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Introducing English vocabulary to young
children still presents various challenges,
particularly in attracting children's attention,
encouraging  their = engagement,
developing  their = understanding  of
vocabulary meanings. Therefore, interactive
learning media that are appropriate for the
characteristics of young children are needed.
One learning medium that can be utilized is a
digital smartboard, which enables the
presentation of learning materials through
visual, audio, and interactive activities. This
study aims to describe the implementation of
digital smartboards in introducing English
vocabulary to young children, including the
learning process, students' responses, and the
supporting and inhibiting factors. This study
employed a descriptive qualitative approach.
The research participants consisted of 3
teachers, 3 school principals, and 40 students
from 3 early childhood education institutions.
Data were collected through observations,
and and
subsequently analyzed using Miles and
Huberman's model, which includes data

and

interviews, documentation
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reduction, data display, and conclusion
drawing. The findings indicate that teachers
utilized digital smartboards to introduce
vocabulary through images, audio, question-
and-answer sessions, vocabulary
pronunciation activities, and digital games.
The use of these learning media received
positive responses, as students demonstrated
enthusiasm, actively participated in learning
activities, and were able to pronounce and
understand the meanings of the vocabulary
introduced. Supporting factors included the
availability of school facilities and teacher
training. Meanwhile, inhibiting factors
included technical difficulties, teachers'
limited ability to use technology, and the
limited availability of English learning
applications appropriate for the
characteristics of young children. Thus, the
implementation of digital smartboards can
support the introduction of English
vocabulary to young children through
engaging and interactive activities, although
several challenges still need to be addressed
in practice.

Introduction
Early childhood language development is not limited to the
acquisition of the mother tongue used in daily communication but also
encompasses English, which serves as an international language.
According to Crystal (2012), English is used as a lingua franca or the
primary intermediary language for communication among speakers
from different countries in various fields, including education, business,

and technology. Thus, English has become a primary means of
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communication on a global scale, and good English proficiency
potentially enables individuals to adapt and compete internationally.

In line with the importance of English proficiency, the period from
birth to six years of age is considered an appropriate time to introduce
English to children. This is because approximately 80% of brain
development occurs during this period, commonly referred to as the
golden age (Rijkiyani et al., 2022). This condition enables children to
acquire English as a second language naturally and effectively through
learning experiences and daily interactions. In this context, early
childhood education institutions play an important role in facilitating
English learning for children. The primary objective of teaching English
to young children is to establish a long-term foundation by developing
their abilities and confidence in learning and acquiring the language
(Fasha et al., 2023).

Introducing English vocabulary to young children can begin with
words related to their immediate surroundings, including vocabulary
associated with fruits, animals, family members, body parts, and
various objects commonly encountered in everyday life (Pertiwi et al.,
2021). According to Rangkuti, as cited in Fasha et al. (2023), children
need to acquire basic English vocabulary, such as numbers from 1 to 20,
letters of the alphabet, names of body parts, family members, animals,
and plants. Furthermore, by the ages of five to six years, the ideal
number of English vocabulary items that children should master is

approximately 500 words.
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However, the introduction of English in educational institutions,
particularly early childhood education institutions, still encounters
various challenges in its implementation. Preliminary observations
conducted at three early childhood education institutions in Subang
Regency, namely TK KX, TK EH, and TK AU, revealed that all three
institutions had implemented English vocabulary introduction
activities. Initially, however, the use of instructional media remained
limited, resulting in learning processes that tended to be one-directional,
with insufficient variation in classroom interactions. Consequently,
children's enthusiasm and engagement in learning activities were less
than optimal, resulting in relatively low levels of English vocabulary
knowledge and mastery.

Along with the development of learning facilities and
infrastructure at TK KX, TK EH, and TK AU, all three institutions
received smartboard facilities during the odd semester of the 2025/2026
academic year. Teachers subsequently began utilizing these facilities to
introduce English vocabulary. The use of smartboards became one of
the teachers' efforts to provide enjoyable and interactive English
learning experiences. An initial interview with one of the teachers
revealed that children were more enthusiastic about learning through
smartboards because they offered a variety of activities, such as
watching animated videos and playing games that appealed to children.

These conditions indicate that the use of digital smartboards, which

can present images, sounds, movements, and interactive activities, has
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the potential to provide engaging learning experiences for children in
acquiring English vocabulary. This is consistent with the multimedia
learning theory proposed by Mayer (2009), which states that learning
becomes more optimal when materials are presented through a
combination of text or spoken words (audio), written words, and
images (visuals), because the human brain processes information
through two distinct cognitive channels (Raoza, 2024).

