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Abstract: The integration of technology in education is important for students and teachers. One of the 
possibilities of integrating technology into education is by using Scratch. Since Scratch is a free web 
application, it can be accessed by anyone from anywhere and anytime. Moreover, it does not require 
users to learn any programming language as it applies a drag-and drop block system. It can also be 
used online and offline, offering 70 languages to choose from. With these features, Scratch can be 
introduced in community service programmes to address two Social Development Goals (SDG) namely 
SDG 4 (Quality Education) and SDG 10 (Reduced Inequalities), in reducing the digital divide among 
teachers and students. It is important to promote the application of Scratch to teachers who cannot 
access expensive and advanced technology, empowering them to develop quality learning materials for 
students. Additionally, students can use Scratch for developing multimedia projects related to their 
subjects, making their learning fun and engaging.  By using Scratch, various skills can be enhanced 
among teachers and students such as critical thinking, creative thinking, computer programming and 
computational thinking. However, underprivileged teachers and students may not have been exposed 
to Scratch. Thus, it is essential to introduce Scratch to them through community service programmes 
organised by certain organisations such as universities. This opens the possibility for teachers and 
students to learn Scratch, and experts from universities to share their expertise with the community. 

 

Keywords: Scratch, community service, Sustainable Development Goals, Quality Education, Reduced 
Inequalities 

 

1. INTRODUCTION 

The rapid advancement of technology has provided many opportunities to integrate information and 
communication technologies in education. Conventional learning techniques have been rapidly replaced 
with modern learning media in making learning more engaging and interactive. Therefore, more 
meaningful learning can occur. This is because the use of interactive media such as quiz games can 
increase student engagement and enhance learning outcomes (Putra & Salsabila, 2021). In the 
educational environment, interactive learning materials with gamification and multimedia elements are 
becoming increasingly popular worldwide as additional tools in teaching and learning. Interactive 
learning materials can be developed by teachers while interactive multimedia projects can be assigned 
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to students related to subjects learnt so that learning can occur through fun ways. As a result, various 
skills can be enhanced among teachers and students such as critical thinking, creative thinking, 
computer programming and computational thinking.  

However, there are underprivileged teachers and students who encounter socioeconomic challenges 
such as low household incomes and limited access to essential services, resources, and infrastructure. 
Due to the challenges, they have unequal access to programmes for enhancing their information 
communication technology (ICT) skills. As a result, a bigger digital divide may be formed. Therefore, 
organisations such as universities can play their role opening the access to upgrade skills related to 
educational technologies to underprivileged groups to ensure quality and equality in education.  

In this context, the use of Scratch has emerged as a promising tool to enhance educational quality and 
accessibility. Scratch is designed to be user-friendly and visually appealing. Thus, it has the potential 
to engage a diverse audience in computer programming and computational thinking (Daily & Eugene, 
2013) without learning programming language. Additionally, community-based services can play a 
vital role in complementing the efforts of formal education systems, providing supplementary learning 
opportunities and support structures particularly in upgrading ICT skills. 

 

2. SCRATCH 

Scratch can be accessed at https://scratch.mit.edu/. It is a block-based programming language developed 
by the Massachusetts Institute of Technology Media Lab (Pérez‐Jorge & Martínez-Murciano, 2022). It 
is designed to be an introductory tool for teaching computational thinking and programming to children 
and young adults, with the goal of fostering creativity, problem-solving, and collaboration (Yuan & 
Bowen, 2018). Scratch can be used to create games, animations and interactive stories, by dragging 
visual programming blocks which represent various commands and functions. Although Scratch is 
designed for children from eight to sixteen years old, it is also suitable for adults. 

