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Background

Generation Z children loves to use
technology based media rather than
academic books in learning and
acquiring new materials.
Mobile phones and computers are
gadgets that motivates children to
make use of media technology.
Indonesian children love gadgets.
Any kindergarten child can easily
have a play things with English songs
(“Twinkle twinkle little star”) and
stories (“Goldilocks and the Three
Bears”) to listen to.

2



But, the songs and stories are using “English”
culture....

More and more children know American,
Australian or English cullture better than
their own local Indonesian culture. Is English
language then identical to only “English”
culture? How can Indonesians
(multiethnicity – 17500 islands, 1300
ethnics, 700 local languages) preserve local
culture while learning English language?

Solution:
Indonesian English teachers need to be

creative
Interactive English learning gadgets with

local culture material must be produced
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Source of data:
Five picturebooks for 5-9 year olds:
I LOVE VEGETABLES
(Community Service Program)
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Development: ELT digital
animation software for 12-15
year olds

(PUPT – Product Research)



INITIAL RESEARCH – Community Service Program:
Why do children like English language picturebooks?
Color? Character? Story line? Type of book material – thick coated/ glossy paper – plastic – cloth ?

A collaboration with Agricultural Technology & Visual, Communication & Design Department



Product         PICTUREBOOKS



RESEARCH DEVELOPMENT: ELT digital animation
software for 12-15 year olds
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Gen XYZ is part of a generation that is global, social, visual
and technological. They are the most connected, educated and
sophisticated generation ever. They are the up-agers, with
influence beyond their years. They are the tweens, the teens,
the youth and young adults of our global society. They are the
early adopters, the brand influencers, the social media drivers,
the pop-culture leaders. They comprise nearly 2 billion people
globally, and they don’t just represent the future, they’re
creating it.



Multimedia Technology
Multimedia technology has the potential
and functionality to hold enjoyment for
users compared to that of a standard
textbook. Any learning or teaching should
be associated with feelings of pleasure and
enjoyment instead of boredom or fear
(Freeman & Gertner, 2011, p.10)

Technology as a media for learning has the
role “to provide a space in which learning
takes places, to store the results of
learner’s activity, and to take care of time-
consuming tasks that detract from
learning” (Alessi & Trollip, 2001, p. 6).
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Animation media is one way
students can quickluy
understand, learn, increase
memory, communicate and
make conclusioins out of
something.

Animation that uses graphics
can facilitate comprehension,
learning, memory,
communication and inference....
In comparison to picturebooks
whose pictures are static,
moving pictures in animation
stories are more effective in
showing situations (Tversky,
Morrison, & Betrancourt, 2002,
p. 248).
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Picture animation is the best
alternative to learning media:



A “language game software” makes good use of
digital animation and interactive language
learning exercises . A “game” usually consists of
situations that have regulations and strategies for
a certain competition to exist (Neuman &
Morgenstern cited in Wibisono & Yulianto, 2012).

Unity 3D is a game engine that supports a PC
(windows, Mac, Linux), Android, IOS, Windows
Phone, and game console that uses Java Script and
C# language (Luthfi, 2014).

Visual Studio is a software used to create language
programming for computers. It is usually brought
in with the Unity 3D program.
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Game Software



Local culture preservation through
Indonesian scenes
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Research
Characteristic

2. Promote the popular culture
of digital animation of

Indonesian local culture for
English language learning

3. Increasing young learners’
mastery of English language

4. Popularize English language
learning through digital

animation software

5. Disseminate the  socio-
culture based technology

through conferences and book

6. Formalize the product with a
copyright

1. Produce an innovation for a
socio-culture based

technology: digital animation
on Englsih language learning

for children

An English Department research collaboration with Information Systems &
Game Technology Department



The Process: from picturebook to digital animation
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A. Storyboard (story from
the book to movie/
animation)

B. Asset (visualizaton
from the book to
movie scene)
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C. Animation (making the movements)
D. Compositing (combining the
picture, sound, background)
E. Rendering
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The Process:
from digital animation to game (semi TOEFL) software
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The implementation:
Semi-TOEFL
Tommy & Pokina English Language Game Software in schools
(Junior High School)
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Result Sample:
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