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ABSTRACT

Through interviews with several academic activities and campus
management at the University of Bengkulu, we have managed to obtain
several data which are also backed up by secondary data from the
publications we reviewed to answer the study themes which aim to
respond to digital-based learning trends in efforts to improve millennial
student learning outcomes. The author understands that the trend of
ARTICLE INFO using digital in learning is familiar. However, to gain new knowledge,

Article history: we try to get direct data through conversations with staff and decision-
Received making at the University of Bengkulu. We can analyze the results of both
December 10,2022 the interview data and the review of various sources under a
Revised phenomenological approach, in which, among other things, we coded
March 03,2023 qa¢5 and revised the data to interpret the data. The latest data contains
Mi;cggi t;gza elements of validity and reliability that can be relied upon. Based on the

| study's results and available data, the University of Bengkulu believes
that digital-based learning is a practical, transformative, and productive
solution to improving the learning outcomes of Indonesian students who
are said to be millennials. These findings will provide new insights into
future discussions of similar studies.
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INTRODUCTION

Adopting a computerized classroom learning method at Bengkulu University,
Rejang Lebong is none other than an effort to hold millennial student colleges in
Indonesia (Arkorful & Abaidoo, 2015; Putra et al., 2020). These efforts are part of the
aim of improving learning outcomes. Learning such involving technology is a way
designed to make everyday lectures easier. For example, mobile phones make it easier
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for academics to communicate with one another (Arrieta, 2020; Putra, Mizani, et al.,
2020). Laptops make it easier for students to do thousands of words per day of college
work, and the internet allows them to connect to networks for daily data routines and
find it less challenging to get data. Technology has had a significant impact on modern-
day life and studies for both students and universities. To accelerate learning outcomes
at Bengkulu University in Rejang Rebong Regency in an era of all technology for the
millennial generation's teaching and learning process, we will discuss the role of
technology that adorns academic activities, mainly digital trends-based learning.
Currently, the word millennial age is no stranger to our ears. People born between 1980
and 2000 are considered millennial members (Weber & Urick, 2017; Nugraha et al.,
2021; Suroso et al., 2021).

The generation currently studying at Bengkulu University is the millennial or
digital generation. Millennials are the first to install computers in almost every home
(Burstein, 2013). Members of the millennial generation are a generation that cannot live
without computers, gadgets, and the internet every day (Wahyuningtyas, R.,
Rochanah, R., & Izatovna, T. S. (2022). Their need for internet access exceeds their need
for food, sleep or play. The millennial generation can be distinguished from previous
generations in the following ways: A generation that is open to change, accesses
information more through digital media than print, pays more attention to images,
graphics, colors, and music than text, and is content to do multiple tasks
simultaneously (multiple tasks) the explanation, the millennial generation is a
generation in which the internet and computers have a significant influence on every
aspect of their lives (Fromm & Read, 2018; Nugraha et al.,, 2021). Then, what is
computer and int internet function?. Technology in the education of the current
generation?. For this reason, we are interested in examining what and how Bengkulu
university academics serve the millennial generation in their daily activities in lectures
with technological devices, often called computerized lecture classes.

Technology is a means of obtaining course subjects at universities today, where
almost all required course information can be found on the internet (Sudarmo et al,,
2021; Putra & Aslan, 2020). Students only need to enter the keywords they want to
know into the search engine, and a few seconds later, we can find various websites,
blogs, and alternative blogs that provide this information. This also applies to
education. We can find much information about the subjects taught in elementary
school to college by browsing. Because of this, students can learn more about the
material they are studying before their teacher explains it in class. The existence of
superior technology is greeted with a positive view as something new (Osiurak &
Reynaud, 2020). Technology as a medium for extracting knowledge to accommodate
the characteristics of the millennial generation, many universities are implementing
new teaching and learning patterns nowadays. Understanding the topic from A-Z and
students only listening and taking notes has become a two-way learning framework. In
this case, the teacher functions not only as an employer but also as a facilitator to meet
students' expectations and learn more about the subject matter studied (Chopra &
Bhilare, 2020).

