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Abstrak: Urgensi pengabdian ini terletak pada perkembangan teknologi digital 
yang telah mengubah pola belajar anak, termasuk pada anak usia dini. Banyak 
pendidik yang belum sepenuhnya memanfaatkan teknologi dalam proses 
pembelajaran. Pengabdian kepada Masyarakat ini difokuskan pada peran guru dan 
keterpahaman guru dalam penerapan dan penggunaan media digital dalam 
pembelajaran di TK di lingkungan IGTKI Tasikmasdu Karanganyar. Metode yang 
digunakan berupa deksriptif kualitatif dengan tahapan yang sistematis mulai dari 
sosialisasi kepada beberapa sekolah TK, pelatihan aktualisasi permainan edukatif 
digital, penerapan teknologi dalam penggunaan permainan edukatif digital, 
pendampingan dan evaluasi, diakhiri keberlanjutan program pelatihan aktualisasi 
game edukatif digital ABC Kids pada IGTKI Tasikmadu Karanganyar. Pelaksanaan 
Pengabdian kepada Masyarakat terdiri dari beberapa tahap yaitu observasi, 
sosialisasi; pelatihan; dan evaluasi. Data diperoleh dengan Teknik observasi dan 
penyebaran angket. Penguatan kemampuan literasi di usia dini melalui pendekatan 
yang menarik dan inovatif berdasarkan aktualisasi game edukatif digital ABC Kids 
menjadi sangat penting untuk mempersiapkan anak menghadapi tantangan global 
melalui peningkatan kemampuan membaca dan berhitung. Pelatihan ini bertujuan 
untuk memberikan pemahaman dan keterampilan kepada para pendidik di IGTKI 
Tasikmadu Karangnyar mengenai pemanfaatan permainan edukatif digital ABC 
Kids sebagai media pembelajaran yang menyenangkan dan efektif dalam 
meningkatkan budaya literasi baca hitung pada anak usia dini. Hasil pengabdian 
menunjukkan dampak yang positif dalam pembelajaran baik bagi guru maupun 
anak dengan hasil survey sebagai berikut 82% guru paham, 90% guru terampil 
dalam mengoperasionalkan, 87 guru telah mengimplementasikan, dan 88% hasil 
pembelaran memenuhi KKM. 
 
Kata Kunci: permainan edukatif, digital, anak usia dini 
 
Abstract: The urgency of this service lies in the development of digital technology 
that has changed children's learning patterns, including in early childhood. Many 
educators have not fully utilized technology in the learning process. This Community 
Service is focused on the role of teachers and teachers' understanding in the 
application and use of digital media in learning in kindergartens in the IGTKI 
Tasikmasdu Karanganyar environment. The method used is in the form of 
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qualitative descriptive with systematic stages starting from socialization to several 
kindergarten schools, training on the actualization of digital educational games, the 
application of technology in the use of digital educational games, mentoring and 
evaluation, ending with the sustainability of the ABC Kids digital educational game 
actualization training program at IGTKI Tasikmadu Karanganyar. The 
implementation of Community Service consists of several stages, namely 
observation, socialization; Training; and evaluation. Data was obtained by 
observation techniques and questionnaire distribution. Strengthening literacy skills 
at an early age through an interesting and innovative approach based on the 
actualization of ABC Kids digital educational games is very important to prepare 
children to face global challenges through improving reading and numeracy skills. 
This training aims to provide understanding and skills to educators at IGTKI 
Tasikmadu Karangnyar regarding the use of ABC Kids digital educational games 
as a fun and effective learning medium in improving literacy culture in early 
childhood. The results of the service showed a positive impact on learning for both 
teachers and children with the following survey results 82% of teachers understood, 
90% of teachers were skilled in operationalizing, 87 teachers had implemented, and 
88% of the results of the presentation met the KKM. 
 
