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Abstract 
 

This study was conducted in response to inconsistent findings in previous 

research regarding the impact of peer interaction on student learning 

outcomes. It aims to examine the effect of peer interaction on learning 

outcomes within a digital learning environment, with computer self-efficacy 

serving as a mediating variable. Utilizing a causal-associative design and a 

quantitative approach, the study employed purposive sampling to select 248 

student participants. Data were collected through questionnaires and analyzed 

using Partial Least Squares Structural Equation Modeling (PLS-SEM) with 

SmartPLS 3 software. The results revealed that: (1) peer interaction has a 

significant and positive effect on learning outcomes; (2) peer interaction 

significantly and positively influences computer self-efficacy; (3) computer self-

efficacy has a significant but negative effect on learning outcomes; and (4) the 

indirect effect analysis indicates that peer interaction significantly and 

negatively influences learning outcomes when mediated by computer self-

efficacy. These findings underscore the importance of fostering supportive 

peer environments to enhance students’confidence in digital tool usage and to 

optimize learning outcomes. 

Keywords: Peer Interaction; Learning Outcomes; Computer Self-Efficacy; 

Digital Learning; PLS-SEM 
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INTRODUCTION 

Humans have been profoundly impacted by the existence of advancement of 

technology, especially in the educational sector. Education is very important to help 

individuals achieve their potential and become a useful resource to produce high-quality 

human resources (Mantiri, 2019). 

Despite the fact that technology is becoming an essential part of education, data 

from the World Top 20 Education Poll 2024 indicates that Indonesia's education quality 

ranks 67th out of 203 countries globally (Weforum.org, 2025). This suggests that the 

quality of education in Indonesia remains relatively low, particularly in comparison to other 

ASEAN nations. For example, Singapore which is ranked 11th and Vietnam which is 

ranked 53rd. Therefore, the standard of education in Indonesia is still considered 

inadequate and requires attention so that education in Indonesia can be better in terms of 

quality and results. 

Learning outcomes are a key factor in determining academic performance and serve 

as a standard by which to measure how well the teaching and learning process is working. 

According to Zahroh & Hilmiyati (2024), one indicator of the success of achieving learning 

objectives is reflected in student learning outcomes during the educational process. 

Changes in behavior, attitudes, better knowledge, skills and understanding are the 

outcomes of the results learning after carrying out the learning process (Syamsi, 2022). 

Data on learning outcomes for subjects Computer Applications lecture for students from 

the 2021, 2022, and 2023 intakes totaling 650, 282 students showed an "A" category grade 

and there were 6 students who were declared to have failed with a grade below "C-". This 

shows that there are still many students who have not achieve maximum results, so that 

student learning outcomes need to be improved. 

According to Siregar (2024), Both internal and external influences influence 

learning results. Internal factors encompass elements such as interest, motivation, attention 

to learning, readiness, talent, learning methods, intelligence, perseverance, attitude, study 

habits, and physical health. In contrast, external factors originate from outside the student, 

including teaching methods, classroom facilities, friends, school environment, school 

culture, family environment, curriculum etc. The increase in students’academic 

achievement can be caused by the frequency of interactions carried out by students in 

lectures. According to Agustin et al. (2023) the interactions that students often carry out 
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cannot be separated from campus activities such as working on assignments together, 

discussing together, and problem solving. This allows students to exchange ideas and 

deepen their understanding of material. However, on the other hand, education in 

Indonesia in the era of globalization has had many utilizing technology as a primary need to 

support the learning process (Permana et al., 2024). 

This research focuses on the educational components of Computer Application 

courses within the Office Administration Education program at Surabaya State University. 

The Computer Applications course is taught using the case study learning method. In the 

case study learning method, students are given learning experiences that involves case 

analysis through direct practice. Practical learning places great emphasis on the use of 

computers in practical learning such as the use of typing master applications, Microsoft 

Office (Word, Excel, and Access). 

Based on survey data from the Indonesian Internet Service Providers Association 

(APJII) in 2017-2024 shows that the use of information technology devices based on 

undergraduate/diploma education level recorded the use of computers and laptops at 

2.30%, mobile phones or tablets at 60.58%, and a combination of both at 37.12% 

(Survei.apjii.or.id, 2024). The data indicates that the utilization of technology among 

students is quite high. So the importance of understanding and mastery of technology skills 

among students, because these skills not only support the teaching and learning process, 

but also prepare to compete in a technology-dependent workplace. 

