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Abstract: This research aims to improve early literacy skills in children aged 4-5 years at PAUD 

Yasmin through the use of games. Finding Letter". The action research method was used by 

involving 15 children (8 girls and 7 boys) at PAUD Yasmin. In the first cycle, the success rate 

reached 70%, with 4 children who had not yet reached the success criteria. In the second cycle, the 

success rate increased to 85%, with 2 children still making mistakes in the alphabetical order but 

achieving the set success rate of 80%. Data was collected through observation, tests, and 

interviews. Research findings show that the use of games " Finding Letter" significantly improve 

children's early literacy skills. The implications of these findings emphasize the importance of 

utilizing educational games to improve early literacy skills in childhood. 
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INTRODUCTION  

The importance of early literacy in early childhood is widely recognized as a key 

foundation in their literacy development. PAUD Yasmin has become the center of attention 

in strengthening the early literacy of children aged 4–5 years. One approach that can be 

used is through educational games, such as Game Finding Letter, which have great 

potential to improve early literacy skills. Early literacy itself is a basic reading and writing 

ability, including the recognition of vowels and consonants in early childhood (Amini, 

2016; Listriani, Hapidin, & Sumadi, 2020). This ability is important to be built from an 

early age because it will affect children's cognitive, social, and personal development in the 

future. 

In class A, it was found that children had difficulty recognizing letters, writing 

letters, and arranging letters into words. During the implementation of learning, PPL 

students have tried to provide treatment related to early literacy by using various 

interactive games. Through interactive games, children are invited to be more enthusiastic 

in recognizing letters, arranging letters to form words, arranging puzzles accompanied by 

music, and group games in arranging letters. Based on this background, the author took 

the title of the research "Improving Children's Literacy Through Game Finding Letters in 

Children Aged 4–5 Years in Group A PAUD Yasmin Jember." 

https://journal.mgedukasia.or.id/index.php/jips
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The formulation of this research problem is how to improve the early literacy of 

children aged 4–5 years in group A PAUD Yasmin Jember. The benefit of the research is to 

find out the extent to which Game Finding Letter can play a role in the development of 

children's early literacy skills. This game is considered to be able to provide significant 

benefits because children can improve letter recognition in an interactive and fun way. 

Through these activities, children can better recognize letters, distinguish similar letters, 

and understand the relationship between uppercase and lowercase letters. In addition, the 

game also helps to strengthen eye and hand coordination, improve concentration, and 

expand vocabulary comprehension. By providing fun learning, Game Finding Letter can 

encourage motivation to learn while building a strong foundation for early literacy. 

Early literacy skills play an important role in the development of preschool-age 

children. At the age of 4–5 years, children are at a sensitive time to develop reading and 

writing skills. Glen in Ahmad (2012) states that reading is more effective at the age of four 

than at the age of five, even three-year-olds tend to learn more easily than four-year-olds. 

However, the earlier the child's age, the greater the demand for patience from parents and 

teachers in guiding them. 

One of the aspects that is important to develop from an early age is language. 

Permendikbud Number 137 of 2014 concerning National Education Standards emphasizes 

that aspects of language development include the ability to understand, express language, 

and literacy. The introduction of reading and writing can be done through a play approach 

that is tailored to the child's developmental stage. Literacy is defined as the ability of 

children to know and understand the relationship between the shape and sound of letters, 

so that they can recognize and interpret the symbols of the script (Darjowidjojo, 2003). 

Thus, the stimulation of letter recognition is an important stage in early childhood 

language development. 

Children who are able to recognize and pronounce the letters of the alphabet a–z 

generally have fewer difficulties when learning to read than children who do not know 

them. In accordance with the Child Development Achievement Level Standard (STPPA) in 

Permendikbud No. 137, literacy at the age of 4–5 years includes recognizing symbols, 

animal sounds or objects around, making meaningful doodles, and imitating writing and 

pronouncing the letters A–Z. Thus, knowing literacy is the ability of children to know and 

understand the signs of letters in the alphabet grammar a–z which symbolize the sound of 

language and the shape of the letters. In this study, knowing literacy is defined as 

children's understanding of the letters of the alphabet, the ability to read words, imitate 

simple writing, and the recognition of syllables. 