Keywords: educational games, digital, early childhood 

 

Introduction 

Community service will be carried out at partner locations aimed at the IGTKI 

Tasikmadu Karanganyar Early Childhood Education Institution. IGTKI (Indonesian 

Kindergarten Teachers Association) Tasikmadu Karangnyar is an organization engaged in 

early childhood education (PAUD) which has members consisting of teachers at the 

kindergarten (TK) level and other Early Childhood Educators. The location of IGTKI Tasikmadu 

is located in Karangnyar, Central Java, which has the characteristics of a rural area with the 

majority of the population working as farmers, traders, and informal sector workers. The 

existence of partners in this research and service focuses on the IGTKI Tasikmadu Early 

Childhood Education Institution which plays an important role in improving the quality of early 

childhood education in the region. IGTKI has great potential to become an agent of change in 

improving the quality of children's education in this region. The organization consists of about 

70 teachers spread across various kindergartens 
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(TK) in the Tasikmadu area. Although most educators already have an adequate 

educational background, most still do not make optimal use of technology in learning. This 

affects the interest in participating in the learning process at school as the basis for the 

formation of a literacy culture of reading and numeracy (1,2). 

Geographically, Tasikmadu Karangnyar is an area located in a mountainous area with 

good road access to the city center, but sometimes internet access and information technology 

are still limited in some rural areas. Most of the people in this region are farmers and laborers 

who work in the agricultural and trade sectors. Educational conditions that affect the future of 

the family start from early childhood education. The majority of people send their children to 

kindergarten and family planning in the Tasikmadu area according to the location closest to 

home. It is hoped that people will have better access to education and be ready to face global 

challenges (3,4). The people of Tasikmadu generally have a very thick culture of mutual 

cooperation, which can be social capital in the implementation of the ABC Kids digital 

educational game actualization training program at IGTKI Tasikmadu Karanganyar. However, 

the challenge faced by the community is limited access to educational technology that can 

support the learning process, especially among early childhood children. This is motivated by 

an uneven educational history, the potential to develop technology-based resources in the era 

of globalization is also not possible. Therefore, the community chose to anticipate this situation 

by alternatively choosing to send their children to kindergarten and family planning in the 

Tasikmadu area under the auspices of IGTKI. Although there are some schools that have 

begun to integrate technology in learning, this is not even and most are still using conventional 

learning methods. This situation is the basis for the implementation of this research and 

service. 

At the Early Childhood Education level in Tasikmadu, the dominant learning method 

used is the conventional method that relies more on physical teaching aids and print media. 

Many teachers still have difficulty integrating technology in learning, although on the other 

hand, early childhood children are currently exposed to digital technology quite rapidly through 

various platforms and applications available. Education in this region faces major challenges 

in improving the quality of children's literacy (5,6). Most children in these regions do not get 

enough access or support to develop their literacy skills. This literacy education is very 

important, considering that early childhood is a golden period in their cognitive, language, and 

social development. Therefore, a more innovative approach is needed in teaching literacy by 

utilizing the development of digital technology. 

Some of the main problems faced by IGTKI Tasikmadu and the local community related 

to early childhood education are the limited use of technology in learning which is characterized 

by the majority of teachers who are not familiar with the use of digital technology in the learning 

process, especially in the use of ABC Kids digital educational games. In addition, there are 

limitations of devices and internet access that are obstacles to the optimal use of technology. 
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The limitations of teachers' skills in using educational digital media are characterized 

by the phenomenon that teachers have an understanding of the importance of technology in 

education, but educators still find it difficult to operate digital devices and utilize them in 

interactive learning. Low literacy culture in early childhood Although most of the regions have 

begun to recognize letters and numbers, their numeracy skills are still relatively low when 

compared to the expected standard (7,8). This is due to the lack of activities that prioritize the 

development of literacy in a fun and interesting way at school. The lack of training and 

mentoring for teachers has resulted in teachers in this region urgently needing training that 

suits their needs, especially related to the use of digital educational games that can improve 

the quality of early childhood learning (9,10). This step is sought to meet and develop 

educational potential by utilizing technological and information advancements. Based on the 

analysis of the situation and conditions at partner institutions, a gap was found, that the reality 

reflects the lack of technology-based education at the early childhood level (11,12). This 

training program has great urgency in improving the quality of early childhood education in 

Tasikmadu Karangnyar. 