To enhance the development of knowledge and skills in mastering computer 

technology, students must have a positive attitude towards computers, develop high 

computer self-efficacy, and eliminate learning anxiety (Rezai & Ph, 2022). According to 

Wei et al. (2022) also stated that a positive attitude towards using technology tends to 

increase a person's self-efficacy. Students who having good self-efficacy tends to have 

confidence in facing and completing various tasks and challenges associated with using 

computer technology in education. In line with the research of Bunyamin & Sauda (2019) 

stated that computer self-efficacy has an influence on students academic achievement. 

However, this is different from the research of Abdullah & Mustafa (2019) Studies found 

no statistically significant correlation between computer self-efficacy and academic 

achievement. 
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In addition, peer interaction also plays an important role in forming positive 

attitudes towards technology. According to Mensah et al. (2024) One factor that can affect 

computer self-efficacy is the social support received from peers. And according to Li et al. 

(2020) enhanced self-efficacy can increase the impact of peer relationships on learning. 

Technology-supported learning environments tend to create closer relationships between 

peers, which can increase motivation and encouragement for students to learn better (An & 

Guo, 2024). If the study group is formed from peers who have a positive influence, then 

when students having difficulty understanding learning materials, peers will play a role in 

helping to solve problems (Bayu, 2021). However, if the study group is formed from peers 

who have a negative influence, it can hinder the learning process and reduce learning 

outcomes, such as giving bad study habits, cheating, not doing assignments, or not being 

serious about studying, and can cause a loss of motivation in achieving optimal learning 

outcomes (Wurdaningrum et al., 2025). This will cause the dynamics of learning activities 

to be less productive and hinder students’academic and social development. ccording to 

research by Sayekti et al. (2020) peer support significantly and favorably affects student 

learning outcomes. However, in contrast to the research by Kumalasari & Kasidi (2021) 

Learning achievement is not significantly influenced by the peer environment. 

In general, the fendings of research on the relationship between peer interaction 

and learning outcomes are different from previous studies. There are studies that show 

significant results, indicating that the research influences learning outcomes, but there are 

also studies that show insignificant results, meaning that the research does not influence 

learning outcomes. Few researchers have performed more detailed investigations into 

whether the computer self-efficacy variable there is peer relationships and learning 

outcomes. This adds a fresh perspective on computer self-efficacy in relation to learning 

objectives in the digital world. Thus, This study's objective is to investigate how peer 

interaction influences student learning outcomes in a digital setting, mediated by computer 

self-efficacy. 

 

METHODS 

This study combines a causal associative strategy with a quantitative approach. The 

aim of using a quantitative approach is to test the established hypothesis, and the 

availability of a causal associative technique to demonstrate how two or more variables are 
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causally related (Sugiyono, 2019). From January to May 2025, this study was carried out at 

the State University of Surabaya. The 650 students in the Office Administration Education 

undergraduate study program from the classes of 2021, 2022, and 2023 made up the study's 

population. The sampling process made use of purposeful sampling. Sugiyono (2019) 

asserts that purposeful sampling is a data source collection technique based on certain 

considerations or criteria that are in accordance with the research objectives. So the sample 

used in this study was 248 students. The data collection technique for learning outcome 

variables using UTS and UAS scores, while peer interaction variables and computer self-

efficacy using a questionnaires distributed via google form. Path analysis is used to analyze 

data using SmartPLS software. The outer model test, which measures validity and 

reliability, is the first step in the analysis stage, then there is internal model testing and 

hypothesis. 

