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 The need for English language proficiency in this age of globalisation demands 

a variety of efforts to learn the lingua franca as soon as possible. The use of 
media is one of the teaching strategies that kindergarten teachers could employ 

to maximise the interests and desires of the students in English learning. This 
study aims to describe the development of process design and validation of a 

proposed learning media called ‘Expose’, which is empirically tested with a 

limited group. ‘Expose’ is the media that was developed to meet the needs of 
vocabulary learning at the level of early childhood education. This type of 

research is R&D (Research and Development) using the ASSURE model. 
Validation of the content and media expert shows that ‘expose’ is being ‘very 

good’ for stimulation vocabulary for early childhood. Furthermore, empirical 
tests on a limited group (20 children aged 5-6 years in Lampah, Gresik) The 

study revealed that using the Expose application media to teach English 

vocabulary to kids between the ages of 5 and 6 significantly altered learning 
outcomes. The results of this research underscores how kindergarten teachers 

must be especially careful in choosing the appropriate vocabulary and learning 
technology for young children to learn. 
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1. Introduction  

In this age of globalization, it is crucial to acquire English as a second language. This is because English 

is a global language that has dominated communication on a global scale, and this fact becomes a key driver 

behind the idea of English being important to be included in early childhood learning (Premo et al., 2023; 

Sun et al., 2023). Schools must consider preparedness and an improvement in facing the era given the 

requirement to study English from a young age. Teaching the pupil in two languages beginning at the 

Kindergarten Level is one way to do this.  

English language learning aims to improve language competence in the form of skills in listening to 

reading, speaking and also writing in English (Shobikah, 2020). At the kindergarten level, English teaching 

primarily focuses on listening and speaking skills. This is because other skills are still not fully mastered by 

children. The existence of a differentiation between what is written and what is spoken when learning 

English will increase the level of difficulty for the child and not be in line for their growth. 

English can be learned encouragingly if it is assisted by the existence of instruction media and not only 

sticking through lecture strategies (question and answer), because children tend to like games. The existence 

of learning media can also aid with students to get a meaningful learning experience. Learning through direct 

experience (real object) or imitation (picture, doll, miniature, etc) help to maximise children learning 

experience (Arsyad & Fatmawati, 2018). Learning tasks in their school will be enjoyable if they are done 

while playing. Additionally, Goswami (2022) and Sh et al. (2022) claimed that children who begin learning 

a new language need time to become acclimated to its sounds and rhythm. It becomes the reason for offering 

kids a fun learning environment. When games are offered and used during learning activities, a fun 
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environment may be created that makes learning more engaging. The attractive learning environment will 

effectively motivate the student. Before they attempt to produce a new language, children require 

encouragement and approval from their social surroundings.  

It has been shown in numerous studies that using electronic-based media helps students' vocabularies. 

A study which involved the usage of flash application shows that  there  is  an improvement  of  students’ 

vocabulary mastery after taught by using  the  media  in  learning (Ukkas et al., 2019). Furthermore, a 

development of interactive multimedia using VN (VlogNow) and PowerPoint also effective for teaching 

English vocabulary to young children (Susantini & Kristiantari, 2021). 

Android is widely used and relatively simple to access. Teachers can use it to create lessons that are 

compatible with Android-based smartphones and other mobile devices. Both synchronous and 

asynchronous information can be transmitted using Android smart devices for learning Persada et al., 2022). 

Previous research has suggested that Android -based learning media will shift monotone learning into varied 

learning. Using android will make it easier for users to learn something, this is because users can access the 

material, test the ability through applications on Android wherever and whenever  (Zatulifa et al., 2018).   

In general, kindergarteners are taught based on a monthly theme that has been chosen. This means that 

the learning provided must be systematic and holistic. No concept-based media that is specifically created 

for early English learners has yet to be discovered. Therefore, this study was designed to develop android-

based application to suite the teachers’ need of bilingual materials in teaching the kindergartens. The 

application being developed is named ‘expose: excellent partner to study English’. 

The researcher wanted to develop an android application for the introduction of English, especially 

vocabulary in Early Childhood Education as an interesting learning medium to help children in the learning 

process. The development of this application is limited only in introducing vocabulary in the context of word 

meaning, pronunciation, word form which includes listening and repetition and written forms. Word 

meaning is oriented towards discussing the meaning of a particular vocabulary. Pronunciation trains the 

correct pronunciation or pronunciation of vocabulary. Listening and repetition are correlated with the 

repetition of the word heard. Written form knows the written form of a vocabulary. It is hoped that this 

Android application can motivate and attract children's interest when learning. 