Technology in the classroom, which brings together tools to promote learning
development, use of various applications, and information processing, has the primary
goal of simplifying tasks and solving many problems of millennial children so that
their learning outcomes increase (Allah, 2013). Because millennials have shorter
attention spans, micro and nugget learning is integral to the millennial child's learning
style. They prefer authentic learning with small content rather than going through
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complicated lessons. Technology in college has enabled millennials to stay engaged
and connected (Miller & Mills, 2019). This kind of learning process can be arranged by
lecturers where millennial students are first asked to find material or subjects to be
taught, understand it at home, and then participate in short class discussions (Driscoll
dkk., 2012). Through this method, students can gain a deeper understanding of time;
students cannot only rely on face-to-face conditions to exchange information; on the
other hand, millennial students must meet in person before communicating. The
academic community can communicate via email, SMS, instant messengers, and even
social media such as Facebook, Twitter, Instagram, and Path to exchange information.
The millennial generation favors this. Educating in this way in higher education can
use this to distribute teaching materials or assignments that must be completed by
students innovatively so that it is believed to improve lecture results (K. Seery, 2015).

The use of multiple multimedia in teaching allows students to access helpful
content, communicate, and discover opportunities, all within their classroom (Attard &
Holmes, 2022). Over time (Noor-Ul-Amin, 2013), various forms of multimedia in the
classroom, such as laptops, videos, and online research, have been incorporated into
standard educational technology. Study after study has reported that students who
spend more time on social media sites tend to perform worse academically. This is
because they spend time chatting online and making friends on social media sites
rather than doing coursework (Dunne et al., 2010). Digital media is currently used in
all academic and non-academic learning activities at Bengkulu Rejang Lebong
University. Not only is the Covid-19 pandemic still ongoing, but the effectiveness of
digital use is excellent. Whether it is the young millennial generation or not, all
lecturers and educators must be able to use digital media to educate students so that
learning continues smoothly. Teachers and educators utilize various digital learning
media, such as Kahoot, Google Classroom, Microsoft Teams, LMS Canvas, Quora,
Open Study, Lectora, Google Forms, Google Sheets, Zoom Meets, WhatsApp, and
other similar applications (Aslan et al., 2020).

In contrast to the enthusiasm for using digital media in the first semester, student
activity in the second semester has started showing a decreasing motivation to learn.
Media saturation or boredom could be the cause. After careful examination, it turned
out that students began to be negligent in completing assignments (Pawlak et al., 2022).

The use of technology in education has been beneficial for teachers to facilitate
student learning. According to (Alghadir et al., 2021), in the 21st century, as people
spend more time watching television and using computers, our culture is becoming
more technological. In this regard, (Schleicher, 2012) emphasizes that one of the
leading roles of today's 21st-century teachers should try to teach their students how to
find and work with information. Here, when a teacher uses the media primarily for
teaching purposes, he also indirectly teaches the media literacy demanded by the 21st-
century era. Teachers train students to become successful information seekers who can
adequately interpret the media content offered and know how to process information
for their benefit. (Schleicher, 2012) underlined that the success of the teaching process
lies in the understanding of changes in student learning styles and the readiness of
teachers to adapt their teaching techniques. 21st-century students born in the digital
era have their lifestyle, which has changed quite a lot from the previous generation.
Groff, (2018) refers to these students as 'the NetGen' who are "usually visually literate,
possess the unique ability to blend images, text, and sound in natural ways, and
assimilate disparate information from multiple sources."
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We can underline here that the internet determines the current generation's life
as a means of learning. And the primary source of information. Most teachers cannot
remain the same when facing students who have changed significantly in recent years.
Ideally, teachers adapt their teaching techniques to the needs of students and the
society in which they live (Brown, 2018).In this case, millennial teachers are
theoretically considered capable of creating digital-based teaching media because they
have high technological sensitivity, allowing them to capture technological updates
and use them for any purpose.

On the other hand, using digital learning media helps teachers in all stages of
learning. The recommendations are warm-up, presentation, practice, production, and
conclusion. In addition, the learning process will be more interesting because educators
will easily find information on the internet. Students can also study independently.
Finally, digital teaching media can facilitate different levels of student competence
(Stellefson et al., 2011).

