concluded that the application in usability or usability is acceptable, so
the V-2 application functions as an interactive multimedia-based folklore teaching ma-
terial. Specifically, it can be used as teaching material for digital folklore for Indonesian
language subjects in Reading Element - Viewing Phase D Class VII Junior High
School. Analysis of pre-test - post-test matching pattern. The software engineering pro-
cess stage uses the Luther version of the Multimedia Development Life Cycle (MDLC)
approach with six stages. The Luther version of the testing stage aims to measure the
functionality of the application with a Blackbox testing approach and the usability of
the application using the System Usability Scale (SUS) approach. The results of func-
tional testing obtained from the application can be used according to its function. The
SUS score results obtained an Adjective Range value of 84.00 with Acceptability
Ranges at Acceptable value with a Quartile Range at Grade 6. Testing of the phenom-
enon instrument was carried out qualitatively and quantitatively according to the ex-
ploratory subsequential design. The ability to interpret folklore values in the form of
interactive multimedia was carried out in the validation test class; the data from the trial
results were obtained through a t-test of 11.992 with the magnitude of the difference
between the pre-test value and the value of the post-test of 16.785 and a significance
value of 0.000. It can be concluded that interactive multimedia teaching materials for
folklore effectively improve students’ ability to interpret folklore values.



Increasing Students’ Ability to Interpret the Life Values of ... 283
References

Azim, M. F., Hidayat, E. W., & Rachman, A. N. (2018). Android battle game based on
augmented reality with 2d object marker. Jurnal Online Informatika, 3(2), 116-
112.

Backer, L. D., Keer, H. V., & Valcke, M. (2022). The functions of shared metacognitive
regulation and their differential relation with collaborative learners’ understanding
of the learning content. Learning and Instruction, 77, 1-11

Creswell, J. W. (2010). Research design: Pendekatan kualitatif, kuantitatif, dan mixed
[Research design: Qualitative, quantitative, and mixed approaches]. Pustaka Pela-

jar.

Dziuban, C., Graham, C. R., & Moskal, P. D. (2018). Blended learning: The new nor-
mal end emerging technologies. International Journal of Educational Technology
in Higher Education, 15(3), 1-16.

Ernawati, R. S., Hidayat, E. W., & Rahmatulloh, A. (2017). Implementasi teknologi
augmented reality sebagai media pengenalan aksara sunda berbasis android [Im-
plementation of Augmented Reality Technology as a Media for Introducing Sun-

danese Script Based on Android]. Jurnal Teknik Informatika dan Sistem Informasi,
3(3), 512-523,

Fadillah, M. A. T., Aldya, P. A., & Hidayat, E. W. (2024). Aplikasi virtual reality untuk
media terapi phobia ketinggian [Virtual reality application for height phobia ther-
apy media). Jurnal Teknologi Informasi dan Multimedia, 5(4), 302-311.

Halim, M. R. A., Hidayat, E. W., & Rianto. (2019). Augmented reality fitnes dengan
speech recognition berbasis markerles [Markerless-based augmented reality fit-
ness with speech recognition]. Scientific Articles of Informatics Students, In-
formatika Universitas Siliwangi, 2(2), 85-95.

Hidayat, E. W., & Irawan, E. P. (2013). Prototype informasi digital jurusan teknik in-
formatika UNSIL berbasis multimedia [Prototype of digital information for the
computer science department of UNSIL based on multimedia]. STMIK Bumigora
Mataram.

Hidayat, E. W., Aldya, A. P., & Miranti, P. T. A. (2019). Game adu muncang berbasis
android [Android-based "Adu Muncang" game]. Jurnal Innovation in Research of
Informatic, 1, 13-20.

Hidayat, E. W., Rachman, A. N., & Azim, M. F. (2019). Penerapan finite state machine
pada game battle berbasis augmented reality [Application of finite state machine
in an augmented reality-based battle game]. Jurnal Edukasi dan Penelitian In-
formatika, 5, 54-61.

Julianus, E., Hidayat, E. W., & Sulastri, H. (2020). Android-based traditional games.
Jurnal Informatika dan Sains, vol. 3, 21-26.



284 T. S. Ruslan et al.

Komalasari, N., Hidayat, E. W., & Aldya, A. P. (2020). Aplikasi pengenalan bahasa
Sunda berbasis multimedia dengan konsep VISUALS [Multimedia-based Sun-
danese language recognition application with the VISUALS concept]. Jurnal Na-
sional Pendidikan Teknik Informatika, 9(2), 21-31.

Lefevere. (1977). Literary knowledge: A polemical and programmatic essay on its na-
ture, growth, relevance, and transmission. Van Gorcum, Assen.

McCloud, S. (2007). Membuat komik, rahasia bercerita dalam komik, manga, dan
novel grafis [Creating comics: The secret of storytelling in comics, manga, and
graphic novels]. Gramedia.

Medina, L. C. (2018). Blended learning: Deficits and prospects in higher education.
The Australian Journal of Educational Technology, 3(1), 42-56.

Miftah, M. (2018). Pengembangan dan pemanfaatan multimedia dalam pembelajaran
interaktif [Development and utilization of multimedia in interactive learning].
Jurnal Litbang XIV, (2), 147-156.