2. Literature Review  

Learning media is one of the external aspects that greatly affects success during learning activities. 

Learning media is used for the process of interaction between educators and children so that it can take place 

effectively, so that children can more easily master the material from the teacher with media encouragement. 

A good media is a media that can represent the delivery of the material taught. Therefore, it is necessary to 

look up for theories related to the materials before developing a media.  

Learning media consists of various kinds such as learning videos, power points, props, games, etc. 

Educational games are games that are specifically created as a learning medium to convey material through 

audio, writing, photos, videos, and animations that can be done by playing while learning easily. 

Educational games can be used in providing interesting teaching and making children happy when learning 

(Purnomo, 2020). The android application is one of the output bases that can be selected in the development 

of educational games. 

2.1 Language Acquisition 

Language acquisition is an ongoing process in the brain of a young child when he gets his first language, 

namely his mother tongue. They were born without a language, but by the time they were 4 or 5 years old, 

thousands of vocabularies, phonological systems, and complex grammatical had been mastered. As 

contained in the Ministry of National Education No. 58 of 2009 states that children in the age of 4-5 years 

already have skills within the scope of language acceptance development, can express, as well as the realm 

of literacy (Adriany & Saefullah, 2015). When accepting language, they have been able to listen to the 

sentences that others say, understand commands, understand a story, and are able to recognise the treasury 

of adjectives. When it comes to language disclosure that is related to speaking skills, these children have 

been able to repeat simple sentences, express their feelings, mention a few words they are familiar with, 

express their opinion, express a reason and have been able to retell something they heard and knew. Then 

the last is in the scope of literacy development, they can recognise various symbols, know various sounds, 

be able to make scribbles and imitate a letter (Hidayah et al., 2021). 
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According to the theory of nativism, a child does not depend very much on the influence of 

environmental language. The theory of Nativism was first coined by Chomsky (1957) who argued that the 

mastery of language in children is natural. According to Chomsky, children are born equipped with a 

Language Acquisition Device (language acquisition device) known as LAD. This device is considered to be 

one of the parts of physiology that exists in the human brain that functions as a language processor, and 

belongs only to humans, therefore only humans can speak (Zghair, 2021). This theory is supported by the 

theory of Special Language Ability by Lenneberg (1967) in which language is concerned with the problem 

of the relationship of language and thought. Lenneberg states that humans have a biological inheritance 

(already carried from birth) in the form of their ability to communicate with verbal language and that ability 

has nothing to do with intelligence or thinking (Hoshi, 2017). 

In contrast to the theory of nativism, the view of behaviourism argues that the mastery of language in 

children is "bribery". Skinner likens learning a language to verbal behaviour. For him, children are born with 

an empty state of mind or a flavoured tabula. The child acquires language through the stimuli given to them 

and the child's response is conditioned through reinforcements. Positive responses will be conditioned 

through positive reinforcement such as reward or praise and vice versa for negative responses conditioned 

by punishment (Nor & Rashid, 2018). Similarly, Vygotsky revealed that there is a relationship between the 

environment and language acquisition (Rublik, 2017). According to him, language is the formation of 

communication through social interaction which can be considered as the main contributing factor to 

children's language development (Dastpak et al., 2017). The theory of behaviourism highlights aspects of 

linguistic behaviour that can be observed directly and the relationship between stimuli (stimulus) and 

reactions (responses). Effective language behaviour is to make the right reaction to stimuli. This reaction 

will become a habit if the reaction is justified. In addition to the two theories above, Rod Ellis argues that 

formal types of language acquisition can get better output (Syaprizal, 2021). The formal thing in question is 

to take place in the classroom with the guidance of a teacher, material, media and learning aids that have 

been well prepared and carried out intentionally or consciously. 

Based on the theories described above, children's language acquisition is a process of language 

acquisition in children. The stage of acquiring the first language is the mother tongue and the second is and 

the foreign language. In addition to mastering the language, children also master bilingualism, both 

Indonesian regional languages, English, and other foreign languages. The more languages a child speaks, 

the more aroused the child's language intelligence will be. 