Learning activities at Bengkulu University, Rejang Lebong, are currently using
digital media in all academic activities and non-academic services; not only is the
reason for the Covid-19 pandemic not over yet, but the effectiveness of this digital use
is beneficial (Herawaty et al., 2018). Like it or not, like it or not, all lecturers/educators,
both young millennials, must be able to use digital media as a means of education for
students/students so that learning continues to run well. Various types of digital
media for learning are used by teachers/educators, such as Kahoot, Google Classroom,
Microsoft Teams, LMS Canvas, Quora, Open Study, Lectora, Google Forms, Google
Sheets, Zoom Meets, WhatsApp, etc. Seeing students' activeness in the second semester
has started to show a decreasing motivation to study, unlike in the first semester, the
enthusiasm for using digital media. It could be due to saturation / bored using the
media (Zheng et al., 2016).

After taking a good look, it turned out that the students/students were starting
to be lazy doing assignments, namely LKS/LKPD, for teachers/educators when
explaining and discussing with students/students using Google Slides or virtual via
zoom. That is very interesting, but on the other hand, after finishing the discussion,
some assignments must be done in the form of PG/Esai questions; here, you should be
able to apply the form of questions using digital media that attract the attention of
students/students, namely live worksheets, different from other digital media, such as
Kahoot, google form seems stiff on a formal basis only in writing. It is challenging to
make AKM questions, but in live worksheets, various AKM questions, namely
numeracy literacy, science literacy, multiple choice, difficult multiple choice, drag &
drop, and join/match, can be made. Enjoyable accompanied by pictures, sound, video,
etc., so that student learning motivation increases because of the use of this media.
Nowadays, both students/students and teachers/educators use cell phones to
anticipate the habits of students/students in wusing gameplay applications.
Teachers/educators also include learning applications to build a balance between
playing games and learning daily activities day (Haryudin & Imanullah, 2021).

METHODS

This study aimed to understand how academics at Bengkulu University respond
to the trend of using digital-based learning methods, whose reasons are to improve
millennial student learning (Mikalef et al., 2018). Based on the belief in the effectiveness
and innovativeness of digital application methods, the university is willing to provide
information related to the views and responses of university management, especially
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teachers, regarding their reasons and effectiveness for choosing to implement digital
applications as one of the learning methods, they are often convinced of high learning
productivity. The students are millennials who love technology-based learning (Bubou
& Job, 2020). For this purpose, a series of data searches were carried out through
interviews with several lecturers and also the management of the Bengkulu University
so that we could hear their views and opinions as well as their reasons for choosing
digital applications as a learning method that they were very proud of (Bubou & Job,
2020).

In the process of carrying out the first data collection, we compiled several
questions related to the university's response to the use of digital technology to achieve
learning outcomes. Furthermore, we tried to understand the purpose of this study and
set what targets we would achieve when we finished implementing it. Then we try to
develop ways to get respondents, and then we design our steps for interviewing. It is
time for us to ask for a review of several academics who gave their voices related to
understanding and motivation and the primary purpose of using digital applications
in the universities they foster (Islami et al., 2018). After collecting data, we started
interviewing, then we developed a report, which we analyzed under a
phenomenological approach, including coding data, evaluating, analyzing, and
interpreting data to make it easier for us to retrieve the company, which we believe is a
valid finding because we believe we have answered the main problem of the study this
(Waller & Fawcett, 2013).

We did two data searches, the first was interviews, and the second was visiting
several data sources or literature related to learning issues using digital applications
and millennial learning approaches (Creswell & Poth, 2016). In the final section, we
design this study report which will choose a descriptive qualitative design that we
believe is part of a literature review because we relied on several data from
publications between 2010 to 2012 and added to it interview report data with several
teaching staff and also Bengkulu university management.

RESULT AND DISCUSSION

In the results section of this study, a data report was presented from interviewing
several academics at the University of Bengkulu, Rejang Lebong. Why is this report
about how the response of academic activities, especially lecturers, to digital
application-based classroom learning, which continues to be a trend, especially in
millennial learning classes, is their effort to improve learning outcomes? The study will
also discuss it in this section, reinforced by scientific evidence published on digital-
based teaching applications in other academic contacts. All of our reports are designed
in descriptive qualitative according to the results of interviews with teachers and
students who are respondents to this study.