Dickinson and Tabors (2001) divide the stages of early literacy development into 

three. First, the early stage, where children begin to develop phonological awareness, 

recognize letters, and understand that letters can form words. Second, the advanced early 

stage, when children are able to distinguish the beginning and end sounds in words and 

understand the relationship between sound and letters more deeply. Third, the modeling 

stage, where children begin to use the knowledge of letters and sounds to read and write 

independently, and are able to recognize word patterns and structures. Marie Clay also 

stated the stages of literacy development, namely the pre-alphabetic stage, the alphabetic 

stage, and the confirmative stage. In the pre-alphabet stage, children are already involved 

in simple reading and writing activities, even though they do not understand the 

relationship between letters and sounds. The alphabetic stage is characterized by the 

ability to recognize letters and the sounds of letters. Meanwhile, the confirmative stage is 

characterized by a more systematic phonetic analysis strategy in reading words. 

Vygotsky through the theory of social interaction asserts that the development of 

children's literacy occurs through the guidance of adults or more competent peers. The 

concept of the Proximal Development Zone (ZPD) is an important basis for children to 

develop more optimally when receiving social support (Setyowati & Hendayana, 2019). In 

this context, interactive games such as Game Finding Letter are an effective vehicle to 

facilitate such social interactions. 
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Interactive games allow children to be actively involved in the game, control the 

characters or elements of the game, and make decisions that affect the outcome of the 

game (Fiftin, 2008). Clontz (2018) added that one type of word puzzles in language games 

is able to train children's knowledge in recognizing letters and words. In Game Finding 

Letters, the letters are displayed in interesting forms such as simple pictures or phrases. 

Children are challenged to find the requested letters, either by composing or searching for 

missing letters, using physical movements, music, and visual media. The main goal of the 

Letter Finding Game is to train children in recognizing and distinguishing letters, so that 

they gain an initial understanding of the writing system. Through this game, children can 

improve visual perception, concentration, and observation skills. Thus, Game Finding 

Letter is not just a game, but also an educational means that is able to prepare children for 

more complex reading and writing skills.  

METHODS 

This study uses a classroom action research (PTK) approach. The PTK method was chosen 

because it is in accordance with the research objectives, which are to improve the practice 

of early literacy learning in early childhood through planned, structured, and repetitive 

activities. PTK is basically a research activity that is carried out in the classroom or outside 

the classroom, provided that there is a group of children who learn and observe the 

process and results. In the context of this research, PTK provides an opportunity for 

teachers and researchers to try new strategies in learning, then observe the impact of 

these actions directly on children's development. 

According to Arikunto (2015), PTK can be interpreted as research that involves 

observing the causes and effects of a treatment given, as well as documenting the entire 

process that occurs from the beginning of treatment to obtaining a certain impact. PTK 

does not only stop at the provision of treatment, but also emphasizes reflective analysis, so 

that teachers can correct the weaknesses of the previous cycle. In line with that, Asrosi 

(2009) explained that a research plan is a series of activities that are systematically 

prepared by teachers to achieve research objectives. The plan includes the selection of 

methods, planning action steps, determining data collection techniques, and analyzing and 

interpreting research results. 

Furthermore, Arikunto (2015:42) emphasized that the PTK model generally consists 

of four main stages, namely planning, implementation, observation, and reflection. These 

four stages are carried out sequentially and repeatedly in the form of cycles. Through this 

cycle, the researcher can improve the quality of the action at the next stage until the 

desired result is achieved. Thus, the design of PTK can be understood as a set of systematic 

activities carried out by teachers and researchers to improve the quality of learning. 