A study conducted by Herlina and Daryaman (2025) explained that
smartboard media were effective in improving children's vocabulary,
speaking abilities, and confidence in communication. Consistent with
these findings, Anggraini et al. (2022) reported that smartboard use
influenced English language abilities, particularly in understanding,
remembering, and imitating the pronunciation of English vocabulary.
Thus, smartboards can serve as an alternative instructional medium for
teachers to support English language introduction in early childhood
education, particularly vocabulary acquisition through visual and
auditory stimulation and direct interaction.

Previous studies have focused on the effectiveness and influence of
digital smartboards in improving English language abilities. However,
they have not descriptively examined how learning applications are
implemented through smartboards to introduce English vocabulary in
early childhood education institutions. Unlike previous studies, the
present study focuses on the implementation process, children's

responses to learning activities, and the supporting and inhibiting
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factors affecting learning at TK KX, TK EH, and TK AU. These three
institutions were selected because they had consistently implemented
English language introduction activities and utilized digital
smartboards as instructional media, thereby providing diverse and in-
depth research data. The findings of this study are expected to
contribute as a foundation for developing English learning programs at
the early childhood education level through the utilization of digital-
based instructional media that align with children's interactive learning
needs and technological developments in education.
Methods

This study employed a descriptive qualitative approach to obtain
an in-depth understanding of the implementation of learning
applications using digital smartboards to introduce English vocabulary
to young children. According to Sugiyono (2013), qualitative research is
a research approach used to examine and understand the meaning of a
phenomenon in depth. Therefore, this research approach was selected
because it is appropriate for examining and describing conditions
within educational environments through descriptive explanations.

This study focused on several aspects, including: (1) the
implementation process; (2) students' responses; and (3) supporting and
inhibiting factors. The research was conducted at three early childhood
education institutions, namely TK KX, TK EH, and TK AU, located in
Subang Regency. The research sites were selected using purposive

sampling, considering that these institutions had implemented English
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vocabulary learning activities and utilized smartboards as instructional
media. The three institutions were selected because they had relevant
experience in using digital learning media, enabling them to provide
information aligned with the research focus. The study was conducted
over a one-month period, from April to May 2026.

The research participants consisted of 3 school principals, 3 teachers,
and 40 students from TK KX, TK EH, and TK AU. The criteria for
selecting research informants were as follows: (1) school principals who
were involved in determining policies related to smartboard use within
their educational institutions and who possessed knowledge and
understanding of the processes and outcomes of English vocabulary
learning; (2) teachers who had experience teaching English to young
children, possessed the knowledge and skills required to operate
digital-based instructional media, and utilized learning applications to
introduce English vocabulary; and (3) students aged 4-6 years who
participated in English vocabulary learning activities using
smartboards, were at the developmental stage of receptive language
acquisition, and were beginning to enter the stage of productive
language development.

Data were collected through observations, interviews, and
documentation. In its implementation, this study employed research
instruments consisting of observation guidelines, field notes, and
interview guidelines developed based on the research focus.

Observations were conducted using a non-participant observation
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approach, in which the researcher observed learning activities without
being directly involved in the activities being observed. Observations
were carried out during the learning process to examine the
implementation of learning applications and students' responses to the
activities. Furthermore, semi-structured interviews were conducted
with school principals and teachers to obtain information regarding the
implementation process and the supporting and inhibiting factors
associated with the use of learning applications through smartboards.
Documentation was conducted by collecting photographs of learning
activities and analyzing Daily Lesson Plan (RPPH) documents.

Data were analyzed using Miles and Huberman's model, which
consists of three stages: (1) Data reduction, which involved
summarizing and identifying key points relevant to the research focus
obtained through observations, interviews, and documentation; (2)
Data display, in which the data were systematically organized into
narrative descriptions illustrating the learning process using
smartboards, interview findings from teachers, and observations of
students' responses; and (3) Conclusion drawing, which involved
formulating research findings obtained after the data collection and
analysis processes in the form of descriptions or representations of the
phenomena under investigation.