 

RESULTS 

1. Testing the Validity of the Construct on the Outer Model 

Considering the results of the analysis of the evaluation of the validity and reliability 

of the outer model test conducted using SmartPLS software. The result of the outer model, 

which is described in Figure 1 below, is as follows: 

 

Figure 1. Results Of The Outer Model Convergent Validity Test 

Convergent Validity, has the aim of assessing the relationship between each 

indicator and construct or latent variable. Hair Jr et al. (2021) state the loading value factor 

with a value range of 0.40- 0.70 means it can be considered with an AVE value > 0.5, 

which can be concluded to have met convergent validity. 
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Table 1. Loading Factor Test Results 

Variables Code Loading Description AVE Description 

Peer Interaction (X) 

X1 0.735 Valid 

0.552 Valid 

X2 0,712 Valid 

X3 0.756 Valid 

X4 0.742 Valid 

X5 0.715 Valid 

X6 0.711 Valid 

X7 0.757 Valid 

X8 0.761 Valid 

X9 0.754 Valid 

X10 0.771 Valid 

X11 0.745 Valid 

X12 0.751 Valid 

Learning Outcome (Y) 
Y1 0.962 Valid 

0.751 Valid 
Y2 0.760 Valid 

Computer Self Efficacy (Z) 

Z1 0.715 Valid 

0.532 Valid 

Z2 0.740 Valid 

Z3 0.740 Valid 

Z4 0.741 Valid 

Z5 0.750 Valid 

Z6 0.709 Valid 

Z7 0.728 Valid 

Z8 0.735 Valid 

Z9 0.739 Valid 

Z10 0.740 Valid 

Z11 0.740 Valid 

Z12 0.660 Valid 

Z13 0.720 Valid 

Z14 0.755 Valid 

Z15 0.714 Valid 

The test results in table 1, the Average Variance Extracted values (AVE) and 

loading factor for the variables of computer self-efficacy, learning outcomes, and peer 

interaction meet the requirements for validity testing. 

Discriminant Validity, aims to assess how far a empirically constructs have 

differences from other constructs according to standards measurement. The testing criteria 

can be seen through the Heterotrait-Monotrait Ratio of Correlation (HTMT) with the 

provision of a value < 0.90. 

Table 2. HTMT Test Results 

Variable HTMT 

ITS <-> HB 0.064 

ITS <-> CSE 0.780 

CSE <-> HB 0.142 
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The test results in table 2, the variables pertaining to peer interaction on learning 

outcomes has a value of 0.064 < 0.90, the peer interaction variable on computer self-

efficacy has a value of 0.780 < 0.90, and the computer self-efficacy variable on learning 

outcomes has value 0.142 < 0.90. Thus, the value HTMT can be considered fulfilled or 

valid, which is the basis for discriminant validity. 

2. Reliability Test Results 

The purpose of reliability testing is to assess how consistently a measuring 

instrument measures a concept or to assess the consistency of respondents when providing 

answers to statement items. In this study, the reliability test used 2 criteria testing, namely 

Crombach's alpha with a value of > 0.70 and Composite reliability > 0.70. The following 

reliability test results: 

Table 3. Result of Reliability Test 

Variable Crombach’s Alpha Composite Reability 
Peer Interaction 0.926 0.927 

Learning Outcomes 0.712 0.856 

Computer Self Efficacy 0.937 0.945 

 

The test results in table 3, the Crombach's alpha value for the peer interaction 

variable. of 0.926, learning outcome variable of 0.712, and computer self-efficacy variable 

of 0.937. So it can be concluded that all of these variables can be said to be reliable because 

they meet the criteria of Crombach's alpha value and composite reliability > 0.70. So the 

questionnaire can be said to be consistent and accurate. 

3. Uji Inner Model 

Testing the inner model using SmartPLS software through R-Square, F-Square, and 

Goodness Of FIT tests. The following is the inner model output explained in Figure 2 

below: 
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Figure 2. Inner Model Result 

The coefficient of determination, commonly referred to as the R-Square (R²) test is 

employed to calculate the proportion of endogenous variable variance that can be predicted 

or accounted for by exogenous variables. In this study, the R-Square (R²) test has criteria if 

0.25 inidcate weak, 0.50 inidcate moderate, and 0.75 indicate strong. The following are the 

results of the R-Square (R²) test: 

Table 4. R-Square Test Results 

Variable R-Square (R²) 

Learning Outcomes 0.042 

Computer Self Efficacy 0.537 

The test results in table 4, the learning outcome variables can be influenced by the 

peer interaction variable of 0.042 or 4.2%, including in the weak criteria. Then the 

computer self-efficacy variable can be influenced by the peer interaction variable is 0.537 or 

53.7%, which is included in the moderate criteria. 