The subjects of the study were group A children at the Yasmin Early Childhood 

Laboratory School in Jember. The selection of this subject was based on the consideration 

that some children of group A still showed limitations in the aspect of early literacy. They 

have difficulty in naming letters, showing letters, connecting letters with pictures, and 

arranging letters according to instructions. This condition shows the need for more 

innovative and fun learning improvement efforts, one of which is through the use of Game 

Finding Letters. 

The number of children studied was 15 people, consisting of 7 boys and 8 girls. This 

composition allows researchers to obtain a sufficient picture of the diversity of early 

literacy abilities of children aged 4–5 years. The research was carried out at the Yasmin 

Early Childhood Education Laboratory School in Jember which is located at Jalan Karimata 

No. 49, Sumbersari Village, Jember Regency. The selection of this location was also 

considered because the school has adequate facilities to support the implementation of 

educational game-based learning. 

Observation guidelines are used to observe children's early literacy skills during 

learning activities. This instrument is prepared in the form of an observation sheet or 
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checklist with clear indicators. The aspects observed included four early literacy skills: (1) 

the child was able to arrange the letters according to the instructions, (2) the child was 

able to show the letters asked, (3) the child was able to say the letters that had been 

arranged, and (4) the child was able to connect the letters with his partner. Each indicator 

is given a simple assessment criterion, namely "emerging" or "not emerging", to make it 

easier for researchers to assess children's skills objectively. 

In addition to observation, the researcher also uses documentation as a data 

collection instrument. Documentation is carried out by recording, storing, and selecting 

data that is relevant to the implementation of actions. Documentation data is in the form of 

photos of children's activities, teachers' activities, and children's works during the activity. 

This document was obtained by using an adequate mobile phone camera to record visual 

evidence of the activity. The documentation functions to complement the observation 

results as well as supporting data for the validation of research results. In the planning 

stage, the researcher prepared a learning scenario that focused on the use of Game Finding 

Letters. This game was chosen because it is considered to be able to attract children's 

attention, increase motivation, and facilitate early literacy mastery. The researcher also 

prepares observation instruments and documentation guidelines, as well as sets success 

indicators to be achieved. 

The implementation stage is carried out in accordance with the plan that has been 

prepared. Teachers carry out learning activities by presenting the Game Finding Letter 

game. Children are invited to arrange the letters according to the instructions, look for the 

requested letters, and connect the letters with the appropriate pictures. The activity is 

carried out interactively with a play-while learning approach, so that children can be more 

enthusiastic about participating in learning. At the observation stage, researchers and 

collaborators recorded the child's behavior and ability using the observation sheets that 

had been provided. Observational data were collected to find out the extent to which early 

literacy indicators appeared in each child. Observations are made directly during the 

learning process, so that the data obtained is more accurate and real. 

The reflection stage is carried out after the implementation of actions in each cycle. 

The researcher and collaborators analyzed the data collected, both from observation 

results and documentation. Reflection aims to identify successes and obstacles that arise 

in the cycle. If the success indicators have not been achieved, the researcher makes 

strategic improvements in the next cycle. Reflection also helps teachers to assess the 

effectiveness of Game Finding Letter in improving children's early literacy. 

Through this calculation, researchers can find out the level of achievement of 

children's early literacy classically. The results of the analysis are then compared with the 

standard of success that has been set. The criteria for research success are determined 

based on the standards that apply in the institution. This research is declared successful if 

at least 80% of the number of children has achieved learning completeness in the early 

literacy aspect. Indicators that are benchmarks for success include the ability to name 

letters, show letters, connect letters with pictures, and arrange letters according to 

instructions. If most children manage to achieve these indicators, then it can be concluded 

that the use of Game Finding Letter is effective in improving children's early literacy. 