Data trustworthiness was established through methodological
triangulation and source triangulation. Methodological triangulation

was conducted by comparing the results of observations and interviews,

1694 | How to cite: Nurtsania, N., & Putri, S. U. (2026). Analysis of the Implementation
of Learning Applications Using Digital Smartboards to Introduce English
Vocabulary to Young Children. Ceria: Journal Program Studi Pendidikan Anak
Usia Dini, 15(3), 1687-1709. http://dx.doi.org/10.31000/ceria.v15i3.16631



http://dx.doi.org/10.31000/ceria.v15i3.16631
http://dx.doi.org/10.31000/ceria.v15i3.16631

Ceria: Journal of the Childhood Education Study Program, 15(3), pages 1687-
1709. DOI: http://dx.doi.org/10.31000/ceria.v15i3.16631

supported by documentation of learning activities. Meanwhile, source
triangulation was carried out by comparing information obtained from
two different data sources, namely teachers and school principals.
When consistency was identified across the three data collection
techniques and the information obtained from these sources, the data
were considered more robust. However, when discrepancies were
identified, the researcher conducted further investigation and re-
examination of the data to obtain more accurate information.

Research involving young children was conducted by adhering to
research ethics principles to protect participants' rights, safety, comfort,
and privacy. Before conducting the research, the researcher first
obtained permission from the educational institutions and secured
approval from the relevant authorities.

Result and Discussions
Smartboard Implementation Process

The implementation of learning applications using digital
smartboards involves the utilization of technology-based instructional
media to introduce English vocabulary to young children. Based on the
research findings, the implementation of learning applications using
smartboards to introduce English vocabulary was carried out through
three stages: planning, implementation, and learning assessment.
Planning

The findings from the three institutions indicate that the planning

stage was conducted by first identifying children's English language

1695 | How to cite: Nurtsania, N., & Putri, S. U. (2026). Analysis of the Implementation
of Learning Applications Using Digital Smartboards to Introduce English
Vocabulary to Young Children. Ceria: Journal Program Studi Pendidikan Anak
Usia Dini, 15(3), 1687-1709. http://dx.doi.org/10.31000/ceria.v15i3.16631



http://dx.doi.org/10.31000/ceria.v15i3.16631
http://dx.doi.org/10.31000/ceria.v15i3.16631

Ceria: Journal of the Childhood Education Study Program, 15(3), pages 1687-
1709. DOI: http://dx.doi.org/10.31000/ceria.v15i3.16631

abilities before determining the vocabulary materials to be taught. This
identification was carried out to enable teachers to understand
children's needs, abilities, and language development so that the
intended learning objectives could be adjusted to the students'
conditions.

As revealed in an interview with one of the teachers:

"First, it is adjusted to the students’ abilities because I teach kindergarten
children, so I start with basic English, such as vocabulary... animals, objects,
numbers, and so on. Then, once I understand what the students need, I prepare
suitable learning applications." (Interview with a teacher at TK EH)

After identifying children's English language abilities, teachers
determined the vocabulary to be introduced. Vocabulary selection at the
three institutions focused on basic vocabulary commonly encountered
by children in their daily activities. This indicates that teachers had
prepared instructional materials appropriate to the characteristics of
English learning materials for young children, one of which is the use
of simple vocabulary commonly employed in everyday communication
(Kasihani, 2007).

Teachers selected applications capable of presenting visual
elements, audio, and educational games to assist them in introducing
vocabulary to children. According to Permana and Sujana (2021),
learning applications are designed to facilitate interaction and
communication between teachers and students. TK KX utilized the

Games to Learn English application, TK AU used Solite Kids and Games
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to Learn English, while TK EH employed PowerPoint, Canva,
Interactive Whiteboard, and Ruang Murid applications.
Implementation

Based on the research findings, the three observed institutions
introduced English vocabulary to children by utilizing various features
of learning applications through smartboards, including visual
displays, vocabulary pronunciation audio, and interactive games to
help children understand the vocabulary being learned. This condition
is consistent with Rahayu and Makmur (2024), who stated that
smartboard implementation in learning can be conducted through
multimedia learning, which combines images, audio, videos, or
animations, as well as gamification, which integrates games into
learning activities.

Teachers at the three institutions presented vocabulary materials by
displaying images, conducting question-and-answer sessions with
children about the images, playing vocabulary pronunciation audio
provided in the applications, asking children to listen carefully, and
encouraging them to repeatedly imitate the pronunciation of the
vocabulary.

As revealed in an interview:

"First, they look at the picture... follow the sound... what is it called in
English... then I ask the children to repeat it." (Interview with a teacher at
TK AU)

These activities indicate that the learning process utilized visual
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and auditory stimuli to support children's ability to understand the
meanings and pronounce the English vocabulary being learned.

