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11 Background

Every indnidual has different priorities in iife.

However, hawing a lot of work makes people confused about completing the waork.

This confushon often makes a person delay completing work and avold remembering their work.

In the world of education, it s also unavoldable, because education has become a daily necessity with various
tasks obtained from teachers (Lisnewati, 2022,

The main purpose of educators when giving assignments is to encowrege students to study harder and complete
theam wedl

This assignment eims to make studenta more disciplined, responsible, and wiser in managing their time for useful
activities such as in the academic field.

According to Paregita {2022], inthe learning process, not a few students experience academic problems at
schood, such as difficufties in completing school assignments, facing exams, managing study time, and so on.
This often leads students to postpone their work and try to find othes, more interesting diversions.

This phenomenon is commaonly referred to as “procrastination®

The word procrastination comes from the Latin procrastinare, which is the word pro which means forward,
forward, mowing forward, and crastinus which mesns tomormow o baing tomarmow (Wulandarl, &t

al, 2027).

Procrastination i= & behavior that is Inefficient in using time and there is a tendency not to start a job when facing
a tesk iImmedistely.

According to Wicaksono (2017), Procrastination Is the behavior of postponing an activity/job untll the next time
and replecing it with another sctivity even though the level of iImportance is lower.

According to PDDIkt (2023), there are 8.6 millon students In indonesia, while Generation 2 makes up 27.94% of
the couniry’s populstion (Central Statistics Agency, 2021).
Thuss, It Is possible to spproximate the number of students in Generation Z to be 6.9 million.
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ABSTRACT

Academic procrastination is among the most frequent problems Generation Z students
encounter, particularly in their second to final year, especially in the digital age, where various
distractions are offered. As a visual communication design student, the author wants to
contribute to reducing academic procrastination by designing a digital interactive book. The
data for the materials will be gathered using qualitative methods, including a literature review
and in-depth interviews with experts including a psychologist, a Ul/UX designer, and related
target users. The finished output will be evaluated and tested to establish whether the digital
interactive self-development book is an effective tool for addressing the research topics. The
findings indicate that digital interactive book media can deliver an enjoyable reading
experience for the target audience. The audience seems to enjoy the material delivered, with
positive remarks and reactions to the digital book. They were also able to accurately answer
practically all questions about the digital book material.

Keywords: Procrastination, Academic Procrastination, Digital Interactive Book, Gen Z
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