
 

 

 

 

 

 

 

 

 

 

 

 

 

Young children of today can listen /read storybooks by using e-books.  

  

Childrenôs e-book sales in many countries is growing steadily.   

What is the quality of these e-books for supporting language and early literacy?  

The question is not new. deJong and Bus (2003) researched it more that 10 years ago on 

Dutch childrenôs e-books. 

Korat & Shamir (2004) followed it by researching Hebrew e-books. 

Conclusion: E-book features do not provide good support for language and literacy 

enrichment.  

Animations provided a medium-low level of support.  

Animations and games were not relevant to the story line and could serve as a distraction.  

Better e-books for young children were needed. 

E-books not only for amusement, but also for language, story comprehension, and early 

literacy support.  
  



Ten Years After 
·2004-2014 

·Studies 

·Conferences, international workshops 

·Educational implications for educators and e-book 
designers 

 

·What is the quality of e-books for young children of today?   

 



 

Method  

33 e-books (16 in Hebrew and 17 in English) that were available on the internet in Sep.2014.  

E-book 3 to 8 years old 

Oral reading by a narrator along with written text 

Assumption: Children before school age or school beginners may benefit from the written text in the e-book, 

especially when it is highlighted.  

5 Israeli companies were available on the market., all of them were included.  

 3 to 4 e-books were randomly selected from each one.  

Since the English market is much richer, we included 10 leading companies.  

1 to 2 e-books were randomly selected from each company.  



Multimedia 
additions 

Animations  

HS 
Games 

Verbal support 

Text 
Processing   

 

F/B screens  

Text highlighting 

Text re-reading 

Music background 

Mute-text reading 

Mute ï music 

Mute all 

  

 



Coding 

 Each category was rated whether the option was available in the e-book or not: Yes = 1, No = 0.  

Automatic dynamic visuals. Animations that appear automatically without activation by the user.  

A sound of breaking glass, laughter of one of the figures. 

Hotspots on illustrations . Specific areas on the screen that present sounds, animations, or both when 

the user clicks on them.  

Example: The e-book The Beat Monsters (Rubinger, 2010) tells about a green monster, who plays the 

contrabass. When the child clicks on the green monster, it starts to play the contrabass.        

 



Games are play activities that are not related directly to the story. 

They can appear in the story channel or in different one.  

Example: a puzzle of pictures or a matching game of a written word and its picture. 

  

5 games were randomly selected from each e-book, and the level of its support to 

the story content was evaluated as follows:  

  

1=The game is not related to the story's content at all (e.g., the game uses a puzzle 

of figures, which are not part of the story content) 

2=The game partially supports the story content (e.g., the game includes one or two 

figures or elements of the story, but also others that are not related) 

3= The game very clearly includes figures or elements of the story and supports 

its content.  



Support level of multimedia additions (DV and HS ) 

 

The quality of automatic dynamic visuals and HS as a support 

for childrenôs story comprehension was rated on a 1 to 3 scale.  

 

5 random screens from each e-book  

were included. Automatic  

visuals or hotspots that appeared  

on these 5 screens were evaluated  

using this scale.  



 

 

 

 

Examples for coding 

 

The story The Beat Monsters (Rubinger, 2010) tells about a monster who conducts an orchestra. Clicking on a cat 

that appears on the screen causes it to moan. The catôs moaning is not related to the storyôs content, and could 

distract the child from the storyline. This hotspot would receive 1 point.  

 

In the same e-book, one of the screens tells about the green monster, who plays the contrabass. Clicking on the 

green monster provides the sound of a contrabass, but without showing the musical instrument itself. This is a 

partial support of the content and would receive 2 points. 

 

In the story Hot Corn (Rot, 1978), the narrator tells about the child Ophir who goes out to the street and sings a 

song and uses the drum. He says: "bim bam bam tiras ham" (bim bam tiras ham (hot corne). Clicking on Ophirôs 

figure makes his figure start to sing and use the drum accordingly: "bim bam bam tiras ham". This was regarded as 

a support of the content and received 3 points.  