Multimedia in classroom
Starting our conversation with Bengkulu University teachers, we asked, can
you explain what multimedia-based classroom learning or digital applications means
for learning today?
What we understand is the use of technology in learning at the university that
we foster is when student classrooms have been facilitated with computer-
based learning facilities using other devices such as tablets, smartphones,
laptops, and the like, all of which are connected to the internet and in which we
install several programs or software whose purpose is education to enable our
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students to learn more effectively, quickly and transformatively. Because such
learning has become a demand at this time because the majority of our students
are younger students who are categorized as the millennial generation who
want to learn more independently and have more opportunities for them to
collaborate, and even understand that learning in this era requires research-
based learning so by the infrastructure that we provide is all kinds of computers
and electronic devices connected to the internet which are to improve the
quality of learning for students who are now young millennials, so that is what
we feel is very important for us to present (P.01).

Based on the lecturers' answers regarding the question of understanding digital-
based learning applications for students, they provided several arguments which the
reasons included the use of technology in the form of digital applications for learning
at Bengkulu university, including the ease and effectiveness of using applications are
vital for learning, where the majority of students are ethnic groups. Millennial youth
prefer to study and be independent when these learning opportunities are provided
with various technological applications. Digital, which is now a trend in all tertiary
education, especially in developed and developing countries, is slowly becoming a
technology capable of innovating education and accelerating results. Similar results
were also reported by Andi Hamzah Fansury, (2020), who said that digital applications
are learning content for millennial generations in education and teaching English as a
foreign language when the pandemic disrupted education. Likewise, (Astuti dkk.,
2019), in their study "Digital Literature-Based Learning as an Optimization Effort to
Increase Educational Values of Millennial Children."

Digital classroom benefits

Next, we asked what reasons and benefits the digital classroom at the University
of Bengkulu provided.

Regarding the advantages provided by digital-based learning technology, this
is nothing new. However, as a millennial class, they are, on average, very
creative, so we cannot fulfill the interests and creativity of these millennial
students with technology; they may be more aggressive in learning. Another
advantage of technology is that it increases knowledge. Millennials can quickly
get information so that universities have no doubts about how to prepare
students to become future workers, namely with the provision of creative
learning and future opportunities based on education that will be real as well as
technology will know how this university can be right -helping students
improve learning outcomes according to the demands of today's era.. so we
conclude that the benefits obtained from digital-based classrooms are creativity,
access to creative preparation and learning with enormous opportunities. Also,
this is the most strategic investment for the millennial generation (P.02).

When we asked about the benefits of the digital classroom, the lecturers
answered convincingly that the reason for using the digital classroom is the principle
of high creativity, being able to increase knowledge, and also access to information and
communication so that the university can prepare future students with very innovative
learning opportunities and this is a very effective future investment. Speaking benefits,
in reporting this study, several studies have been reported, among others, by Andi
Hamzah Fansury, (2020), in their study, namely a mobile-based learning model that is
prepared for smart informants or with a holistic approach. Another study was also
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reported in 2019 where according to technology education, namely facilitation for the
millennial class, this is a demand for future-oriented education (Astuti et al., 2019).

Adopting digital learning

Talking about digital class-based learning in the millennial class is a
conversation that cannot be separated from the goals and principles of digital
application in learning. So for that, what is the real purpose of this Bengkulu university
using or adopting digital learning in academic activities?

As we all understand that the world has now progressed, the impact has
skyrocketed after the presence of technology. Practically, digital teaching helps
students develop new skills that did not exist before. However, along with
advances in technology, the skills they get while interacting with this digital
application give These students the skills and prowess needed today. The
purpose of implementing the application in learning at the university that we are
fostering is so that students become a generation that is responsive to technology,
especially in today's government conditions. Their efforts to deepen their
knowledge by seeking new skills and collaborating using technology
applications in their teaching classes are essential (participant. 03).