 

Figure 1 Scratch interface showing the visual programming blocks 

 
Scratch allows members to exchange ideas, resources, and projects (Simó & Hernández, 2015) in the 
Scratch website. Additionally, the community contributes to improving motivation and performance 
among students, as they can share their creations, seek feedback, and learn from one another (Wen et 
al., 2023). The community is essential for democratizing programming skills and empowering 
underprivileged groups, such as women and minorities, who have traditionally faced barriers in 
accessing and thriving in technology (Wen et al., 2023). 
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Scratch projects published on the Scratch website are accessible and the blocks used can be viewed by 
all users. This promotes open-source learning and fosters a collaborative environment where users can 
learn from each other's projects and even remix them to create new applications (Fang et al., 2023; 
Iskrenović-Momčilović, 2020; Wen et al., 2023). Therefore, Scratch can be an effective tool for 
teaching computational thinking and programming concepts, while also building a supportive 
community that can address inequalities in education related to technology. 

The educational potential of Scratch has been widely recognized with numerous studies demonstrating 
its ability to enhance learning motivation, computational thinking skills, and mathematical 
understanding. Fang et al. (2023) revealed that Scratch had the ability to develop students' 
computational and mathematical thinking skills. Wen et al. (2023) indicated that Scratch could be 
effective in improving students' programming knowledge and achievement, as well as their attitudes 
towards programming. Additionally, Scratch can enhance critical thinking skills, creative thinking skills 
and problem-solving abilities (Iskrenović-Momčilović, 2020; Wen et al., 2023; Fang et al., 2023) 

Scratch should be both inclusive and accessible, particularly for underprivileged populations (Fang et 
al., 2023; Montiel & Zermeño, 2021; Wen et al., 2023). Thus, ensuring equal access to Scratch-based 
learning opportunities is essential for promoting inclusive and equitable quality education. This may 
align with the goals outlined in the United Nations Sustainable Development Goals. One of the ways to 
make it reachable is by organising workshops through community service. 

 

3. COMMUNITY SERVICE FOR EDUCATION 

Community service is defined as volunteer work performed by individuals or groups to benefit their 
community or society. In education, community service can take various forms, such as tutoring 
programmes, mentoring programmes and after-school enrichment activities. Other than that, 
educational outreach initiatives can also be organised in the forms of workshops, webinars, teacher 
training, and technical support for integrating technology in education.  

Community-based educational services can play a crucial role in addressing the challenges formal 
education systems faced, particularly in underprivileged communities. In the case of digital divide, 
organisations can provide supplementary learning opportunities, access to technology and digital 
resources, and support structures that may not be readily available in traditional school settings.   

In the context of university, expertise from the institution can develop community-based education 
programmes, such as Scratch workshops and coding clubs, to promote computational thinking and 
digital skills among underserved youth (Balouktsis, 2016; Fang et al., 2023). These community-based 
initiatives not only benefit the participants but also provide valuable learning experiences for the 
university community, which comprises lecturers, staff, and students. Participants can develop their 
teaching, leadership, and community engagement skills. 

 

 

 

4. INTEGRATING SCRATCH IN COMMUNITY SERVICES 

The integration of Scratch into community-based educational services can be a powerful approach. 
Among the SDGs that can be addressed are SDG 4: Quality Education and SDG 10: Reduced 
Inequalities. The following are how Scratch can be integrated into educational community services by 
universities. 

Universities can organise various face-to-face educational programs for underprivileged students in 
their vicinity through face-to-face programmes. First, after-school programmes can be conducted to 
provide access to Scratch and teach digital skills and computational thinking to youth in low-income 
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areas (Jannah et al., 2021). Second, coding clubs can be hosted at community centers, libraries, selected 
schools or other accessible venues that bring Scratch-based learning to diverse participants. Finally, 
university lecturers can collaborate with schools to conduct workshops at schools, utilising the school 
computer laboratory with the facilitation from schoolteachers.   

Universities can also reach broader participants by conducting programmes virtually. Programmes such 
as workshops and after-school programmes can be conducted through online platforms. Workshops can 
be conducted on video conference platforms such as Google Meet, Zoom and Webex. At the same time, 
after-school programmes can be conducted on learning management systems such as Microsoft Teams 
and Google Classroom. The platforms allow communication among participants, file sharing, and 
assignment management. Other than that, Scratch itself offers a teacher account where teachers can 
monitor the progress of their students’ projects. Due to the nature of online programmes that eliminate 
geography boundaries, the programme participants can go beyond the university vicinity. When 
community service programmes are conducted online, the participants can be from the local country 
and other countries. 