This condition is consistent with the multimedia learning theory
proposed by Mayer (2009), which states that learning becomes optimal
when materials are presented through a combination of text or words,
either spoken (audio) or written, and images (visuals), because the
human brain processes information through two distinct cognitive
channels, namely visual and verbal (Raoza, 2024).

Following vocabulary presentation, teachers continued the
learning process through educational games provided by learning
applications displayed on the smartboard. The findings indicate that all
three schools utilized various forms of gamification to strengthen
children's English vocabulary mastery. TK KX used Games to Learn
English, while TK AU employed Solite Kids and Games to Learn
English, which provided activities such as matching pictures with
vocabulary, guessing vocabulary based on pictures, and arranging
letters. Unlike these two institutions, TK EH wutilized interactive
whiteboard features and the Ruang Murid application for activities
involving matching pictures with words, grouping objects based on
specific characteristics, and counting objects.

The differences in application use among the three institutions
indicate that technology was not implemented through a uniform
approach but was instead adapted to the learning objectives and needs

of each institution. TK KX and TK AU placed greater emphasis on game-
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based applications to support children's English vocabulary mastery,
whereas TK EH utilized smartboards more broadly as interactive
instructional media that integrated language learning with other
cognitive activities.

These educational game activities are consistent with the principles
of early childhood education, which emphasize learning through play.
According to Ishak et al. (2021), learning activities designed through
play create an interactive and enjoyable learning environment, thereby
encouraging children's interest in participating in learning activities.
Assessment

Based on the research findings, the three observed institutions
directly assessed children's English language development during
learning activities. A teacher at TK KX stated that assessments were
conducted by directly observing children's ability to pronounce
vocabulary and understand its meaning, after which the results were
communicated to parents. The assessment results were documented
using child development checklists and anecdotal records.

Teachers at TK EH and TK AU reported assessing children's
development through question-and-answer activities conducted during
the learning process. The assessment results were documented using
child development checklists.

Furthermore, at the end of the learning activities, all three observed
institutions conducted an overall evaluation to determine whether the

learning process had been implemented effectively, identify challenges,
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and determine appropriate improvement measures.
Students' Responses

Students' responses constitute one of the important aspects of
implementing learning applications using smartboards to introduce
English vocabulary to young children. Children's responses can be
observed through their enthusiasm, engagement, pronunciation, and
understanding of the English vocabulary learned during the learning
process.

Table 1. Observation Results of Children's Responses During Learning

Activities

Indicators TK Criteria | TK Criteria | TK Criteria

KX EH AU
Children 100% | Very 100% | Very 100% | Very
demonstrate Good Good Good
enthusiasm
for learning
activities
Children 100% | Very 100% | Very 100% | Very
actively Good Good Good
participate in
learning
activities
Children can | 80% | Good 86.7% | Very 86.7% | Very
pronounce Good Good
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English
vocabulary
correctly with
the assistance
of audio from
the

smartboard

Children 80% | Good 66.7% | Good 73.3% | Good
understand
the meanings
of vocabulary
taught
through
smartboard

displays

Notes:
e 81-100% = Very Good
e 61-80% = Good
e 41-60% = Fair
e  Below 40% = Poor
Based on the observation results, students demonstrated positive
responses to the implementation of learning applications using digital
smartboards. Their enthusiasm was evident from the beginning of the

learning activities when children observed the large smartboard screen
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displaying learning applications with various attractive images related
to the vocabulary being introduced. This finding is consistent with the
views of Pujilestari and Susila, as cited in Raoza (2024), who explained
that visual displays can attract children's attention and direct their focus
toward the learning materials being presented. In this context, the
images, colors, and animations featured in learning applications
displayed through smartboards stimulated children's interest and
enthusiasm during learning activities.

Children demonstrated active engagement throughout the learning
process. This was evident from their participation in various activities.
For example, when teachers asked questions about images displayed in
the applications, children actively responded to the questions. Similarly,
when teachers asked children to pronounce vocabulary, most children
actively participated in pronunciation activities. Furthermore, during
game-based activities conducted through learning applications using
smartboards, teachers provided opportunities for all children to come
forward and try the activities individually, thereby ensuring that every
child was actively involved in the learning process. This condition is
consistent with active learning theory, which emphasizes that children's
active engagement in the learning process is essential for supporting
their learning success (Parmi & Zulkarnaen, 2025).