2.2 Children’s Vocabulary Skills 

Vocabulary is a stock of words available to a person. Vocabulary terms can refer to all words in an entire 

language, to words or phrases used in certain variations such as dialects, registers and terminology (Lelawati 

et al., 2018). Vocabulary learning as an important thing for aspects of foreign language learning with an 

emphasis on the meaning of new words (Afzal, 2019). Children experience a rapid period of development 

of speech and vocabulary when they are 3 years old. This spike in vocabulary or vocabulary spurt includes 

mastering the addition of word pronunciation and combining words into sentences. The child's mastery of 

vocabulary increases greatly as he learns new words and new meanings. Children over 3 years old can 

generally pronounce more than 2500 vocabulary words (Ahada, 2021). On the Australian parenting website 

Raisingchildren (2022) said that children understand more words than they can say and can learn as many as 

5-10 new words every day. Tian (2018) also argues that children learn languages very quickly, and between 

the ages of 2 and 6 they learn an average of 10 new words every day. This is in line with the finding that 

children learn about eight new words a day from the age of 18 months to about age 6 (Graham, 2018). 

Vocabulary mastery includes form, pronunciation, word meaning and usage. The aspects of vocabulary 

mastery assessment that are emphasised in the form section include those related to listening to and repeating 

things listened to, listening to specific phonological information, the sound of vowels and consonants, the 

number of syllables and sound pressure patterns, observing written forms (the first and last letters), spelling 

collections, paying attention to grammatical information, and copying and organising related vocabulary. 

In the pronunciation section, the thing that is emphasised is about the pronunciation or pronunciation of 

vocabulary. A person's mastery of vocabulary is said to be good if they are able to pronounce vocabulary 

correctly. Word meaning is related to the meaning of vocabulary as well as its relationship with other 

vocabulary concepts. One of the things that determines a person is said to master vocabulary is his ability to 

understand the meaning or meaning of vocabulary. Part of usage is focused on the use of related vocabulary. 
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3. Method  

This study uses Research and Development or R&D. This technique is an approach to making new 

products or making improvements to a product (Wynarti, 2018). The purpose of this study is to determine 

the development, feasibility, and effectiveness of application to introduce English to children aged 5-6 years. 

The design of this study used the ASSURE model. According Laili et al. (2020) the ASSURE method was 

first created by Heinrich in 2002 as a core learning model in the field of technology. This model was chosen 

because it includes all elements, not only focusing on the design and implementation of a medium but 

involving student participation to optimise the benefits provided. 

 

Figure 1. ASSURE model concept 

This research was conducted in six stages, i.e., analyse learner characteristics, state objectives, select 

media and materials, utilise media and materials, require learner participation, and the last stage evaluate 

and revise. At the utilise media and materials stage, the product of ‘expose’ validated by expert of content 

and media. The outcomes are transformed into a five-level scale of product achievement. Furthermore, at 

the require learner participation stage, this media carried out in a limited group of experiment, 20 children 

from Lampah, Gresik. All 20 of these kids are members of group B. The choice of school was made with the 

knowledge that it has exposed students to English as a foreign language (EFL) so that they were not 

unfamiliar with learning a language. To determine the effectiveness of the media, data analysis was carried 

out to calculate the pretest and posttest.  The data were analysed through non-parametric techniques through 

the Wilcoxon signed rank test (Triwiyanti et al., 2019).  

1) Analyse Learner Characteristics 

At this stage, researchers conduct interviews to find out the existing problems. The interview was 

used to find detailed answers from kindergarten teachers in the Gresik area as research respondents. 

The specification includes the use of learning media and the problems that exist when teaching 

English to children 5-6 years old. Referring to the results of the interview, it was found that children 

generally feel happier and easier to understand English through the use of media. However, the 

reality that occurs is the lack of material and media that is specifically for those who want to learn 

English at an early age that is in accordance with the concept of teaching (thematic).  
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2) State Standards and Objectives 

At this stage, researchers compile the targets to be obtained and adjust the teaching material to the 

scope of English vocabulary in children aged 5-6 years. One such theme will consist of stories, 

vocabs, and performers that can help in stimulating the child's English vocabulary. The target set is 

that children can master 8 new vocabularies in one theme to be learned. The selection of a 

vocabulary target of 8 words is based on Gletman's opinion that the average child learns 8 new 

vocabulary every day (De Wilde et al., 2020). The chosen vocabulary is a vocabulary that is related 

to daily life with children so that children are expected to learn it more easily. The first theme 

contained in the Expose application is about family where the target words that children can learn 

are mother, father, cake, bake, read, book, ball, and doll. The second theme is about playing with 

friends with the words house, bedroom, friend, butterfly, playdough, crayon, car, and flower. The 

target of this application is that children can master vocabulary in the context of word meaning, 

pronunciation, word form which includes listening and repetition and also written form. 

3) Select Strategies, Technology, Media, and Materials 

Researchers chose new media, namely media based on android applications. In the early stages of 

making this application, namely compiling material designs, followed by designing scenarios in the 

form of storyboards. Storyboards are useful as a guide so that the stages make the application easier. 