Utilizing the F-Square (F2) test, one may assess the quality of the model and the 

influence of the value from exogenous variable to endogenous variable. The F-Square uses 

the following value criteria: 0.025 indicates high, 0.01 indicates medium, and 0.005 indicates 

low. The F-Square test yielded the following findings: 

Table 5. F-Square Test Results 

Variable 
Peer Interaction 
 

Learning Outcomes 
 

Computer Self Efficacy 
(CSE) 

Peer Interaction  0.026 1.161 

Learning Outcomes    

Computer Self Efficacy  0.044  
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Based on the F-Square (F²) test table from table 5, it shows the peer interaction 

variable nfluence learning outcomes with high criteria with a score of 0.026. Then the peer 

interaction variable influences computer self-efficacy with the following criteria high with a 

score of 1,161, and the computer self-efficacy variable influences the variable learning 

outcomes with high criteria with a score of 0.044. 

The Goodness of FIT test is used to test the predictability and feasibility of the 

exogenous variable model against the endogenous variable. The assessment criteria used in 

the Goodness of FIT is in the form of Standardized Root Mean Square Residual (SRMR) 

where the model will considered suitable or appropriate if the SRMR value < 0.08. The 

Goodness of Fit test yielded the following findings: 

Table 6. Goodness of FIT (GOF) Test Results 

 Saturated Model Estimated Model 

SRMR 0.057 0.057 

 

The test results in table 6, the Goodness of FIT test show an SRMR value of 0.057 

< 0.08, so it can be concluded that the model formed is appropriate or suitable, so that 

considered appropriate in modeling the relationship between variables. 

4. Hypothesis Testing 

Direct relationship testing in hypothesis testing is used to collect data on the 

presence or absence of a direct correlation between exogenous and endogenous variables. 

And the indirect influence test is aimed at finding information on the extent to which 

exogenous variables influence endogenous variables through mediator. The assessment 

criteria used in measuring direct and indirect effects tests using P-Value, where if the P-

Value < 0.05 then it can be said has a significant effect, whereas if the P-Value is > 0.05 

then it has no effect significant. 

Table 7. Dirrect and Indirrect Effect Test Results 

HP Variable 
Original 
Sample 

T 
Statistics 

P 
Value 

1. Peer Interaction-> Learning Outcomes 0.233 3.354 0.001 

2. Peer Interaction-> Computer Slef Efficacy 0.733 21.633 0.000 

3. Computer Slef Efficacy-> Learning Outcomes -0.300 4.873 0.000 

4. 
Peer Interaction-> Computer Self Efficacy-> Learning 
Outcome 

-0.220 4.593 0.000 
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The test results in table 4, Of the four hypotheses proposed in this study, the 

results of hypothesis testing show that four hypotheses can be accepted because they meet 

the requirements of P-Value < 0.05 and T statistic > 1.96. However, of the four 

hypotheses, there are two that have a negative correlation value because the original sample 

is <0.1. 

 

DISCUSSION 

1. Peer Interaction on Learning Outcome 

The calculation results show the peer interaction variables on learning outcomes 

obtained a coefficient value of 0.233 > 0.1 which means positive, P-Value score 0.001 < 

0.05 which means significant, and the T-Statistic score 3.354 > 1.96. So hypothesis 1 

accepted, and the peer interaction variables on learning outcomes have a positive direction 

positive correlation and has a significant influence. 

In this hypothesis, respondents have a peer environment in their learning activities. 

This statement is supported by the respondents’answers, one of which is the statement 

"discussion with friends can solve problems in the Computer Application course 

assignments faced", by showing the highest loading factor. 

This finding shows that during practical activities in the computer laboratory 

students often discuss with their friends to exchange information and solve problems 

encountered while working on assignments. Discussions between students will form study 

groups that have a positive influence, so when students have difficulties in dealing with 

lesson material, peers from classmates will play a role in helping to solve problems 

together. Through discussion students can improve their understanding and will enhance 

the results of their learning. 

According to Sayekti et al., (2020), peer support significantly and favorably affects 

student learning outcomes. This demonstrates that learning results improve with the quality 

of peer relationships. Also supported by (Agustin et al., 2023; Yu et al., 2023) who stated 

that peers play an important role in improving learning achievement. 

