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Abstract 

Character development in children needs to be prepared to realise the golden generation of Indonesian 

children in 2045. Teachers play an important role in instilling character education according to Pancasila values 

in schools, especially Early Childhood Education institutions. To facilitate learning, teachers must prepare special 

methods that are by the time so that it is easier for children to carry out activities. In this era of digitisation, the 

role of digital media is very much needed. This study aims to develop digital media based on Pancasila values to 

stimulate character formation in early childhood. This research is the basis for developing curriculum models and 

digital media in the Independent Learning Curriculum in every Early Childhood Education Unit in Indonesia. 

Respondents in this study were educators, parents, and students at Early Childhood Education Institutions in the 

DKI Jakarta area. Research method with a qualitative approach. Research results in Digital media provide 

opportunities for children to master various life skills that are useful for children to gain knowledge, values, and 

good attitudes in adapting to the environment. Digital media is needed to facilitate the delivery of material. Digital 

media can transmit messages from the sender to the recipient to stimulate students' thoughts, feelings, concerns, 

and interests in such a way that the learning process occurs. 
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1. Introduction 

Early childhood is a child going through a process of growth and development with unique characteristics 

different from adults(Aktürk & Demircan, 2017; Ardoin & Bowers, 2020; Perren et al., 2019). Early childhood is 

an individual figure undergoing a rapid and fundamental development process for the next life. Early childhood 

experiences a developmental phase where the development of increasing abilities or skills(Eller, 2012; Read, 

2019; Vartuli et al., 2016). Aspects of early childhood development that must be developed in children are aspects 

of religious, moral, physical, motor, cognitive, language, social, emotional, and artistic development. Efforts to 

develop potential in early childhood are an important concern for every adult around them. Providing appropriate 

stimulation is one form of support in the golden period of growth and development. This stimulation can be given 

in a synergy between the family, school, and community. 

The provision of stimulus in the formation of character in early childhood must be carried out from an 

early age because the provision of stimulus will affect the development of children in the next period(Nurani & 

Pratiwi, 2020b). But unfortunately, stimulation for early childhood in Indonesia still needs to be developed. One 

of the most important stimulations to give to children is stimulation to develop character education. Character 

education in children is an effort to cultivate commendable behaviour, which should be instilled through 

habituation in daily activities. 

Instilling personality values in students requires learning strategies and special skills. Therefore, schools 

must know the value of the character that will be developed in students. Therefore, the Ministry of Education and 

Culture of the Republic of Indonesia has adopted the values of Pancasila as one of its visions and missions of the 

Ministry of Education and Culture. Pancasila values the ethical foundation of students with global competence 

and noble behaviour. The values of Pancasila are based on six dimensions: faith, fear of God Almighty, noble 

character, global diversity, cooperation, independence, critical reasoning, and creativity. These characters are 
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considered suitable to be instilled from an early age and used as provisions to prepare Indonesian children who 

will grow and be strong as the golden generation in 2045. 

Teachers play an important role in instilling character education based on Pancasila values in schools, 

especially Early Childhood Education institutions. Therefore, teachers need to prepare special methods that follow 

the times so that children are easier to make habituation. In this era of digitisation, the role of digital media is very 

much needed. In providing stimulation for the habituation of early childhood character education, teachers can 

take advantage of digital media such as digital books and animated videos. The use of digital media is adapted to 

children's learning activities so that they grow into individuals with character, toughness, and discipline in the 

future. Teachers and parents can disseminate information through various digital media types such as books, 

posters, and animated videos. 

Development of digital media based on Pancasila values  to develop innovations in curriculum and media 

in Early Childhood Education institutions. The development of this curriculum innovation is expected to 

contribute to changes and knowledge of Early Childhood Education educators in preparing the right program. 

These six dimensions of Pancasila learning values can be taught based on a learning design integrated with all 

aspects of child development. Teachers in schools have an important role in realising interesting, fun, and culture-

based learning(Azmi et al., 2017). 

The use of media to support the program of play activities that have been designed has an important role 

in achieving learning objectives. The presence of digital-based playing media in the current era can be used to 

create a pleasant learning atmosphere. In addition, digital media provides opportunities for children to master 

various life skills that are useful for children to gain knowledge, values, and good attitudes in adapting to the 

environment(Buckingham, 2007; Nurani & Pratiwi, 2020a). Digital media used in early childhood learning 

include digital books, learning videos, digital posters, and interactive videos(Fred Rogers Center, 2012; Papadakis 

et al., 2019). 