Observing the answers given by lecturers at the University of Bengkulu
regarding the purpose of implementing digital applications in lecture classes, we can
understand that this application is because class students are millennials who are more
enthusiastic and motivated when learning is supported by technology. Another goal is
to familiarize students with working and studying with a variety of applications that
exist today; it is believed that later they will be accustomed to using a series of digital
applications which are not only helpful when they are still studying but will be helpful
when they enter the world of work. In terms of the use of digital applications in this
class has also been discussed by (Hashim, 2018) and supported by Widjaja & Aslan,
(2022) whom both said that digital-based learning is a characteristic of learning that is
driven and encouraged considering that the generation of understanding is millennials
who are not far from technological activities.

Based on learning system flexibility

Digital-based learning is understood as flexible learning and able to develop
more optimal learning outcomes compared to traditional learning. Our next question
asks how far the based learning system provides flexibility.

Learning that is in store by digital technology, we observe that this method is

proven to be able to provide a better learning framework, especially for

millennial students, where this method allows flexibility in many ways,
including learning that will differ according to the needs of millennial students,

whose typical learning does not expect the old ways (P.04).

It turns out that what was conveyed by several teachers at the University of
Bengkulu, the flexibility provided by the digital sharing learning method in class has
helped millennials to learn more practically and flexibly because they can study freely
anytime, anywhere, in other words, the learning frame is more personal, live, meaning
not bound by the old way of learning only when there is a teacher. Even that happens
with minimal time, which is why this digital application is very relevant and highly
encouraged in universities worldwide. Similar results were also reported by the
findings of (Mursidi et al., 2021), who said that the online boarding higher education
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system is an idea that is equivalent to the Islamic teaching service system for young
millennials. Likewise, the findings of (Tampubolon et al., 2021). They say there are
several reasons teachers believe in digital technology being used in the classroom to
increase lecture outcomes.

Digital learning for the future

In the earlier part, you mentioned that digital learning is a millennial choice for
entering the future. What does digital mean for the future of the lecture department
you are fostering?

We aim for the future of digital learning, also known as e-learning, which is very

flexible, where students can study according to their choice and time. With this

future learning method, it will help students organize their learning according to
what they need, have a more personal life, and be more independent because it is
very flexible; people also call it online learning, which is the choice of future

students because the system is very innovative, and persona (P.05).

What was stated above is that digital-based learning at the University of
Bengkulu intends for the future; namely, they intend future-oriented learning where
students with this technology can set up and manage their learning more personally
live so that they can achieve the desired learning in the future. With the flexibility
provided by learning, the university believes that this digital learning application is
innovative and transformative. Students are given a personal live system that does not
force them to study as the university wants. Related to digital learning, pictures have
also been proven (Katz et al., 2022). Similar results are also evidenced by future
millennial learning systems with application applications (Crossley, 2017). The two
authors agree that future learning is when students can make choices according to their
wishes and aspirations for the future; what they learn today will be helpful (Hopkins et
al., 2018). With learning innovations, teaching and learning activities can run
smoothly, conductively, and creatively to foster students' enthusiasm for learning.
Moreover, the achievement of learning objectives, in the end, can improve student
learning achievement. Digital learning media or E-Learning allows educational
institutions to reduce costs for teaching staff, classroom equipment, online training site
rentals, and book printing. Educational institutions can present additional teaching
staff for each class, print hundreds of books, and renovate classrooms. Digital media
has made it possible for people to connect from all over the world. We can now
communicate instantly, making it easier for us to build relationships and interact with
people we would never have met before. There are many learning media that teachers
can choose and apply in class, including interactive multimedia, digital video and
animation, podcasts, Augmented Reality, Virtual Reality, and Game-based learning
(Nurjanah, S., Dea, L. F., & Anwar, M. S. 2022). All these methods are now excellent for
younger generation students who are increasingly millennials.