 

Figure 2 Teacher Account on Scratch 

 
 

In the context of teachers, training and support for teachers in under-resourced schools are crucial. 
Therefore, professional development workshops should be conducted to specifically equip them with 
the skills and confidence to integrate Scratch into their classrooms. Mentorship programmes that pair 
experienced Scratch lecturers from universities with teachers can be organised to provide ongoing 
support and guidance.  

It is hoped that community service on Scratch for students and teachers can help them work together to 
create interactive projects. Thus, they may develop critical 21st-century skills such as problem-solving, 
communication, and teamwork. The skills are valuable for academic and career success and contribute 
to personal growth and social cohesion. 

5. SDG4: Quality Education 

The purpose of SDG 4: Quality Education is to make sure that quality education is inclusive and 
equitable. Additionally, it is also to foster opportunities for lifelong learning for all individuals. This 
reflects the crucial role of education in driving economic growth, improving health outcomes, reducing 
inequalities, and ultimately, fostering sustainable development (Shaeffer, 2019).  

Some key targets of SDG4 are as follows (United Nations Development Programme, n.d.): 

a. To ensure that all girls and boys complete free, equitable and quality primary and secondary 
education by 2030.  

b. To ensure equal access for all women and men to affordable and quality technical, vocational 
and tertiary education, including university. 
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c. To substantially increase the number of youth and adults who have relevant skills, including 
technical and vocational skills, for employment, decent jobs and entrepreneurship. 

d. To eliminate gender disparities in education and ensure equal access to all levels of education 
and vocational training for the vulnerable, including persons with disabilities, indigenous 
peoples and children in vulnerable situations. 

The emphasis on quality education reflects the recognition that simply providing access to education is 
not adequate.  Education must be of adequate quality to impart the knowledge, skills and competencies 
required for individuals to thrive and contribute to sustainable development. The aspect of quality 
education emphasized in this article by using Scratch that may enhance not only ICT skills but also 
other skills including critical thinking, creative thinking, problem-solving and computational thinking. 

SDG4 on quality education is a critical component of the broader Sustainable Development Goals, as 
education is a key enabler for achieving many other development targets related to poverty, health, 
gender equality, and economic growth (Nazir et al., 2023; Al-Kuwari et al., 2021; Sari et al., 2020). 

 

6. SDG 10:  REDUCED INEQUALITIES 

The purpose of SDG 10 is to reduce inequality within and among countries. In education, reducing 
inequalities can take many forms, such as inequality in income, economy and opportunity.  Inequalities 
commonly occur in the underprivileged communities. The goal of SDG 10 recognizes that inequality is 
a significant barrier to sustainable development, as it undermines the realization of human rights. 

Some key targets of SDG 10 are as follows (United Nations Development Programme, n.d.):  

a. Progressively achieve and sustain income growth of the bottom 40% of the population at a rate 
higher than the national average. 

b. Empower and promote the social, economic and political inclusion of all, irrespective of age, 
sex, disability, race, ethnicity, origin, religion or economic or other status. 

c. Ensure equal opportunity and reduce inequalities of outcome, including by eliminating 
discriminatory laws, policies and practices and promoting appropriate legislation, policies and 
action in this regard.  

d. Adopt policies, especially fiscal, wage and social protection policies, and progressively achieve 
greater equality. 

 

The inequality emphasized in this article is the opportunity to access education such as access to 
enhancement of ICT skills as addressed in this article. Addressing inequality is critical for achieving a 
just and equitable society, where all people have the chance to reach their full potential. By reducing 
inequalities, SDG 10 supports the broader vision of the 2030 Agenda for Sustainable Development, 
which aims to "leave no one behind".  