The number of cycles carried out adjusts to the needs of the research. If the results 

in the first cycle have met the success criteria, then the research can be stopped. However, 

if the target has not been achieved, the research will continue in the next cycle with 

improvements based on the results of reflection. The flexibility of this number of cycles is 

in accordance with the characteristics of PTK which emphasizes continuous improvement 

based on the results of reflection at each stage. With the PTK approach, researchers can 

directly observe the development of children's skills from cycle to cycle, as well as reflect 

and improve strategies on an ongoing basis. The use of observation guidelines and 

documentation provides complete and valid data, while the analysis of the percentage of 

completeness allows the researcher to assess the achievement objectively. The 
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determination of a success criterion of 80% is a clear benchmark for the success of the 

research. 

RESULTS 

This research was carried out on Monday, May 8, 2023, with a total of 15 subjects, 

consisting of 7 boys and 8 girls. Initial data was obtained through a preliminary study with 

classroom teachers. From this information, it is known that out of a total of 15 children, as 

many as 7 children showed early literacy skills that were still not optimal. These 

shortcomings can be seen in several indicators, such as difficulty in mentioning the letters, 

showing the letters in question, and arranging the letters correctly. Based on these initial 

conditions, the researcher felt the need to carry out corrective actions in the form of 

Classroom Action Research (PTK) to improve children's early literacy skills through the 

use of Game Finding Letters. 

The implementation of the research was carried out in several cycles. Each cycle is 

designed to provide treatment through educational games that are interactive, with the 

hope of gradually improving early literacy skills. Cycle I was held on Monday, March 13, 

2023, with the learning topic "Welcoming Ramadan." At this stage, the researcher 

designed two forms of games using Game Finding Letters in the form of letter puzzles. The 

rules of the game are that children are asked to put together a letter puzzle according to 

the example while accompanied by music. When the music is playing, children should 

follow the movements as shown in the video. After the music stops, they are allowed to 

continue putting together the puzzle that has begun. 

The implementation of the game in cycle I showed a fairly good response. The 

children seemed more enthusiastic and enthusiastic about participating in the activities. 

They enjoy a mix of movement, music, and letter-composing activities. However, there are 

still several obstacles that need to be observed. Some children still make mistakes, such as 

placing the letters upside down or mispositioning. There are even children who cry when 

they lose a game because they are not used to receiving defeat. This shows the need to 

improve game strategies so that children are better prepared to accept consequences and 

understand the rules of the game clearly. 

Based on the results of observations, it is known that learning through Game Finding 

Letter in cycle I has not fully succeeded in achieving the specified target. The percentage of 

children's success in meeting the early literacy indicators only reaches 70%. Of the 15 

children, there are still 5 children who have not been able to understand the commands 

properly and made mistakes in arranging the letters. Because this study set a success 

standard of 80%, it can be concluded that the results of the first cycle have not met the 

expected success criteria. Another factor that affects is that observation in cycle I is only 

carried out once, so the opportunity for children to practice is still limited. Therefore, the 

researcher decided to continue to cycle II by making a number of improvements to 

learning strategies. 

Reflection from cycle I is the basis for compiling improvements in cycle II. One of the 

weaknesses in cycle I is the rules of the game that children do not fully understand and 

there is a feeling of not being ready when losing. Therefore, in cycle II, the researcher 

decided to make a game in the form of a group so that children are more motivated, feel 

safer, and learn to work together. Cycle II will be held on Monday, May 15, 2023. At this 

stage, the researchers free the children to choose their own group mates, so they are more 

comfortable working together. Each group consists of 5 children. The researcher prepared 

two main types of games, namely letter puzzle games and letter relay games. In the letter 

puzzle game, children are asked to arrange the letters according to the example together 

in a group. Meanwhile, in the letter relay game, children take turns carrying letters from 

one point to another to be arranged into the right words. 

The implementation of games in groups has proven to be more effective. Children 

look more enthusiastic, enthusiastic, and able to work well together. The results of 
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observations showed a significant increase. Out of 15 children, only two still put the letters 

upside down. In addition, in cycle II there were no children who cried because they lost. 

Children can better accept the rules of the game, understand the instructions given by the 

teacher, and learn to deal with the consequences more maturely. The success percentage 

in cycle II reached 85%. This figure has exceeded the set success standard of 80%. This 

means that the research has reached the desired target. This success shows that improving 

strategies through group play, variations of game types, and more detailed explanations of 

rules can significantly improve children's early literacy skills. 