2. Peer Interactions on Computer Self Efficacy 

The calculation results show the peer interaction variable on computer self efficacy 

obtained a coefficient value of 0.733 > 0.1 which means positive, the P-Value score 0.000 
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< 0.05 which means significant, and the T-Statistic score 21.633 > 1.96. So hypothesis 2 

accepted, and the peer interaction variable on computer self-efficacy has the direction of 

the correlation is positive and has a significant influence. 

In this hypothesis, respondents have a peer environment in their learning activities 

that can increase students’confidence in the use of computer technology. This statement is 

supported by the respondents’answers, one of which is the statement " discussion with 

friends can solve problems in the Computer Application course assignments faced”, by 

showing the highest loading factor. In addition, the respondent's answer with the statement 

" I am confident that I can learn various kinds of programs or software”by showing the 

highest loading factor. 

These findings show that students exchange thoughts, ideas and diffrernt 

perspectives in learning by discussing with friends to deepen their knowledge them. That 

way students can be more motivated and not feel alone in dealing with the problems faced. 

To increase self-confidenc students in using computers, there needs to be motivation from 

lecturers or friends. Therefore, peer support is crucial for raising kids’self-confidence. 

Students can discuss with their friends, share knowledge, experience and provide positive 

encouragement, which in the end can increase self-confidence to try and learn to use 

computers in learning. This means that when students are involved in discussions with 

friends who having good computer skills, they tend to feel more confident. 

This supports studies by Mensah et al., (2024) that indicated peer support boosts 

self-efficacy when it comes to using computers or the internet. The study shows that there 

is a need for efforts to building and maintaining social networks among students, both at 

the family level as well as among peers, to increase their self-confidence in using 

technology. By creating a collaborative environment, students are more may feel confident 

and motivated in using technology. 

3. Computer Self Efficacy on Learning Outcomes 

The calculation results show the computer self-efficacy variable on learning 

outcomes obtained a coefficient value of-0.300 < 0.1 which means negative, P-Value score 

0.000 < 0.05 which means significant, and the T-Statistic score 4.873 > 1.96. So hypothesis 

3 accepted, and the computer self efficacy variable on learning outcomes has a correlation 

direction negative and has a significant influence. 
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In this hypothesis, respondents have confidence in computers in their learning 

activities. This statement is supported by the respondents’answers, one of which is the 

statement " I am confident that I can learn various kinds of programs or software" with 

shows the highest loading factor. 

This finding shows that students with a high tendency towards self-efficacy does 

not always guarantee that the learning outcomes are also high. Computer self-efficacy only 

reflects confidence in the ability to use a computer, if not supported by knowledge of the 

subject matter then the learning outcomes may be less than optimal even decreased. 

Mastery of technical skills in operating computers alone are not enough, but knowledge of 

the subject matter is also very important. Students tend to focus more on the technical 

aspects of operating a computer, without being balanced with a deep understanding of the 

subject matter. Therefore that if self-confidence increases, then understanding and ability 

of the subject matter must be improved. 

Supported by Dewi & Roshayanti (2022) who stated that the low ability value can 

be influenced by overconfidence. Overconfidence can cause someone ignores what the 

teacher and other people say, belittles the material or the tasks given so that the learning 

outcomes are poor. Then according to Porto-bellini & Serpa (2025) stated that students 

who showed high levels of CSE does not always have better performance. 

4. Peer Interactions on Computer Self Efficacy Mediated Learning Outome 

The calculation results show the peer interaction variables on learning 

outcomes throught mediation computer self-efficacy obtains a coefficient value of-

0.220 < 0.1 which means negative, P-Value score 0.000 < 0.05 which means 

significant, and the T-Statistic score 4.593 > 1.96. So hypothesis 4 accepted, and peer 

interaction variables on learning outcomes through mediation computer self-efficacy 

has a negative correlation direction and can mediate. 

In this hypothesis, respondents have a peer environment in their learning 

activities to create self-confidence in using computer technology. This statement is 

supported by the respondents’answers, one of which is the statement ”discussion with 

friends can solve problems in the Computer Application course assignments faced”, 

by showing the highest loading factor. In addition, the respondents’answers with the 

statement "I am confident that I can learn various kinds of programs or software" by 

showing the highest loading factor. 
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These findings indicate that students tend to have high self-efficacy or 

overconfidence without being balanced by understanding the subject matter. 

