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Research instrument

Section I

Section II  

Section III

Section IV

Participants

Students’ distribution by gender

Table 1
Frequency

Frequency

Source
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Students’ distribution by age

Table 2
Descriptive Statistics of Age
Age Number Minimum Maximum Mean Std. Deviation

Source

Students’ distribution by level of education

Figure 1

Source

Statistical model
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The main hypotheses of the study

Table 3
Multicollinearity between independent variables

  
Engagement with 

-
active learning

Preference and usage of 

interactive language 
learning platforms

Source

Hypotheses no.1:

Table 4
Chi-Square Tests

Value Df (2-sided)
a

Source
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Hypotheses no.2:

Table 5
Chi Square Tests
 Value Df

a

Source

Satisfaction
Preferences

TotalNeutral

Source

Research question

Research question no. 1: 
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Table 6

Statistics Usage Impact Pleasure Preferences
 Usage Impact Pleasure Preferences Skewness/Std. Error of Skewness

 

 

Source

ë

Table 7
Estimated Distribution Parameters

Use Impact Satisfaction Preferences

Source
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Figure 2

Source
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Table 8
Reliability Statistics in total

Reliability Statitics
Cronbach’s Alpha N of Items

Source

Table 9

Reliability Sttitics
Cronbach’s Alpha N of Items

Source

Table 10
ANOVA
Satisfaction Sum of Squares Df Mean Square F Sig.

Source



218 Transgression

 

Table 11
Multiple Comparisons
Dependent 
Variable
Tukey HSD

Satisfaction

(I) Q2. Age: Mean Difference (I-J) Std. Error Sig.

Source

Table 12
Homogeneous Subsets
Tukey HSDa,b

Q2. Age: N Subset for alpha = 0.05

Source
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Discussion of the findings
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Table 13

Disadvantages

Source

Table 14

Advantages

Source

Conclusion and recommendations
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