Then, to find out the quality value of the application used; an assessment instrument is compiled. 

Here is the instrument of the observation sheet in the child: 

Table 1. Observation Instrument 

Indicator Score 

Children are able to repeat English vocabulary according to the example in the Expose 

application.  

 

The child is able to pronounce English vocabulary with a clear articulation.  

Children are able to read English vocabulary with proper pronunciation.  

Children are able to interpret English vocabulary into Indonesian correctly.  

Children are able to translate Indonesian vocabulary into English appropriately.  

The child is able to show the image according to the audio referred to in the Expose 

application. 

 

Children are able to choose images according to the word referred to in the Expose 

application. 

 

 

The assessment of each instrument is measured using a rating scale with the score of 1 to 4. In this study, 

a score of 1 was interpreted as BB (Undeveloped), a score of 2 means MB (Starting to Develop), a score of 

3 is BSH (Developing as Expected) and a score of 4 is interpreted as BSB (Developing Very Well). Later the 

minimum score that can be obtained is 7 with a maximum score of 28. 

Valid and reliable instruments are needed to obtain reliable research results. Valid means that the 

instrument can be used to measure what should be measured. Reliable means that if the instrument is used 

multiple times to measure the same object it will produce the same data as well. Validity and reliability tests 

need to be held on the measuring instruments to be used in the study. This test was tested in a different place 

with the same characteristics as the study site. Instrument testing used a sample of 20 children. The results 

of testing the validity and reliability of the indicators in this study all used the SPSS Statistics 25.0 computer 

program tool.   

4. Results  
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The following provides an explanation of development outcomes using the ASSURE approach. This 

section will explain the next three stages, i.e., utilise media and materials, require learner participation, and 

the last stage evaluate and revise: 

Table 2. Instrument’s Validity Result 

Item rscore rtable 5% (20) Sig. Criteria 

1 0.886 0,444 0.000 Valid 

2 0.893 0,444 0.000 Valid 

3 0.717 0,444 0.000 Valid 

4 0.871 0,444 0.000 Valid 

5 0.896 0,444 0.000 Valid 

6 0.703 0,444 0.001 Valid 

7 0.793 0,444 0.000 Valid 

 

The validity test results show that all instruments have a calculated R score > R table. This can be 

interpreted to mean that the 7 existing instruments are declared valid. 

Table 3. Instrument’s Reliability Result 

Cronbach's Alpha N of Items 

.918 7 

 

The reliability test results showed that all instruments had an Alpha Cronbach coefficient score of 0.918. 

Thus, the instrument used as an observation sheet is considered reliable because it has a score higher than 

0.6.   

1) Utilise Media and Materials 

At this stage the researcher uses new media (application), the media used is android application-

based in the form of audio-visual material used based on the capacity of children aged 5-6 years in 

the scope of English. This step is the stage of producing predetermined application. The following 

are examples of activities offered by ‘expose’. 

 

Figure 2. Opening page 
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The opening page on this Expose application as the initial display to start with the 'start' button then 

continued with the theme menu. 

 

Figure 3. Theme page 

This theme page consists of several themes that can be chosen by the child. The purpose of this 

theme page is variations so that children do not get bored with a theme. The given theme has an 

equivalent level of difficulty and is not tiered. This is in accordance with the original purpose, 

namely as a medium for introducing English vocabulary, so that all vocabulary selected in the theme 

is an easy vocabulary and close to the child. In one theme there will be stories, vocabs, and games. 

 

Figure 4. Menu page 

This menu page displays a selection of activities contained in one theme, namely story, vocab, 

games. 
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Figure 5. Story display 

The story menu features an illustrated story equipped with audio. The purpose of the story is to 

introduce vocabulary in the form of sentences so that children know the concept of words. 

 

Figure 6. Vocab display 

In the vocab menu there is an image that when touched will appear writing and sound. The goal is 

to introduce vocabulary one by one so that children can focus. The vocab menu can also train 

children's English pronunciation with sprawling pronunciation. 