When compared, the results of the study show a real development from cycle I to 

cycle II. In the first cycle, the success rate reached only 70%, with five children still making 

fundamental mistakes in arranging letters. After improvements were made in cycle II, the 

success rate increased to 85%, and only two children still had difficulties. In addition, the 

affective aspect of children has also changed. In the first cycle, there were still children 

who cried when they lost, while in the second cycle, all children were able to accept the 

rules and consequences of the game well. 

This improvement shows that the Game Finding Letter strategy implemented in a 

sustainable manner can have a positive impact on the development of early childhood 

literacy. Small improvements in implementation, such as group setting, game variation, 

and explanation of instructions, prove to be crucial in supporting a child's success. It also 

shows that children learn more effectively when they feel happy, supported by peers, and 

given the opportunity to practice in a fun atmosphere. 

Based on the results of the research in cycles I and II, it can be concluded that the 

initial literacy ability of children in group A PAUD Yasmin Jember has experienced a 

significant increase through the application of Game Finding Letter. Of the 15 children, 

initially 7 children had low literacy skills, most of them have now shown positive 

development. The percentage of completeness that was initially 70% in the first cycle 

increased to 85% in the second cycle. Improvement of strategies carried out in the form of 

group games has proven to be effective in overcoming problems that arise in cycle I, both 

in terms of understanding instructions and children's attitudes when playing.  

Thus, this study shows that Game Finding Letter is an effective and fun method to 

improve the early literacy of children aged 4–5 years. In addition to helping children 

recognize letters, this game also trains their motor skills, coordination, concentration, and 

social skills. The success of this research is expected to be the basis for teachers to apply 

similar strategies in early literacy learning in other early childhood education programs, 

so that children can have a more meaningful and enjoyable learning experience from an 

early age. 

DISCUSSION 

The learning carried out through this research action uses Game Finding Letter with the 

aim of improving children's early literacy skills at the Yasmin Early Childhood Laboratory 

School in Jember. The results obtained showed a significant increase in children's abilities, 

where in cycle II the child's initial literacy ability reached the standard of completeness of 

80%. This achievement is proof that the use of interactive games can help children learn 

more meaningfully and funly. 

In cycle I, children's abilities showed quite good development, which classically 

reached 70% or about 10 children who were able to meet the success indicators. However, 

this result still does not meet the set completeness criteria, which is 80%. There are still 

several weaknesses that affect children's achievements. First, the delivery of the rules of 

the game by teachers is not well understood by children. Children have difficulty following 

instructions because the explanations given are still too quick or unclear. Second, 

children's attention to the teacher's explanation is still limited. Some children don't seem 

to be focused when the rules are explained, so they make mistakes in the game. Third, the 

letter card media used in cycle I is actually confusing for children. The color of the letter 
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cards used is the same, so that children have difficulty distinguishing similar letters, such 

as the letters b and d or u and n. As a result, the results of children's activities are not fully 

in accordance with the directions given. 

The problems in the first cycle show that in early childhood learning, the media and 

the way teachers deliver are very decisive for success. Children at the age of 4–5 years are 

at the stage of concrete thinking, so they need an interesting and easily distinguishable 

medium. Therefore, in cycle II, a number of improvements were made at the planning and 

implementation stages. Teachers apply the way of delivering the rules of play more simply 

and repeat so that it is easy for children to understand. Teachers also set clear rules before 

the game starts, including consequences for the child who loses, so that they learn 

discipline and are ready to face the rules of the game. In the media aspect, letter cards are 

fixed with different colors for letters that are often confusing, such as b and d or u and n. 

This color adjustment makes it easier for children to distinguish letters so they no longer 

place the puzzle wrong. 

