
CHAPTER I

INTRODUCTION

1.1

With the advancement of technology, books, specifically educational 

resources, are now available in electronic format, commonly referred to as e-

books. These e-books can be downloaded by students to supplement their 

learning alongside traditional printed books. Nevertheless, the substance of e-

books in Indonesia does not exhibit substantial divergence from that of printed 



books. In essence, the content remains unchanging, with the sole distinction 

being the medium of the book, transitioning from the conventional printed 

format to the electronic format for enhanced portability ( ). In 

light of the swift progress of technology, it is imperative for an e-book to 

encompass a compilation of educational films, animation, music, and images. 

In order to prevent the e-book contents from being monotonous, it is important 

to make them engaging, interactive, and captivating.

( )

( )



( )



The Merdeka curriculum requires 

students learn independently. However, teachers continue to employ books that 

contain only images and sentences and provide monotonous activities. In order 

to solve this problem, the researcher intends to create an interactive e-book that 



is designed specifically to meet the students' needs and is in accordance 

Merdeka Belajar curriculum.

( )

Additionally, the comprehension of concepts can be enhanced through the 

use of interactive multimedia, including animations, videos, simulations, and 

images, in the context of English language acquisition ( ). An e-

book that is structured in accordance with the Merdeka Belajar Curriculum and 

includes videos, animations, and simulations can enhance the learning process 

for skills and knowledge ( ) According to the description, it 

is crucial to create interactive e-books that are simple to operate, have a good 

readability, and are based on LCDs-based material approaches from energy 

sources. This will enhance students' reading comprehension.



1.2

The learning process will be engaging and interactive 

if the appropriate learning medium is employed and the students' needs are met, 

as students and instructors will engage in active dialogue. Additionally, the 

utilisation of interactive learning tools will enhance the ethos and spirit of 

learning among students who are engaged in the learning process. As a 

consequence, this investigation investigates the effects of employing Interactive 

E-books as a teaching tool for English, particularly in the context of 



supplementary material. 

1.3

1. How is the development of English interactive e-books as 

supplementary material for the second-grade elementary students at 

SDN 1 Baktiseraga?



2. How is the quality of developed English interactive e-books as 

supplementary material for second-grade elementary students at SDN 1 

Baktiseraga?

1.4

1.5

1. To develop English interactive e-books as supplementary material for 

the second-grade elementary students at SDN 1 Baktiseraga

2. To discover the quality of developed English interactive e-books as 

supplementary material for second-grade elementary students at SDN 1 

Baktiseraga.
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