Development of digital media based on Pancasila values  to develop innovations in curriculum and media 

in Early Childhood Education institutions. The development of this curriculum innovation is expected to 

contribute to changes and knowledge of Early Childhood Education educators in preparing the right program. 

These six dimensions of Pancasila learning values can be taught based on a learning design integrated with all 

aspects of child development. Teachers in schools have an important role in realising interesting, fun, and culture-

based learning (Hariharasudan & Kot, 2018; Loyola et al., 2020; Sun et al., 2021). 

The use of media to support the program of play activities that have been designed has an important role 

in achieving learning objectives. The presence of digital-based playing media in the current era can be used to 

create a pleasant learning atmosphere. In addition, digital media provides opportunities for children to master 

various life skills that are useful for children to gain knowledge, values, and good attitudes in adapting to the 

environment(Word-Bank, 2017). Digital media used in early childhood learning include digital books, learning 

videos, digital posters, and interactive videos. 

 

2. Research Methods 

This research is based on the research philosophy of interpretivism through a deductive approach and a 

case study strategy. The research method uses a qualitative mono-method. This research is exploratory, and 

considering the study's time, the cross-sectional method is used. Regarding data collection techniques and 

procedures, structured interviews were used as research instruments. Research participants involved teachers, 

parents, and students at the DKI Jakarta Early Childhood Education Institute. Conduct interviews with key people 

scheduled in advance by telephone. The following are the questions raised in the interview. Have you ever used 

digital media? What is the quality of learning when using digital media? Does digital media affect the quality of 

parental involvement? How does the level of student achievement compare after using digital media? 

The sample selection technique used a combination of purposive judgment and snowball techniques, 

considered non-probability. Finally, 20 teachers, 20 parents and 15 students were interviewed, and the resulting 

data were investigated through thematic analysis. The interview lasted for 10 to 30 minutes according to the 

conditions and tendencies of the participants. Only the researcher and participants were present at the venue at the 

time of the interview. The analysis is used to identify, analyse, and report the patterns available in the qualitative 

data. The data analysis process is analysed and disseminated in detail. Validity is carried out through the steps 
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taken in the interview process, including how the interview questions are designed according to the needs in the 

field. For example, using simple and unambiguous questions and questions asked sequentially to get the quality 

and quantity of questions. 

Each interview was given a code; if there were answers like each other, it was recognised as consistent 

and inconsistent answers were given a different code. This study uses data obtained from interviews with teachers, 

parents, and students. The analysis results using triangulation, namely the findings in the field, are analysed with 

theories and perceptions of researchers and experts. 

 

3. Results and Discussion 

The results of interviews with teachers, parents and students are as follows: 

The first research question: What are the most important issues regarding using digital media as a character 

building for students from the perspective of teachers, parents, and students? 

When asked about problems related to using digital media as character building for students, the students, 

parents, and teachers as resource persons discussed the main challenging issues related to using digital media for 

student character formation. "Lack of software and hardware infrastructure" was one of the most important issues 

raised by the three interviewed groups. In this case, the lack of access to necessary instruments such as 

smartphones, tablets or computers for students becomes a problem for parents of low-income students. One 

student said: "my sister and I have to use one cell phone while we have to be online simultaneously". However, 

the problem is different with parents of students who have middle and high incomes. Many parents want their 

children not to have their cell phones at an early age. One of them said: "We don't want to buy personal cell phones 

for early childhood". In addition, some teachers do not have adequate facilities such as high-quality microphones 

and others, thus affecting the quality of interaction in learning. In addition, using the internet is expensive for 

some families and teachers. However, the Ministry of Education has yet to take steps to reduce internet usage fees 

imposed on families and teachers. In addition, students stated that they could not interact with their classmates 

through digital media, so there was no interaction between them, so it is necessary to think about interactions 

between students in the future. 

Second research question: What are the perspectives of teachers, students, and parents about the quality of 

learning with digital media in determining the character of early childhood? 

According to students and their families, the quality of learning through digital media has not been 

satisfactory. Hence, the theme is "the low effectiveness of digital media as character building for early childhood". 

Likewise, parents stated that it was better to learn in face-to-face classes with direct games in class, not via 

smartphones or other electronic devices, to reduce children's use of electronic communication tools. 