According to Rusmana et al. (2020) overconfidence is not only limited to individual 

actions but can also occur in a group. During practical learning, students were able to 

create study groups from friendship circles. For students who have a less supportive 

friendship environment will make it difficult to engage in discussions learning. They 

tend to feel very confident in their technical abilities in operating computer software, 

even though understanding the material is a more important aspect. This condition can 

spread to other friends, causing them to have poor understanding and poor learning 

outcomes. If the study group formed from peers who have a negative influence, it can 

hinder learning process and reducing learning outcomes, such as providing learning 

habits bad behavior, cheating, not doing assignments, or not being serious about 

learning, and can cause a loss of motivation in achieving learning optimal outcomes 

(Wurdaningrum et al., 2025). 

The variables and topics of this study found alignment with other similar 

studies, but in the research results obtained did not find previous studies that were in 

line. Thus, the findings of this study represent a new contribution compared to 

previous research. In contrast to the research conducted by An & Guo (2024) 

according to which peer support for deeper learning is totally mediated by computer 

self-efficacy. According to this, having supportive peer interactions will lessen their 

negative feelings, boost their confidence in their ability to use computers, and promote 

deeper learning. Then according to Pan et al. (2024) who refers to the digital 

environment, self-efficacy plays a role as a mediator in interactions between friends 

which show extraordinary effects and significantly and favorably impact learning 

results. 

Theoretical and practical implications 

Theoretically, this study explores the relationship between peer interaction and 

learning outcomes among students in learning using computer technology. The findings of 

this study add variables that may influence how well students learn in the classroom. This 

finding can strengthen the social cognitive theory put forward by Bandura. According to 

Bandura (1986), social cognitive theory highlights that there are three variables that 

influence each other, which are better known as traditional reciprocity. The third variable is 
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behavior, and cognitive and personal factors, and the environment. In addition, there are 

two sets of expectations, the first relating to results, and the second relating to self-efficacy. 

so that the results of the present study can offer unique insight into how peer interaction 

relationships affect the learning outcomes of students. In addition, computer self-efficacy 

plays an important role in the relationship. Consequently, these results offer important 

information for creating a classroom environment that promotes improved learning results. 

Practically, the findings of this study indicate the need for peer support in learning 

using computer technology. For educators, in order to design learning strategies that 

involve interaction between students and to be able to balance practical and theoretical 

learning. This needs to be done to prevent the emergence of student doubts in using 

computers in learning activities. To improve student abilities, lecturers must create as many 

opportunities as possible for interaction and even cooperation between students in the 

classroom. Furthermore, lecturers must encourage students to be able to discuss with all 

friends without discrimination. This is to avoid the creation of circles between students. In 

addition to paying attention to peer factors, lecturers must also be able to divide learning 

and practice equally to avoid being overconfident. 

Research Limitations 

There are several limitations in this study: first, the object of the study is only 

focused on the Computer Application course, which is one of several other courses that 

utilize computer technology in the learning process. Second, data collection in this study 

used purposive sampling, which made us unable to reach the entire population because it 

was hampered by certain criteria in the study. 

 

CONCLUSION 

The following conclusions can be made in light of the findings of the analysis and 

hypothesis testing conducted in this study: 

1. Peer interaction significantly and favorably impacted learning outcomes, because 

students have peers in their study groups who provide a positive influence, such as 

when there are difficulties in understanding learning materials, peers help solve 

problems through discussion. 
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2. Peer interaction significantly and favorably impacted computer self-efficacy, because 

students have peers in their study groups so that students can discuss with their 

friends, share knowledge, experiences and provide positive encouragement which can 

ultimately increase self-confidence to try and learn to use computers in learning. 

3. Computer self-efficacy significantly and negatively impacted learning outcomes, due to 

the existence of an attitude of computer self-efficacy that is too high or 

overconfidence, without being balanced by knowledge of the subject matter. 

4. The indirect effect test revealed that peer interaction significantly and negatively 

impacted learning outcomes, mediated by computer self-efficacy, because if peers in a 

study group have a negative influence and have an attitude of computer self-efficacy 

that is too high or overconfident without being balanced by knowledge of the subject 

matter, then this condition can spread to other friends, which results in them having 

less understanding and poor learning outcomes. 