Nur, B. M., Hidayat, E. W., & Sulastri, H. (2024). Virtual tour 360 objek wisata curug
Cimanintin Salopa kabupaten Tasikmalaya [360 virtual tour of Curug Cimanintin
tourist attraction in Salopa, Tasikmalaya regency]. Generation Journal, 8(1), I-
12.

Prasetia, R., Hidayat, E. W., & Shofa, R. N. (2018). Pengembangan aplikasi panduan
pengenalan kampus universitas siliwangi berbasis augmented reality pada
perangkat android [Development of an augmented reality-based campus introduc-
tion guide application for Siliwangi University on android devices]. Universitas
Kristen Maranatha Bandung.

Pratama R., Hidayat, E. W., & Aldya, A. P. (2021). Penerapan multimarker pada ap-
likasi pengenalan aksara Sunda ke dalam huruf latin dengan augmented reality
[Application of multimarker in an augmented reality-based Sundanese script
recognition application to latin letters]. Scientific Articles of Informatics Students,
4(1), 1-7.

Putri, W. P. A., Hidayat, E. W., & Aldya, A. P. (2020). Rancang bangun aplikasi aug-
mented reality sebagai alat bantu pengenalan organ tubuh berbasis 3d marker [De-
sign and development of an augmented reality application as a 3d marker-based

tool for introducing human body organs]. Scientific Articles of Informatics Stu-
dents, 3(1), 1-9.

Rahman, Y., Hidayat, E. W., & Shofa, R. N. (2020). Aplikasi augmented reality mobile
game Ucing Sumput berbasis GPS based tracking [GPS-based tracking augmented
reality mobile game application "Ucing Sumput"]. SIMETRIS Jurnal Teknik,
11(1), 263-270.

Ramadhan, R. R., Hidayat, E. W., & Rachman, A. N. (2019). Virtual tour video 360
sebagai media promosi objek wisata kabupaten Pangandaran [360 video virtual



Increasing Students’ Ability to Interpret the Life Values of ... 285

tour as a promotional media for tourist attractions in Pangandaran regency]. Sci-
entific Articles of Informatics Students, Informatika, 2(2), 76-84.

Ramdani, P., Hidayat, E. W., & Shofa, R. N. (2019). Pengenalan anatomi tubuh manu-
sia berbasis augmented reality untuk laboratorium biologi [Introduction to human
body anatomy using augmented reality for biology laboratories]. Jurnal Siliwangi
Seri Sains dan Teknologi, 5(2), 72-77.

Rasheed, R. A., Kamsin, A., & Abdullah, N. A. (2020). Challenges in the online com-
ponent of blended learning: A systematic review. Computers & education, 144, 1-
17.

Ratna, N. K. (2011). Antropologi sastra peranan unsur-unsur kebudayaan [Literary
anthropology: The role of cultural elements]. Pustaka Pelajar.

Rohman, A., Hidayat, E. W., & Aldya, A. P. (2018). Media pembelajaran rambu lalu-
lintas berbasis mobile augmented reality [Mobile augmented reality-based learn-
ing media for traffic signs]. SALS, Scientific Articles of Informatics Students, 1(1),
15-22.

Ruslan, T. S., & Casim. (2021). Revitalization of oral traditions in Tasikmalaya district
as a learning media to plant character education values and multicultural insights
of students. Journal of Language and Linguistic Studies, 17(3), 1379-1391.

Ruslan, T. S., Hidayat, E. W., Muzdalipah, 1., & Ginanjar, A. A. (2022). Transformation
of folklore text into interactive multimedia digital forms as blended learning teach-
ing material. /CCOLITE 2022, 575-580.

Samala, A. D., Fajri, B. R. Ranuharja, F., & Darmi, R. (2020). Pembelajaran blended
learning bagi generasi z di era 4.0 [Blended learning for generation z in the 4.0
era). Jurnal Teknologi dan Informasi Pendidikan, 13(1), 45-53.

Septian, H., Hidayat, E. W., & Rahmatulloh, A. (2017). Aplikasi pengenalan bahasa
Arab dan Inggris untuk anak-anak berbasis android [Android-based Arabic and
English language recognition application for children]. Jurnal Online Informatika,
vol. 2(2). 71-78.

Setiartin, T. (2017). Aesthetic-receptive and critical-creative in appreciative read-
ing. Journal of Education, Teaching and Learning, 2(2), 117-120.

Setiartin, T. (2018). Intertextual folklore in animated comics as a learning model of
appreciative reading. KnE Social Sciences, 619-631.

Valdes, M. J. (1987). Phenomenological hermeneutical hermeneutics and the study of
literature. University of Toronto Press.



286 T. S. Ruslan et al.

Open Access This chapter is licensed under the terms of the Creative Commons Attribution-
NonCommercial 4.0 International License (http://creativecommons.org/licenses/by-nc/4.0/),
which permits any noncommercial use, sharing, adaptation, distribution and reproduction in any
medium or format, as long as you give appropriate credit to the original author(s) and the
source, provide a link to the Creative Commons license and indicate if changes were made.

The images or other third party material in this chapter are included in the chapter's
Creative Commons license, unless indicated otherwise in a credit line to the material. If material
is not included in the chapter's Creative Commons license and your intended use is not
permitted by statutory regulation or exceeds the permitted use, you will need to obtain
permission directly from the copyright holder.


http://creativecommons.org/licenses/by-nc/4.0/

	Increasing Students’ Ability to Interpret the Life Values of Folklore Through the Use of Multimedia Technology as Teaching Materials