One student said: "I like it when the teacher repeats the lesson in class because it makes me study better 

and generally get an explanation of the material that is on digital media" and "I can't ask questions when I have 

difficulty". Many students take notes on questions to ask in class. Students generally report lower learning levels 

and show dissatisfaction with digital media if implemented without teacher guidance because many parents are 

working and do not understand the use of digital technology. 

However, it should be noted that some teachers believe that students who are familiar with digital 

technology and parents with medium and high finances show that learning with digital media can improve 

students' abilities and work together with them. Also, one teacher stated that "a student who was not active in a 

face-to-face class had shown more engagement and increased learning in the new environment". 

Third research question: Does digital media affect the quality of parental involvement from the perspectives of 

parents, teachers, and students? 

Everyone interviewed agreed that parents had increased involvement and cooperation in the students' 

learning process with digital media. However, some teachers argued that there was no significant difference in 

parental involvement. Parents who have not been involved do not show an increase in participation, and parents 

who are involved in traditional education continue to participate in the new environment. Many students stated 

that their parents control them; in some cases, such control is usually not exercised. Hence, one student said, "my 

mother is always in touch with the principal and teachers and continues to encourage me to use the media. 

Interestingly, some parents are happy that they can watch classroom educational videos so that they can 

learn and help students too. In addition, more parents monitor students' assignments and attendance in class or 
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even participate and cooperate in class administration. In other words, parents are more in touch with the digital 

school parent community. Remarkably, parental involvement is different in low-income areas than in rich areas. 

In private schools, parents concentrate more on teaching methods, but in public schools, parents concentrate more 

on students, their attendance, and activities. 

Fourth research question: How is student achievement from the point of view of teachers, parents, and students? 

When asked about the level of achievement in learning with digital media, the resource persons 

mentioned different points. Some argue that the achievement is lower. On the other hand, one student believes 

that "I am more successful and satisfied with digital media". Also, one parent said that "My teacher and I are more 

satisfied with digital media". Furthermore, a teacher assumes that students experience a decline in achievement in 

terms of education because they are far from together. However, some informants had a different view that there 

was more student achievement with digital media. In connection with this, a teacher stated that "after learning 

with digital media, students become more independent and form characters to be able to work independently", so 

intervention is needed for children to collaborate with their friends. 

The study results from interviews with educators, parents, and students showed that the values of 

Pancasila became the spirit of the Merdeka Learning and Independent Campus programs that could stimulate 

character formation in early childhood. The result of the learning process is that the values of Pancasila are not 

limited to the context of knowledge but can be used as a guide for the noble character in real life. As a result, 

education leads to the realisation of students who can think critically and comprehensively and be proud of their 

identity as students. In other words, the characteristics of students who have global competence and behave 

according to the values of Pancasila. 

Pancasila values are the foundation for lifelong students who have global competence and behave by the 

values of Pancasila, with six main characteristics: faith, fear of God Almighty, noble character, global diversity, 

cooperation, independence, reasoning critical and creativity. The six indicators can be broken down into: 

 

1. Have faith, fear God, and have noble character 

Indonesian students who believe, fear God Almighty, and have noble character are students who have a 

character in their relationship with God Almighty. He understands religious teachings and beliefs and applies 

these understandings in his daily life. There are five key elements of faith, fear of God Almighty, and noble 

character: (a) religious character; (b) personal character; (c) morality to humans; (d) morality to nature; and (e) 

state morality. 

 

2. Global diversity 

Indonesian students maintain a noble culture, locality and identity and keep an open mind in interacting 

with other cultures to foster mutual respect and the possibility of forming a noble culture that is positive and does 

not conflict with the noble culture of the nation. The elements and keys of global diversity include recognising 

and appreciating culture, intercultural communication skills in interacting with others, and reflection and 

responsibility for the experience of diversity. 

 

3. Working together 

Indonesian students can work together, namely the ability to carry out activities voluntarily so that the 

activities can run smoothly, easily, and lightly. The elements of gotong royong are collaboration, caring, and 

sharing. 

 

4. Independent 

Indonesian students are independent students, namely students who are responsible for the process and 

learning outcomes. The key elements of independence consist of awareness of oneself and the situation at hand 

and self-regulation. 

 

5. Critical reasoning 

Students who think critically can objectively process information both qualitatively and quantitatively, 

build relationships between various information, analyse information, and evaluate and conclude it. The elements 
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of critical reasoning are obtaining and processing information and ideas, analysing and evaluating reasoning, 

reflecting on thoughts, and thought processes, and making decisions. 