 

7. HOW SCRATCH CAN ADDRESS QUALITY EDUCATION AND REDUCED 
INEQUALITIES 

The integration of the Scratch programming platform and community-based educational services can 
be a powerful approach to addressing the goals of quality education and reduced inequalities (Boeren, 
2019).  

First, by providing access to Scratch-based learning opportunities within community settings, the 
initiatives can help to democratize digital skills and computational thinking. Many underprivileged 
communities, particularly those with limited resources or access to technology, often encounter 
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challenges in developing the digital competencies required for success in the 21st century.   Bringing 
Scratch-based activities to community centers, after-school programmes, and other accessible venues 
can help to bridge the digital divide and ensure more equitable access to quality educational experiences 
(Bhandari, 2024).  

Second, the hands-on, project-based nature of Scratch can foster the development of critical 21st century 
skills such as problem-solving, communication, and teamwork. The competencies are not only valuable 
for academic and career success but also contribute to individual empowerment and social mobility. By 
empowering participants, especially those from underprivileged groups in creating their own digital 
projects using Scratch, inequalities can be reduced, and a more inclusive and equitable educational 
landscape can be promoted.  

Finally, the Scratch community itself serves as a valuable resource for participants. It provides 
opportunities for collaboration, peer-to-peer learning, and the sharing of ideas and creative works. The 
sense of community and belonging can be particularly impactful for students who may feel isolated or 
marginalized in traditional educational settings.  

Overall, the integration of Scratch and community-based educational services represents a promising 
approach to addressing the multifaceted challenges of quality education and reduced inequalities. 
Hence, universities should facilitate the underprivileged communities in their vicinity to introduce 
Scratch through community services. 

 

8. CONCLUSION 

The integration of Scratch and community-based educational services offers a compelling approach to 
address the critical goals of quality education and reduced inequalities. By democratizing access to 
digital skills and computational thinking, the initiatives can help to bridge the digital divide and ensure 
more equitable opportunities for underprivileged populations. Furthermore, the hands-on, project-based 
nature of Scratch can foster the development of essential 21st-century competencies, empower 
participants and promote social mobility. The Scratch community itself also serves as a valuable 
resource, providing opportunities for collaboration, peer-to-peer learning, and the sharing of ideas and 
creative works. Overall, this interdisciplinary approach holds significant promise for fostering a more 
inclusive and equitable educational landscape, where all individuals are given the chance to develop 
their knowledge, skills, and confidence to thrive in the digital age and contribute to sustainable 
development.  

REFERENCES 

A New Vision for High-Quality Preschool Curriculum. (2024). In National Academies Press eBooks. 
https://doi.org/10.17226/27429  

United Nations Development Programme (n.d.) Sustainable development goals. UNDP. 
https://www.undp.org/sustainable-development-goals/gender-
equality?gclid=CjwKCAjw_MqgBhAGEiwAnYOAeuhHrAxsuVfGMVb8TutVrulIw7WElfRa7Fo
GfCDHF21YCG 

Al-Kuwari, M. M., Du, X., & Koç, M. (2021). Performance assessment in education for sustainable 
development: A case study of the Qatar education system. In Prospects (Vol. 52, p. 513). Springer 
Science+Business Media. https://doi.org/10.1007/s11125-021-09570-w  

Balouktsis, I. (2016). Learning Renewable Energy by Scratch Programming. In Επιστημονική 
Επετηρίδα Παιδαγωγικού Τμήματος Νηπιαγωγών Πανεπιστημίου Ιωαννίνων (Vol. 9, Issue 1, p. 
129). National Documentation Centre. https://doi.org/10.12681/jret.8916  

Bhandari, M. P. (2024). What is next for the sustainable development goals, what are the challenges 
concerning SDG 10—reduced inequalities? In Sustainable Earth Reviews (Vol. 7, Issue 1). BioMed 
Central. https://doi.org/10.1186/s42055-024-00093-8  



 

 

 
 

7 

 