In order to answer these needs theoretically and practically, this training will focus on 

the use of ABC Kids digital educational games to improve reading and numeracy literacy in 

early childhood. Digital educational games can be a very effective means because in addition 

to being fun, they can also accommodate various children's learning styles and provide a more 

interactive and meaningful learning experience in accordance with the early childhood thinking 

development process (7,13). The use of technology in early childhood learning is expected to 

have a positive impact, both in mastering reading and numeracy literacy skills, as well as in 

increasing children's creativity and problem-solving skills which are marked by meticulousness 

in reading and counting without experiencing significant difficulties (14,15). By using the ABC 

Kids digital educational game application, teachers will be able to teach basic reading and 

counting concepts in a more interesting and easy-to-understand way for children. 

The expected goal of completing the service research at IGTKI Tasikmadu 

Karanganyar is that teachers at IGTKI Tasikmadu have a high commitment to improving the 

quality of education. Teachers have openness to innovation even though there are limitations 

in terms of facilities, teachers at IGTKI Tasikmadu are open to various innovations and training 

that can improve their skills, especially in the use of educational technology in the ABC Kids 

digital educational game. With this potential, the planned training will greatly contribute to the 

development of early childhood education in Tasikmadu Karangnyar, which can ultimately 

help improve the literacy culture of early childhood in the region which will later become a 

supporting agent for the fulfillment of superior and creative human resources in the future. 

 

Method 

Research methods and community service related to actualization training digital 

based ABC Kids educational games to improve literacy culture reading and numeracy at IGTKI 

Tasikmadu Karanganyar are carried out in various stages that are systematically designed 

including; observation, socialization; Training; and evaluation. The distribution of the 

questionnaire was carried out to find out the understanding, use skills, implementation of Kids 

educational game media and evaluation. The observation stage is carried out to identify the 
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learning media that has been used. The socialization stage aims to provide an initial 

understanding to partners about the goals, benefits, and implementation of digital educational 

game actualization training programs. The Training Stage is at the core of this program, aiming 

to improve teachers' understanding and skills in utilizing ABC Kids digital educational games 

in early childhood. The evaluation stage was carried out to determine the understanding, 

implementation, and impact of digital media utilization in learning in kindergartens in the IGTKI 

Tasikmadu environment. The method used was the distribution of questionnaires with relevant 

questions as well as the criteria of SS (Strongly Agree), S (Agree), CS (Strongly Agree), TS 

(Strongly Disagree), and STS (Strongly Disagree). 

 

Result 

This socialization activity involves delivering program information to all Kindergarten 

partners/teachers through online meetings. This activity is carried out with the role of 

competent human resources from the Postgraduate lecturer of the Master of Indonesian 

Language Education at Veteran Bangun Nusantara University who have expertise in the field 

studied in this research and service activity. The steps in the socialization stage include; 

Coordination with partners from several schools under the auspices of IGTKI Tasikmadu 

Karanganyar. The initial meeting with the management of IGTKI Tasikmadu was held to 

explain the details of the ABC Kids digital educational game actualization training program to 

improve the literacy culture of counting and reading in early childhood. The discussion focused 

on the schedule of activities, technical needs, and teachers' expectations. Presentation of the 

purpose and benefits of ABC Kids' digital educational game actualization training program to 

improve literacy culture of numeracy and reading in early childhood. An explanation of the 

importance of using digital media in the ABC Kids digital game in improving literacy in early 

childhood is delivered in a simple way so that it is easy to understand. Receiving suggestions 

and input from partners at research and community service sites. IGTKI teachers and 

administrators are actively involved in providing feedback and agreeing on the implementation 

of the program. 

The steps of the training program include theoretical material. Teachers were given 

material on the concept of digital literacy in early childhood, the importance of digital 

educational games such as ABC Kids in improving reading and numeracy skills, and the 

principle of choosing learning media that is appropriate for children's age. Direct practice with 

the ABC Kids digital educational game website system by installing and operating the ABC 

Kids, demonstration of application features for reading and counting activities, and simulation 

of learning scenarios using applications. Group discussion on ABC Kids digital educational 

game actualization training to improve literacy culture of numeracy and reading in early 

childhood. Teachers are grouped to discuss and share ideas on how best to integrate digital 

media into learning. Teachers actively participate in hands-on practice and group discussions, 

and are motivated to ask questions and provide suggestions. 