 

6. Creative 

Creative students can modify and produce something original, meaningful, useful, and impactful. The 

key element of creativity is generating original ideas and producing original works and actions. 

Support from parents to children is very important, not only in the form of financial but also motivation 

so that children want to think critically and have noble character. The form of motivation, among others, can be 

in the form of congratulations when children can do their work or encouragement never to give up. Recognition 

and support from parents will determine the development of children's interests and confidence(Nurhafizah, 

2012). Character formation needs to be grown from an early age, not only at the level of mental formation. The 

values of Pancasila can be integrated into the theme of learning through a hidden curriculum; this can be done by 

the teacher creatively and innovatively when providing material(Yetti & Aulia Azizah, 2017). Growing character 

at an early age is more about building independent, creative, critical thinking, responsible, optimistic, and 

collaborative traits, and characters(Ehrlin et al., 2015). Therefore, learning Pancasila values in early childhood 

can be integrated into the curriculum through programs or activities designed by schools whose implementation 

involves not only principals, teachers, and children but also parents. 

The internalisation of the spirit of Pancasila values at the preschool and study group stages is carried out 

using various game methods. The purpose of this game is not to build children's skills directly to be noble but to 

form specific characters to become successful global students in the future. For example, children are asked to 

sing while crossing a wooden bridge. It stimulates children's courage to take risks with the goal achieved. 

Likewise, as adults, they must be able to take risks to develop their skills. 

Pancasila values education is needed to improve the quality of education and improve the quality of 

individuals. Therefore, they are providing education on Pancasila values in preschool institutions to increase 

creativity in children's development(Sarikaya & Coskun, 2015). Pancasila values education can increase early 

childhood social awareness and sensitivity to problems in the environment, provide opportunities to explore the 

right things, help solve innovative solutions in solving problems and support the ability to give opinions about the 

solutions they make. 

In this era of digitalisation, the role of digital media as a learning tool is very much needed. With the 

presence of digital playing media, children will find it easier to access all knowledge information even though 

they must remain under the supervision of their parents. In addition, digital playback media can allow children to 

acquire new knowledge and skills more easily(Dezuanni, 2018; Martinez, 2019; Wartella et al., 2019). Digital 

media for early childhood is an introduction to the information stored in digital format that can be disseminated 

regardless of distance and provide opportunities for children to gain broader knowledge(Fred Rogers Center, 

2012; Nurani & Pratiwi, 2020b; Papadakis et al., 2019). 

Digital media can also provide variations in teaching methods for teachers so that children do not get 

bored during the learning process(Srivastava, 2016). This digital media is right for children because, with digital 

media, children can gain new skills using these digital media activities(Liu, 2018; Mashhadi & Kargozari, 2011a). 

Children will be more motivated to acquire new knowledge and get a more enjoyable learning atmosphere if they 

use digital playing media appropriately. Digital media development for early childhood can be in the form of 

digital books, digital posters, animated videos, YouTube content, and applications(Spante, 2019). The use of 

digital play media in early childhood must be accompanied by parents and adapted to the needs, age, and stage of 

child development. 

Instruction media technology introduces changes in learning methods and forms the basis for designing 

quality educational processes. The use of media allows interaction without the barriers of space and time. 

Interaction offers learning that is not confined to the classroom. So, learning through media offers many things, 

efficiency, effectiveness, practicality, standardisation, and other learning performance. The utilisation of learning 

media is an innovation to increase the effectiveness of learning methods(Phosuwan et al., 2013). Instruction media 

in a learning environment facilitates children's learning about understanding concepts so that children can see 

graphically the changes displayed from real experience(Sangsawang, 2015). An important aspect of learning 

through media is the development of individuality in learning. 



Journal for ReAttach Therapy and Developmental Diversities 

eISSN: 2589-7799 

2022 June; 5 (1): 41-49 

 

 
 
 
 

46 https://jrtdd.com 

Instruction media technology is a potential tool for educators to motivate and involve children in learning. 

For example, they are helping children improve learning skills such as exercises and practice, information inquiry, 

participatory learning, and increasing children's responsibility. Therefore, educators need to know how to adapt 

effective learning tools for use in the classroom(Mashhadi & Kargozari, 2011b; Pérez et al., 2017; Robinson et 

al., 2019). This opinion emphasises that Instruction media is an effective learning tool to improve cognitive, 

affective, and psychomotor understanding. 