Boeren, E. (2019). Understanding Sustainable Development Goal (SDG) 4 on “quality education” from 
micro, meso and macro perspectives. In International Review of Education (Vol. 65, Issue 2, p. 277). 
Springer Science+Business Media. https://doi.org/10.1007/s11159-019-09772-7  

Daily, S., & Eugene, W. (2013). Preparing the Future STEM Workforce for Diverse Environments. In 
Urban Education (Vol. 48, Issue 5, p. 682). SAGE Publishing. 
https://doi.org/10.1177/0042085913490554  

Fang, X., Ng, D. T. K., Tam, W., & Yuen, M. (2023). Integrating computational thinking into primary 
mathematics: A case study of fraction lessons with Scratch programming activities. In Asian Journal 
for Mathematics Education (Vol. 2, Issue 2, p. 220). SAGE Publishing. 
https://doi.org/10.1177/27527263231181963  

Iskrenović-Momčilović, O. (2020). Improving Geometry Teaching with Scratch. In International 
Electronic Journal of Mathematics Education (Vol. 15, Issue 2). https://doi.org/10.29333/iejme/7807  

Montiel, H., & Zermeño, M. G. G. (2021). Educational Challenges for Computational Thinking in K–
12 Education: A Systematic Literature Review of “Scratch” as an Innovative Programming Tool. In 
Computers (Vol. 10, Issue 6, p. 69). Multidisciplinary Digital Publishing Institute. 
https://doi.org/10.3390/computers10060069  

Nazir, N. A., Harith, N. H. M., & Samad, S. A. (2023). A Summative Content Analysis on Malaysia 
Policy Documents of Preschool Quality. In International Journal of Academic Research in 
Accounting Finance and Management Sciences (Vol. 13, Issue 2). 
https://doi.org/10.6007/ijarafms/v13-i2/18066  

Pérez‐Jorge, D., & Martínez-Murciano, M. C. (2022). Gamification with Scratch or App Inventor in 
Higher Education: A Systematic Review [Review of Gamification with Scratch or App Inventor in 
Higher Education: A Systematic Review]. Future Internet, 14(12), 374. Multidisciplinary Digital 
Publishing Institute. https://doi.org/10.3390/fi14120374  

Putra, A. D., & Salsabila, H. (2021). Pengaruh Media Interaktif Dalam Perkembangan Kegiatan 
Pembelajaran Pada Instansi Pendidikan. In Inovasi Kurikulum (Vol. 18, Issue 2, p. 231). Universitas 
Pendidikan Indonesia Press. https://doi.org/10.17509/jik.v18i2.36282  

Sari, J. M., Handra, H., & Maryati, S. (2020). Strategy to Achieve Sustainable Development Goals in 
Achieving Quality Education in West Sumatra. In Proceedings of the 4th Padang International 
Conference on Education, Economics, Business and Accounting (PICEEBA-2 2019). 
https://doi.org/10.2991/aebmr.k.200305.099  

Shaeffer, S. (2019). Inclusive education: a prerequisite for equity and social justice. In Asia Pacific 
Education Review (Vol. 20, Issue 2, p. 181). Springer Science+Business Media. 
https://doi.org/10.1007/s12564-019-09598-w  

Simó, V. L., & Hernández, M. I. (2015). Scratch as a computational modelling tool for teaching physics. 
In Physics Education (Vol. 50, Issue 3, p. 310). IOP Publishing. https://doi.org/10.1088/0031-
9120/50/3/310  

Wen, F.-H., Wu, T., & Hsu, W.-C. (2023). Toward improving student motivation and performance in 
introductory programming learning by Scratch: The role of achievement emotions. In Science 
Progress (Vol. 106, Issue 4). SAGE Publishing. https://doi.org/10.1177/00368504231205985  

Yuan, J., & Bowen, R. T. (2018). Lifelong Kindergarten: Cultivating Creativity Through Projects, 
Passion, Peers, and Play. In Interdisciplinary Journal of Problem-based Learning (Vol. 12, Issue 2). 
Purdue University Press. https://doi.org/10.7771/1541-5015.1797  

  