The steps taken in the process of applying technology based on research and service 

include, the integration of the ABC Kids digital educational game application in early childhood 

learning. Teachers develop learning plans based on the ABC Kids application. The preparation 

of the learning plan is directed to apply digital technology in helping children learn to read 
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letters, spell words, and perform simple counting operations. Data collection on the 

implementation of the ABC Kids digital educational game actualization training program to 

improve literacy culture of counting and reading in early childhood. Teachers are asked to 

document teaching and learning activities that use applications, such as photos, videos, or 

reflection notes that are sustainable. Teachers are fully responsible for the implementation in 

the classroom, supported by the implementation team to monitor progress and provide 

technical assistance. 

 

Table 1. Results of Observation of ABC Kids Learning Media Understanding 

ASPECTS 
YIELD (%) 

SS S CS TS STS 

I understand the basic 

concept of ABC Kids 

learning media 

32 50 18 0 0 

I know the benefits of 

using ABC Kids media in 

early childhood learning 

41 41 18 0 0 

I get operate ABC Kids 

media well 

27 50 23 0 0 

ABC Kids media is easy to 

integrate with the learning 

methods I use 

27 59 14 0 0 

Average 31,75 50 18,25 0 0 

From the survey conducted, the results of Agree got the most average with a percentage of 

50%, the average respondent answered Strongly Agree 32%, and Quite Agree got an average 

result of 18%. 

 

Table 2. ABC Kids Media Usage 

ASPECTS 
YIELD (%) 

SS S CS TS STS 

I feel interested in using 

ABC Kids media in the 

learning process 

23 68 9 0 0 

The use of ABC Kids 
makes learning more 
engaging 

for children 

27 64 9 0 0 

I believe that ABC Kids 

media can improve 

children's learning outcomes 

18 77 5 0 0 

I am willing to continue 
learning and develop ability 
to use ABC Kids 

14 68 18 0 0 

Average 20,5 69,25 10,25 0 0 
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From the four diagrams above, it can be concluded that the majority of respondents answered 

Yes with an average percentage of 70%. Strongly Agree gets an average of 20% answers, 

and Strongly Agree an average of 10%. 

 

Table 3. Application of ABC Kids Learning Media in Learning 

ASPECTS 
YIELD (%) 

SS S CS TS STS 

I have applied ABC Kids 
media in teaching and 
learning activities in 

class 

14 68 18 0 0 

Kids show enthusiasm 

when I use ABC Kids 

media 

23 63 14 0 0 

ABC Kids Media helped 
me in explaining the 
teaching material more 

effective 

18 73 9 0 0 

I experienced ease in 
accessing and downloading 
contents from the ABC Kids 

18 73 9 0 0 

Average 18,25 69,25 12,5 0 0 

The results of the survey in the statement "The Application of ABC Kids Learning Media in 

Learning" obtained the following average results: Strongly Agree 18%, Agree 69%, and Fair 

13%. 

 

Table 4. Evaluation and Impact of ABC Kids Media Use 

ASPECTS 
YIELD (%) 

SS S CS TS STS 

ABC Kids Media increases 

children's active 

participation in learning 

23 68 9 0 0 

ABC Kids Media makes it 

easier for teachers to 

create interactive learning 

23 68 9 0 0 

I recommend the use of 

ABC Kids media to other 

teachers in my PAUD 

district 

18 64 18 0 0 

Average 21,33 66,66 12 0 0 

From the graph above, the statement "Evaluation and Impact of ABC Kids Media Use" can be 

summarized as follows: Strongly Agree gets an average of 21%, Agree gets an average of 

67%, and Strongly Agree 12%. 
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Discussion 

Based on the results of a survey conducted in Community Service (PkM) activities at 

IGTKI Tasikmadu District, Karanganyar Regency, it can be concluded that kindergarten 

teachers in the environment show a positive attitude towards the use of ABC Kids learning 

media. The majority of respondents stated Agree at 64%, followed by Strongly Agree at 23%, 

and Strongly Agree at 13%, for various statements that include understanding, attitudes, 

application, and the impact of the use of these media in early childhood learning. The findings 

of this survey show that ABC Kids learning media has the potential to be an effective and 

interactive tool in the early childhood learning process, and deserves to be recommended for 

wider use in other PAUD institutions. 
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