Instruction media in a learning environment can improve children's reasoning power and facilitate 

learning in understanding abstract concepts so that children can see real changes from the experience that is 

displayed visually(Din et al., 2016; Jabbar et al., 2016; Meissner et al., 2018). Therefore, teaching using media is 

one of the most important components of the learning process. Moreover, the effectiveness of constructive 

learning media in learning improves children's knowledge process skills(Vebrianto & Osman, 2011). So, 

Instruction media is very effective in improving skills and understanding. 

Instruction media is needed to facilitate the delivery of material. According to Kistner et al., suggests 

that the media is anything that can be used to transmit messages from the sender to the recipient so that it can 

stimulate the thoughts, feelings, concerns and interests and concerns of students in such a way that the learning 

process occurs(Kistner et al., 2015). Meanwhile, Perez et al, stated that the media is a tool that conveys learning 

messages (Pérez et al., 2017). With instruction media, the information will be easily understood by students. 

According to Hanafiah & Suhana, instruction media are all forms of stimulants and tools the teacher 

provides to encourage students to learn quickly, precisely, easily, correctly and without verbalism(Hanafiah & 

Suhana, 2010). Nurulanjani explained that instruction media are media that can be used to help students 

understand and obtain information that can be heard or seen by the five senses so that learning can be effective 

and efficient(Nurulanjani, 2018). 

According to Gervais, instruction media is a messenger technology (information) that can be used for 

learning purposes (Gervais, 2016). Bernacki et al., define instruction media as a physical means to deliver learning 

material(Bernacki et al., 2020). Omenge & Priscah instruction media can channel messages from sender to 

receiver to stimulate students' thoughts, feelings, concerns, and interests so that the learning process occurs 

(Omenge & Priscah, 2016). In essence, the learning process is also a communication, so instruction media can be 

understood as a communication medium used in the communication process. Therefore, learning media has an 

important role in channelling learning messages. 

In particular, the benefits of learning media are 1) The delivery of learning materials can be uniform. 

Teachers may have various interpretations of something. Through the media, these diverse interpretations can be 

reduced and conveyed to students uniformly; 2) The learning process becomes more interesting. The media can 

convey information that can be heard (audio) and can be seen (visual) so that it can describe principles, concepts, 

processes, or procedures that are abstract and incomplete to be clearer and more complete; 3) The learning process 

becomes more interactive, if selected and designed properly, media can help teachers and students engage in active 

two-way communication. Without media, teachers may tend to talk "one way" to students; 4) The amount of 

learning time can be reduced; teachers often spend a lot of time explaining teaching materials. Even though the 

time spent does not need that much, if you use learning media properly, 5) The quality of student learning can be 

improved. The use of media makes the learning process more efficient. Learning media can be designed so 

students can learn anywhere and anytime they want, without depending on the teacher's presence; 7) Students' 

positive attitude towards the learning process can be improved. With the media, the learning process becomes 

more interesting. And this can increase students' love and appreciation of science and the process of seeking 

knowledge; 8) The teacher's role can change in a more positive and productive direction. With the media, the 

teacher does not need to repeat explanations and reduce verbal (oral) explanations so that teachers can pay more 

attention to aspects of providing motivation, attention, guidance and so on(Morrison et al., 2013). It means 

everything that can be used to stimulate the learners' thoughts, feelings, attention and abilities or skills to 

encourage the learning process. 

 

4. Conclusion 

Digital media is needed to facilitate the delivery of material. Digital media can transmit messages from 

the sender to the recipient to stimulate students' thoughts, feelings, concerns, and interests in such a way that the 
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learning process occurs. With digital media, information will be easily understood by students as a stimulus 

provided by the teacher to encourage students to learn quickly, precisely, easily, and correctly and there is no 

verbalism. In general, the results show that teachers and students face different software and hardware problems 

using digital media, although sometimes there are differences between private and public schools. 

Education leads to the realisation of students who can think critically and comprehensively and be proud 

of their identity as students. In other words, the characteristics of students who have global competence and behave 

according to the values of Pancasila. Digital media provides opportunities for children to master various life skills 

that are useful for children to gain knowledge, values, and good attitudes in adapting to the environment. The 

limitations of research on the effectiveness of the developed product need to be field tested so that the product 

developed is effective and feasible to use. There needs to be a learning intervention with large groups to find out 

the results of character-building development through digital media based on Pancasila values. 
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