After improvements were made in cycle II, the success target increased to 85%. This 

figure has exceeded the minimum completeness criteria set, which is 80%. These results 

show that improvements in instruction and learning media can have a great influence on 

improving children's early literacy skills. In other words, interactive games such as Game 

Finding Letter have been proven to improve children's basic skills in recognizing letters, 

arranging letters, and understanding teachers' commands better. 

The increase from cycle I to cycle II is in line with the opinion of Clegg (2006), who 

stated that interactive games can improve children's early literacy skills. Through play 

activities, children learn without feeling burdened, because they consider learning as part 

of daily play activities. Azhar Arsyad (2005) also emphasized that letter cards are an 

effective learning tool in developing children's abilities related to letters and symbols. 

Letter cards with relevant pictures can help children recognize letters more easily, 

understand the relationship between letters and meaning, and practice simple reading and 

writing skills. 

Interactive game-based learning also supports children's overall language 

development. Introduction to reading and writing through a play approach in accordance 

with the stages of early childhood development as stipulated in Permendikbud Number 

137 of 2014 concerning National Education Standards. At the age of 4–5 years, children 

are in a sensitive period to develop language. They learn to recognize symbols, understand 

phonemes, and begin to build relationships between sounds and letters. By presenting 

interesting games, teachers can help children develop language aspects, both receptive 

and expressive, as well as instill the foundation of literacy. 

The results of this study also show an increase in children's active participation 

during learning activities. In cycle I, there are still children who are passive, lack of 

attention, and confused about the rules of the game. But after improvement in cycle II, 

children became more engaged, enthusiastic, and able to follow instructions well. In fact, 

the learning atmosphere becomes more fun because children not only focus on the final 

result, but also enjoy the game process. Children no longer cry when they lose, because 

from the beginning the teacher has explained the rules and consequences clearly. This 

shows that children begin to learn to accept social rules and understand the concept of 

winning and losing as part of learning. 

This improvement can be explained through Vygotsky's theory of social interaction, 

specifically the concept of the Zone of Proximal Development (ZPD). Children can develop 

new abilities when they are mentored by more competent adults or peers. In the context 

of Game Finding Letter, teachers play the role of facilitators who guide children, while 

peers in the group also provide support. Thus, social interaction during play contributes 

greatly to improving children's early literacy skills.  

The results of this study support the view that a fun learning approach can motivate 

children to learn better. Early childhood has the characteristics of getting bored quickly 

and having difficulty focusing if learning is done in a monotonous manner. By combining 
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music, movement, and letter play, Game Finding Letter provides a multisensory learning 

experience. Children not only learn visually by looking at letters, but also use the motor 

aspect through body movements, as well as the auditory aspect through the rhythm of 

music. This multisensory approach strengthens the child's memory of the letters learned. 

Based on the description above, it can be concluded that the use of Game Finding 

Letter in early literacy learning has a significant positive impact. The improvement that 

occurred from cycle I to cycle II showed that this game not only helped children recognize 

letters, but also improved their concentration, eye-hand coordination, and social skills. 

Furthermore, this game instills a fun learning experience so that children are more 

motivated to learn to read and write. Thus, the results of this study confirm the 

importance of innovation in early childhood learning. Teachers are required to be creative 

in choosing media and methods, so that children get meaningful learning experiences. 

Game Finding Letter is one of the alternatives that can be applied in early childhood 

learning to improve children's early literacy skills while creating a fun, interesting, and 

effective learning atmosphere. 

CONCLUSION 

Based on the results of the research and discussions that have been carried out, it can be 

concluded that through Game Finding Letter, it can improve the early literacy skills of 

children in group A of the Yasmin Jember Early Childhood Education Laboratory School 

optimally, by arranging letters according to instructions, showing letters according to 

instructions, mentioning letters, connecting letters correctly. In addition, the Finding 

Letter game also has additional benefits, such as strengthening eye-hand coordination, 

improving concentration, and enriching vocabulary comprehension in children. With 

better letter recognition and improved early literacy skills, children can build a strong 

foundation for future language learning and literacy.  
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