The study's findings aid the field of education by showing that peer support is one 

factor that can enhance learning outcomes. Because of the restrictions in the research 

objects of this study, it is anticipated that future researchers will be able to increase the 

research objects in order to achieve more thorough results. In addition, there are also 

limitations in data collection techniques using purposive sampling, therefore further 

research should use proportional random sampling techniques to ensure that each group in 

the population is well represented. Another recommendation regarding peers which is one 

of the external factors in improving learning outcomes, it is hoped that further researchers 

can modify the new model by using other variables to find out other factors that can affect 

learning outcomes. 

 

REFERENCES 

Abdullah, Z. D., & Mustafa, K. I. (2019). The Underlying Factors of Computer Self-
Efficacy and the Relationship with Students’Academic Achievement. International 
Journal of Research in Education and Science, 5(1), 346–354. 

Agustin, M., Wolor, C. W., & Marsofiyati, M. (2023). Membongkar Kunci Keberhasilan 
Mahasiswa: Kesiapan Belajar, Interaksi Dengan Teman Sebaya, dan Dukungan 
Keluarga. Jurnal Jendela Pendidikan, 3(04), 432–442. 
https://doi.org/10.57008/jjp.v3i04.602 

An, F., & Guo, J. (2024). Does students’perceived peer support facilitate their deeper 
learning? The chain mediating role of computer self-efficacy and perceived 
classroom mastery goal structure. Education and Information Technologies, 29(7), 9013–



Hanifah Mufidatul Ilmi & Meylia Elizabeth Ranu 

Volume 7, Nomor 2, August 2025 155 

9036. https://doi.org/10.1007/s10639-023-12193-7 

Bandura, A. (1986). Social foundations of thought and action. Englewood Cliffs, NJ. 

Bayu. (2021). Pengaruh Teman Sebaya Terhadap Perkembangan Emosional Santri Pondok 
Pesantren Wali Peetu Tanjung Jabung Timur. Journal of Islamic Guidance and 
Counseling, 5(1), 17–37. 

Bunyamin, M., & Sauda, S. (2019). Pengaruh Dimensi Computer Self Efficacy (CSE) Terhadap 
Prestasi Akademik Mahasiswa. 00(00). 
https://doi.org/https://doi.org/10.33557/binakomputer.v1i2.453 

Dewi, K. C., & Roshayanti, F. (2022). Pola Overconfidence Siswa Dalam Pembelajaran 
Biologi SMK Nusaputera 2 Semarang. Titian Ilmu: Jurnal Ilmiah Multi Sciences, 14(1), 
10–17. https://doi.org/https://doi.org/10.30599/jti.v14i1.1173 

Hair Jr, J. F., Hult, G. T. M., Ringle, C. M., & Sarstedt, M. (2021). Partial least squares 
structural equation modeling (PLS-SEM). Springer Nature. 

Kumalasari, R., & Kasidi, K. (2021). Pengaruh Efikasi Diri, Pemanfaatan Gaya Belajar, dan 
Lingkungan Teman Sebaya Terhadap Prestasi Belajar Mata Pelajaran Ekonomi. 
Journal of Economic Education and Entrepreneurship, 2(2), 69. 
https://doi.org/10.31331/jeee.v2i2.1923 

Li, L., Liu, Y., Peng, Z., Liao, M., Lu, L., Liao, H., & Li, H. (2020). Peer relationships, 
motivation, self-efficacy, and science literacy in ethnic minority adolescents in 
China: A moderated mediation model. Children and Youth Services Review, 119, 
105524. https://doi.org/https://doi.org/10.1016/j.childyouth.2020.105524 

Mantiri, J. (2019). Peran Pendidikan Dalam Menciptakan Sumber Daya Manusia Berkualitas Di 
Provinsi Sulawesi Utara. 3(1), 20–26. 
https://doi.org/https://doi.org/10.36412/ce.v3i1.904 

Mensah, C., Kugbonu, M. A., Appietu, M. E., Nti, G. A., & Forson, M. A. (2024). Social 
support, computer self-efficacy, online learning engagement and satisfaction among 
undergraduate hospitality students. Cogent Education, 11(1). 
https://doi.org/10.1080/2331186X.2024.2335803 

Pan, F., Zhu, G., Sui, W., & Fu, M. (2024). The effects of peer interaction on learning 
outcome of college students in digital environment—The chain-mediated role of 
attitude and self-efficacy. Studies in Educational Evaluation, 83(July), 101404. 
https://doi.org/10.1016/j.stueduc.2024.101404 