 

Reliability of the rating of support level was based on eight of the e-books (24%) that were evaluated by two 

independent coders. Reliability was significance was high.   

 

 
  

 



 Book processing  Total 

(n=33) 

Hebrew  

(N =16) 

English (N=17) 

  

df ɢ2 

Background Music 

 
60.60 

 

75.00 

 

47.00 

 

1 

 

.10 

 

Highlighted text   

 
78.80 

 

88.20 

 

68.80 

 

1 

 

.17 

 

Muting narrator's reading 97.00 100.00 94.00 1 .35 

Muting background music 60.60 75.00 47.10 1 .10 

Muting all 72.40 66.70 78.00 1 .47 

Different languages 9.10 00.00 17.60 1 .07 

Different story levels 6.10  0.00 11.80 1 .15 



Total 

(N=33) 

 

Hebrew 

(N=16) 

 

English 

(N=17) 

 

df ɢ2 

 

Automatic animations    69.70 62.50 76.50 1 .38 

Hotspots on illustrations   81.80 100.00 64.70 1       .001** 

Dictionary/word 

explanation  
  18.20 12.50 23.50 1 .41 

Games In story 27.80 00.00 55.60   

2 

  

.01* 
  Outside story 34.50 25.00 44.40 

Multimedia additions  



    Total 

(n=33) 

Hebrew 

(n=16) 

English 

(n=17) 

t 

Automatic visual  Number per screen 1.90 

(1.37) 

1.26 

(2.07) 

2.52 

(0.68) 

    2.06** 

  Support level (1-3) 2.24 

(0.49) 

 74% 

2.21 

(0.58) 

73% 

2.48 

(0. 40) 

82% 

1.32 

Hotspots Number per screen 

  

4.75 

(3.78) 

5.93 

(5.17) 

3.58 

(2.40) 

 1.40* 

  Support level 

(1-3) 

2.76 

(0.28) 

92% 

2.67 

(0.32) 

89% 

2.85 

(0.25) 

95% 

1.53 

Games  Number in e-book 2.52 

(4.05) 

0.87 

(1.66) 

4.17 

(6.44) 

   1.98** 

  

  

  

Support Level  

Support level of games  

in e-book 

 (1-3) 

2.29 

(0.58) 

76% 

2.55 

(0.50) 

85% 

2.04 

(0.66) 

68% 

1.14 

Support level of games out 

of e-book 

(1-3) 

2.43 

(0.37) 

81% 

2.12 

(0.25) 

70% 

2.75 

(0.50) 

91% 

2.23 



 

Conclusions: 

E-books for todayôs children seem to be of better quality than 

those, that were on the market ten years ago.  

We assume that the idea of "less is more" in terms of the number 

of automatic animations and hotspots, which are more limited 

in their design, are perhaps a result of greater awareness to 

learning processes of young children in story listening or reading.  

 

Quality of content of these multimedia additions are related 

more closely to the story ideas, thus increasing the chances 

for children to better comprehend the stories.   
 
 
 
 
 
 
 



Very few e-books include a dictionary or other device to 

support difficult word explanation. 

  

In our studies in which dictionary support was incorporated in 

the e-books, we found significant receptive and expressive 

word learning (Korat & Shamir, 2012; 2014). 

  

Since vocabulary support, especially in the early years, is 

crucial for later reading, this option is missed by e-book 

designers. 

 

E-books with different levels of story, with the same story in 

different languages and with no games in e-books are 

recommended.     
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 Disadvantages  Advantages 

 
 Only 60% of the e-books allow re-reading.   Screen F/B  

 

 Less than half of the e-books have different levels of  

text.  

Few animations 

 

Very few present the same e-book in different languages. 

  

Few hot spots 

 

Around 60% have background music, and only 70% of 

them have the option to mute this music.  

Highlighted text synchronically with the reading.  

Highlighted text is at the word level. 

  

  Muting the narrator's reading��
   

 ��Few games 

 ��The-books have 17 screens. 

��
 ��  

Book processing  