	TABLE OF CONTENTS
	PREFACE  COORDINATOR OF ACADEMY OF LANGUAGE STUDIES
	PREFACE  REPRESENTATIVE FROM UNISDA
	PREFACE  COLLOQUIUM CHAIR
	Chapter 1  Scratch and Community Services :  Addressing Quality Education and Reduced Inequalities
	1. INTRODUCTION
	2. SCRATCH
	3. COMMUNITY SERVICE FOR EDUCATION
	4. INTEGRATING SCRATCH IN COMMUNITY SERVICES
	5. SDG4: Quality Education
	6. SDG 10:  REDUCED INEQUALITIES
	7. HOW SCRATCH CAN ADDRESS QUALITY EDUCATION AND REDUCED INEQUALITIES
	8. CONCLUSION
	REFERENCES


	Chapter 2  Global Synergy: The Importance of Language and Oral Presentations in Uniting Science, Research, and Community Service
	1. INTRODUCTION
	1.1 Language and Communication as a Science

	2. PROBLEM STATEMENT
	3. OBJECTIVES
	4. RELATED WORKS
	4.1  Students’ Attitude Towards Oral Presentations

	5. CONCLUSION
	6. ACKNOWLEDGEMENTS
	7. FUNDING
	8. AUTHORS’ CONTRIBUTION
	9. CONFLICT OF INTEREST DECLARATION
	REFERENCES
	APPENDICES


	Chapter 3  Creating Critical Thinkers with The Four Dimensions Model of Critical Literacy Pedagogy
	1. INTRODUCTION
	2. PROBLEM STATEMENT
	3. OBJECTIVE
	4. RELATED WORKS
	4.1 Critical Questions in the Four Dimensions Model
	4.2 From Conventional to New Reading Instruction

	5. CONCLUSION
	6. ACKNOWLEDGEMENTS
	7. FUNDING
	8. AUTHORS’ CONTRIBUTION
	9. CONFLICT OF INTEREST DECLARATION
	REFERENCES


	Chapter 4  Increasing Understanding of Anticorruption Education through Education for Gen Z Youth in Corruption Eradication in Senior High School 2 Angerang District, Banten Indonesia
	1. INTRODUCTION
	2. ACTIVITY IMPLEMENTATION METHOD
	3. RESULTS OF ACTIVITIES AND DISCUSSIONS
	4. CONCLUSION
	5. ACKNOWLEDGEMENTS
	6. FUNDING
	7. AUTHORS’ CONTRIBUTION
	8. CONFLICT OF INTEREST DECLARATION
	REFERENCES


	Chapter 5  Implementation of Digital Education Innovation in Moringa Leaf Gelato (Moringa Oleifera) as a Stunting Preventive Effort Starting with Pregnant Women, Postpartum and Breastfeeding Young Mothers and Toddlers
	1. INTRODUCTION
	2. PROBLEM STATEMENT
	3. OBJECTIVE
	4. RELATED WORKS
	4.1  Coordination with the Head of Ciganitri Village
	4.2 Moringa Utilization Counselling
	4.3 Moringa Gelato Making Training.

	5. CONCLUSION
	6. ACKNOWLEDGEMENTS
	7. FUNDING
	8. AUTHORS’ CONTRIBUTION
	9. CONFLICT OF INTEREST DECLARATION
	REFERENCES


	Chapter 6  The Influence of Willingness to Change and Perceived Technology Opportunities on Corporate Entrepreneurship and Labor Growth in Non-Financial Companies in Central Java
	1. INTRODUCTION
	2. LITERATURE REVIEW
	2.1 Corporate Entrepreneurship
	2.2 Willingness to Change
	2.3 Perceived Technological Opportunities
	2.4 Labor Growth

	3. RESEARCH METHODS
	4. RESEARCH RESULT
	4.1 First Path Analysis Results
	4.2. Second Path Analysis Results
	4.3 t-Test Results