Based on the research findings, most children were able to
pronounce English vocabulary clearly. This was observed during

activities in which children listened to vocabulary pronunciation audio
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through learning applications displayed on smartboards. Children
imitated the pronunciation of vocabulary after listening to
pronunciation examples provided by the audio features in the
applications. In addition, repeated listening and collective
pronunciation activities helped children practice and improve the
clarity of their English pronunciation. This finding is consistent with the
theory proposed by Tarigan (1985), which states that children acquire
vocabulary through listening to language in their surroundings,
including language spoken by parents and peers, as well as language
encountered through television, radio, and various social environments
in their daily lives.

Most children also demonstrated a good ability to understand the
meanings of English vocabulary. This was evident when the learning
applications displayed images representing the vocabulary being
studied, and teachers subsequently asked questions related to the
vocabulary. Children were able to identify the images corresponding to
the words mentioned. Children's ability to understand vocabulary
meanings was closely associated with the visual and auditory features
provided by the learning applications. Attractive images and text helped
children recognize the objects or concepts being studied, while
vocabulary pronunciation audio helped them associate spoken
language sounds with the displayed images. This finding is consistent
with Mayer's (2009) multimedia learning theory, which suggests that

the use of images and text in presenting learning materials can help
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reduce cognitive load because information is presented through simpler
visual representations that are easier for children to understand and
process (Raoza, 2024).
Supporting Factors

The presence of supporting and inhibiting factors influences the
continuity of the learning process. Based on the research findings, the
supporting factors included school support through the availability of
adequate digital facilities and the provision of training for teachers on
digital instructional media, particularly smartboards, to improve their
abilities to operate and utilize digital media. This indicates that schools
play an important role in supporting teachers' readiness to implement
technology effectively in learning activities. Such support enables
teachers to prepare instructional media and learning materials more
easily. According to Triyanto and Astuti (2021), the success of English
language learning in early childhood education is influenced by several
factors, including teachers' abilities, the availability of learning
resources, and adequate learning facilities.
Inhibiting Factors

The inhibiting factors identified in this study included technical
difficulties related to electricity and internet connections, teachers'
limited abilities to operate technology, and difficulties in identifying
suitable learning applications. Based on the research findings, these
challenges occurred because teachers were not yet accustomed to using

digital media in learning activities, as the utilization of digital
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instructional media, such as smartboards, remained limited. This
condition is supported by findings concerning the technological
knowledge of early childhood education teachers, which has not yet
reached an optimal level. According to Nurhayani et al. (2021), the
technological knowledge of early childhood education teachers was
categorized as sufficient, indicating that its practical implementation
had not yet been optimized.

Furthermore, the availability of English learning applications
appropriate for the characteristics of young children remained limited,
resulting in teachers utilizing only a small number of applications.
Based on an interview with one of the teachers, it was revealed that
numerous interesting applications were actually available for use.
However, the learning materials and games provided in these
applications had difficulty levels that were too high, making them less
suitable for the abilities of young children. This finding is consistent
with Aridyanto (2024), who reported that the implementation of
Technological Pedagogical Content Knowledge (TPACK) in English
language learning for young children remained limited. Consequently,
many available English learning applications were primarily designed
for students at the primary and secondary education levels.

Conclusion

Based on the research findings, the implementation of smartboard-

based learning applications in introducing English vocabulary to young

children indicates that smartboards can serve as interactive
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instructional media that support children's engagement in the learning
process. Smartboards were utilized through various digital applications
and features that enabled teachers to present vocabulary materials using
visual elements, audio, and interactive games.

Students' responses to the learning activities demonstrated a
positive tendency. Children appeared enthusiastic and actively
participated in the activities, while the visual and audio features
provided by smartboards helped them pronounce and understand the
meanings of the English vocabulary introduced. These findings indicate
that the use of smartboards creates learning interactions that encourage
children's engagement and direct learning experiences.

The successful implementation of smartboards was supported by
the availability of digital facilities and institutional support, including
opportunities for teachers to improve their technological skills through
training. However, their use still encountered various challenges,
particularly teachers' abilities to operate technology and the limited
availability of English learning applications appropriate for the
characteristics and needs of young children. Thus, the successful
utilization of smartboards depends not only on the availability of
devices but also on teachers' competencies in selecting, adapting, and
implementing technology in accordance with learning objectives and
children's characteristics.

Based on these conclusions, teachers are expected to utilize

smartboards consistently by selecting applications and activities
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appropriate for children's ages, abilities, and needs while continuously
developing their competencies in using technology. Educational
institutions are also expected to strengthen their support through the
provision of adequate facilities and ongoing assistance for teachers.
Future researchers are encouraged to investigate the influence or
effectiveness of the English learning applications identified in this study
across a broader range of educational institutions or student
populations.
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