Permana, B. S., Hazizah, L. A., & Herlambang, Y. T. (2024). Teknologi pendidikan: 
efektivitas penggunaan media pembelajaran berbasis teknologi di era digitalisasi. 
Khatulistiwa: Jurnal Pendidikan Dan Sosial Humaniora, 4(1), 19–28. 
https://doi.org/http://dx.doi.org/10.55606/khatulistiwa.v4i1.2702 

Porto-bellini, C. G., & Serpa, M. L. (2025). Computer Self-Efficacy and Reactions to 

Feedback : Reopening the Debate in an Interpretive Experiment with 
Overconfident Students †. Behavioral Sciences, 15(4), 511. 
https://doi.org/https://doi.org/10.3390/bs15040511 

Rezai, A., & Ph, D. (2022). Is Iranian University Students’Computer Self-efficacy a Strong 

Contributor to Learning Anxiety ? A Mixed-methods Investigation. 5(19), 27–40. 

Rusmana, A. N., Roshayanti, F., & Ha, M. (2020). Debiasing overconfidence among 
Indonesian undergraduate students in the biology classroom: An intervention study 



Hanifah Mufidatul Ilmi & Meylia Elizabeth Ranu 

 MANAZHIM: Jurnal Manajemen dan IlmuPendidikan 156 

of the KAAR model. Asia-Pacific Science Education, 6(1), 228–254. 
https://doi.org/10.1163/23641177-BJA00001 

Sayekti, A., Darmawati, D., & Sulistyandari, S. (2020). Pengaruh Pendidikan Karakter, Pola 
Asuh Orang Tua dan Pergaulan Teman Sebaya Terhadap Hasil Belajar Siswa SMA 
Negeri 1 Baturaden. Soedirman Economics Education Journal, 2(1), 21. 
https://doi.org/10.32424/seej.v2i1.2150 

Siregar, H. T. (2024). Faktor-Faktor yang Mempengaruhi Hasil Belajar Dalam Pembelajaran 
PAI. Jurnal Ilmu Tarbiyah Dan Keguruan, 2(2), 215–226. 
https://ejournal.edutechjaya.com/index.php/jitk 

Sugiyono. (2019). Metode Penelitian Kuantitatif, Kualitatif, dan R&D. Alfabeta. 

Survei.apjii.or.id. (2024). Survei APJII. https://survei.apjii.or.id/home 

Syamsi, N. (2022). Pengaruh Model Pembelajaran Realistic Mathematics Education 
Terhdap Hasil Belajar Matematika Siswa Kelas V Sdn 3 Tapa Bone Bolango. 
Prosiding Seminar Nasional Pendidikan Dasar. 

Weforum.org. (2025). Future of Jobs. https://www.weforum.org/publications/series/future-
of-jobs/ 

Wei, Y., Shi, Y., MacLeod, J., & Yang, H. H. (2022). Exploring the Factors That Influence 
College Students’Academic Self-Efficacy in Blended Learning: A Study From the 
Personal, Interpersonal, and Environmental Perspectives. SAGE Open, 12(2). 
https://doi.org/10.1177/21582440221104815 

Wurdaningrum, K., Wibowo, S., & Bahari, F. I. (2025). Peran Teman Sebaya Terhadap 
Motivasi dan Hasil Belajar Matematika Siswa Kelas 2 SDN Karangtengah Kota 
Blitar. Jurnal Citra Pendidikan Anak, 4(1), 15–26. 
https://doi.org/https://doi.org/10.38048/jcpa.v4i1.4906 

Yu, X., Wang, X., Zheng, H., Zhen, X., Shao, M., Wang, H., & Zhou, X. (2023). Academic 
achievement is more closely associated with student-peer relationships than with 
student-parent relationships or student-teacher relationships. Frontiers in Psychology, 
14(February), 1–15. https://doi.org/10.3389/fpsyg.2023.1012701 

Zahroh, F. L., & Hilmiyati, F. (2024). Indikator Keberhasilan dalam Evaluasi Program 
Pendidikan. Edu Cendikia: Jurnal Ilmiah Kependidikan, 4(03 SE-Articles), 1052–1062. 
https://doi.org/10.47709/educendikia.v4i03.5049 

 

 

 