A series of discussions on the findings of studies responding to learning trends in
digital technology-based classes is to improve learning outcomes for Indonesian
millennials, especially Bengkulu University, Rejang Lebong District. So we can
improve that a series of actions and studies that can be carried out that are relevant to
broaden the above studies, namely by adopting a timeline of digital-based educational
technology trends that can be carried out in the future, both for the short term in the
future, medium term and even long term so that this learning trend can continue to be
disseminated through various forms of study and discussion. Below, the trend of
technology-based learning can be divided into three short-term, medium-term, and
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long-term stages. Among other things that have been carried out, namely learning
using applications and mobile on a base supported by the use of tablet computers, then
it can also, for the medium term in the future you can, use game-based learning
following the learning desires and choices of each individual. Proposes augmented
reality learning and can be done in a natural user interface. All the excellent
technologies in digital-based education that we have suggested strengthen the stability
of trendy-based learning, which is very popular with the younger generation who are
more millennial in learning and work activities.

Figure 1
Adoption Timline for Major Digital Education Technology Trends

o Mobile devices and apps e Game-based learning

e Augmented reality

= Augmented reality combines what
is seen in the real world with related

= Smartphones have grown s Educational games are typically

increasingly more capable with
updates to hardware and operating
systems

= Apps are simple, low-cost software

extensions that have become a
hotbed of development as smart-
phones become more prevalent

o Tablet computers

« Tablets blend the features of

laptops (larger screens and high
resolutions) and smartphones
(portability and gesture-based
interfaces)

s Tablets can run apps already

displayed on smaller-sized
smartphones

goal oriented, have strong social
components, and simulate a real
world experience

Forms include alternate reality,
massively multiplayer online, and
global social awareness games

Personal learning
environments (PLES)

PLEs support self-directed and
group-based learning, designed
around each user’s goals, with
great capacity for flexibility and
customization

PLEs are not simply a technology

but an approach that is individual-
ized by design, and thus different

information, data, media, and even
live action to enhance the informa-
tion perceived by the senses

Examples include Google Glass
(via GPS and image recognition)
and entertainment applications
(virtual gaming)

e Natural user interfaces

Matural user interfaces allow users
to engage in virtual activities with
movements similar to what they
would use in the real world,
manipulating content intuitively
Systems understand gestures, facial
expressions, and voice recognition;
allows users to interact naturally

from person to person with devices

Source: NMC Horizon Report 2012 K-12; A.T. Kearney analysis

We admit that this kingdom is not free from limitations, including the method
used for the number of samples. Also, the data we present is only in a qualitative
format, which should have data that describes it qualitatively. The number of sources
only represented some universities, but we could only get around ten sources, most of
whom were teachers and campus management at Bengkulu University. This is king.
This requires exposure to quantitative data that illustrates how the laws of students
and the strategies used by campuses to improve the quality of learning for Bengkulu
campus students.

CONCLUSION

We conclude the results of this study with the aim of the study to examine the
response of Bengkulu University managers and teachers, especially the adoption of
technology as a teaching method to improve student learning outcomes in the
millennial era. Through interviews with Bengkulu university teachers and managers,
we have obtained several essential inputs regarding the reasons for and rationalization
of using digital applications as a teaching method when higher education is being
carried out in an era that is now all technological. We also obtained several pieces of
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scientific evidence to support the results of this study. So this study produces a
convincing level of validity and reliability. The results include that we can summarize
that managers such as lecturers recognize the adoption of technology in the form of
digital applications as learning media at the universities they manage is a
consideration that this digital application is very relevant to be applied in classes
where students are the younger generation of the millennial generation, they tend to
do learning in an instantly innovative and full of creative power. On the other hand,
university managers also admit that the reason for using digital applications to train
millennials is that today's technology can prepare graduates who are ready for the
future because typical technology-based learning does provide high effectiveness and
productivity where technology allows these millennial students to learn and explore
knowledge with getting what they aspire to with the power of technological
innovation which is very beneficial for the personalization of student learning whose
age is millennial. That is, among other things, what we have collected through a series
of scientific evidence studies published between 2010 and 2022 and supported by data
that we interviewed several teaching staff. The data we have obtained and our analysis
supported by Budi Scientific in this field are valid; however, apart from the validity
that we have obtained, this data also contains weaknesses and limitations. Therefore
we hope for advice and constructive input to improve similar studies.
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