	5. RESULTS OF DETERMINATION COEFFICIENT TEST
	5.1 Path Analysis Results

	6. DISCUSSION
	6.1 The Influence of Willingness to Change on Workforce Growth
	6.2 Non-financial companies have emphasized taking bold, broad action in positioning  themselves and products or services over the past three years.
	6.3 The Influence of Perceived Technological Opportunities on Workforce Growth

	7. CONCLUSION
	8. SUGGESTIONS
	9. ACKNOWLEDGEMENTS
	10. AUTHORS’ CONTRIBUTION
	REFERENCES


	Chapter 7  Exploring Local Wisdom: The Character Values Inherent in Cirebon Mask Dance
	1. INTRODUCTION
	2. METHODS
	3. RESULTS AND DISCUSSIONS
	3.1 Local Wisdom
	3.2 Philosophy of Cirebon Mask Dance
	3.3 Mask Dance Performances
	3.4 Exploring Character Values

	4. CONCLUSION
	REFERENCES


	Chapter 8  Digital Transformation: Utilization of Technologies such as Artificial Intelligence (AI), Internet of Things (IoT), and Blockchain to Increase Efficiency and Innovation in Business
	1. INTRODUCTION
	2. PROBLEM STATEMENT
	3. OBJECTIVE
	4. RELATED WORKS
	4.1 Artifical Intelligence
	4.2 Internet of Things (IoT)
	4.3 Blockchain

	5. CONCLUSION
	6. ACKNOWLEDGEMENTS
	7. AUTHORS’ CONTRIBUTION
	REFERENCES


	Chapter 9  Development of the Target Smash Tool to Improve Table Tennis Players' Accuracy
	1. INTRODUCTION
	2. PROBLEM STATEMENTS
	3. OBJECTIVE
	4. RELATED WORKS
	4.1 Development of of a Table Tennis Training Device with Real-Time Feedback
	4.2 LED-Based Training System for Improving Table Tennis Skills
	4.3 Smartphone Integration for Table Tennis Training Tools: A New Paradigm

	5. CONCLUSION
	6. ACKNOWLEDGEMENTS
	7. AUTHORS’ CONTRIBUTION
	REFERENCES


	Chapter 10  Integrating Sundanese Culture into  The English Teaching and Learning Process  in the Higher Education Context
	1. INTRODUCTION
	2. PROBLEM STATEMENT
	3. 3. OBJECTIVE
	4. RELATED WORKS
	4.1 Cultural Integration in ELT
	4.2 The Importance of Local Culture in the Indonesian ELT Context

	6. ACKNOWLEDGEMENTS
	7. FUNDING
	8. AUTHORS’ CONTRIBUTION
	9. CONFLICT OF INTEREST DECLARATION
	REFERENCES


	Chapter 11  Teaching Malaysian Culture: The Fun Way
	1. INTRODUCTION
	2. PROBLEM STATEMENT
	3. METHODOLOGY
	4. RESULTS AND FINDINGS
	5. CONCLUSION
	6. ACKNOWLEDGEMENTS
	7. FUNDING
	8. AUTHORS’ CONTRIBUTION
	9. CONFLICT OF INTEREST DECLARATION
	REFERENCES
	APPENDIX


	Chapter 12  Analysis of the Indonesian Port Readiness for Maritime Autonomous Surface Ship Operation.
	1. INTRODUCTION
	2. PROBLEM STATEMENT
	3. OBJECTIVE
	4. RELATED WORKS
	4.1 Port Human Resource Readiness Assessment
	4.2 Port Readiness Assessment

	5. CONCLUSION
	6. ACKNOWLEDGEMENTS
	7. FUNDING
	8. AUTHORS’ CONTRIBUTION
	9. CONFLICT OF INTEREST DECLARATION
	REFERENCES


	1. INTRODUCTION
	2. LITERATURE REVIEW
	3. RESEARCH METHODOLOGY
	4 DATA ANALYSIS
	Pictures from Case Study

	5. CONCLUSION
	7. FUNDING
	8. AUTHORS’ CONTRIBUTION
	9. CONFLICT OF INTEREST DECLARATION
	10. REFERENCES