Due diligence aims to obtain product validation and expert advice. The data is obtained through 

validator answers in the questionnaire. Then to calculate the validation from the experts the formula 

used is as follows: 

𝑃 =
Σx

𝛴𝑖
 𝑥 100% 

Description:  

P  : Percentage of feasibility  

Σx   : Total value obtained  

Σi   : Total maximum expected value  

100% : Constant number 
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The feasibility level of this game is measured through the validity criteria, namely: 

Table 4. Product Feasibility Level 

No Percentage Feasibility Description 

1 81% - 100% Very good Much needed/very worth it 

2 61% - 80% Good Needed/worthy 

3 41% - 60% Fair Sufficiently needed/decent enough 

4 21% - 40% Not good Less needed/not worth it 

5 0% - 20% Very not good Not needed/not worth it 

 

After the design and application of expose are completed, proceed with conducting due diligence 

from validators to find out the feasibility of the application to be applied to children. The value of 

the overall percentage of validation of experts is 96.49% and is at the interval of 81% - 100%. In 

accordance with the product feasibility range by Hasan et al. (2013), the results of the Expose 

application validator assessment are in the category of very good and very feasible or urgently 

needed. The details of the score assessment can be seen in Figure 7 and Figure 8. 

 

Figure 7. Material Expert Result 

The results of the material experts have given a review get a percentage of the value of 96%. The 

percentage obtained is included in the category of very appropriate and information is needed. So, 

in terms of material, this Expose application is suitable for children aged 5-6 years. 
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Figure 8. Media Expert Result 

The acquisition of assessments from media experts on the products developed received a score of 

98%. That percentage is very good, and the information is very decent. Thus, in terms of media 

assessment, it can be concluded that Expose application is suitable for use in introducing English 

vocabulary for children aged 4-5 years. 

2) Require Learner Participation 

This stage is carried out by involving students directly in teaching and learning activities. The 

participants are 20 children those aged 5-6 years (group B) at Lampah, Gresik. Test the effectiveness 

of the product used is pre-Experimental design (nondesign) research type one-Group pretest-posttest 

design. The trial process begins with a pre-test, then treatment is carried out. After that, researchers 

will conduct a post-test to measure children's vocabulary skills. Pre-test and post-test are intended 

to see the difference after treatment. 

 

| O1 |    X      | O2 | 

(Sugiyono, 2019) 

Description:  

O1 : pre-test 

X : treatment  

O2 : post-test 

 

To determine the effectiveness of the application, data analysis was carried out to calculate the 

pretest and posttest. The data were analysed through non-parametric techniques through the 

Wilcoxon signed rank test (Triwiyanti et al., 2019). The test is useful in finding out whether there is 

a difference in scores before and after the use of application. The hypotheses are: 

a) H0 : there is no significant difference in learning outcomes before and after the use of Expose 

application to introduce English vocabulary for children aged 5-6 years in Lampah Village, 

Kedamean District,Gresik, East Java.  

b) Ha : there are significant differences in learning outcomes before and after the use of Expose 

application to introduce English vocabulary for children aged 5-6 years in Lampah Village, 

Kedamean District, Gresik, East Java. 
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To find out the effectiveness of the Expose application, the trial result data in the form of pretest 

and posttest needs to be tested. Researchers performed the Wilcoxon Test manually with the H0 test 

criteria rejected if | Z| > 𝑍𝛼
2⁄  and the provisions of the critical regions are as follows: 

N     = 20 

α      = 0,05 

         𝑍𝛼
2⁄   = 1,96  

Table 5. Wilcoxon Test Count T Table 

Sample Pre Post (d) Rank + - 

1 9 26 17 19 19 - 

2 10 23 13 17 17 - 

3 7 27 20 20 20 - 

4 7 19 12 15.5 15.5 - 

5 11 25 14 18 18 - 

6 18 19 1 1.5 1.5 - 

7 20 21 1 1.5 1.5 - 

8 11 22 11 13 13 - 

9 16 24 8 8.5 8.5 - 

10 17 21 4 3 3 - 

11 17 24 7 6 6 - 

12 16 22 6 4 4 - 

13 14 26 12 15.5 15.5 - 

14 15 22 7 6 6 - 

15 17 26 9 10.5 10.5 - 

16 14 23 9 10.5 10.5 - 

17 16 24 8 8.5 8.5 - 

18 18 25 7 6 6 - 

19 13 24 11 13 13 - 

20 14 25 11 13 13 - 

∑ 210 0 

 

From the table above, it is obtained that the number of ranks marked (+) is 210 and the number of 

rankings marked (-) is 0. Because 0 is the value of the smallest number of ranks, T = 0. Before 

calculating the test statistics, the variance correction value must be determined first. This is done 

because there are data in the same ranking.  

Table 6. Variety Correction Value 

Ranking 𝒕𝒋 𝒕𝒋(𝒕𝒋 − 𝟏)(𝒕𝒋 + 𝟏) 

1,5 2 6 

6 3 24 
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Ranking 𝒕𝒋 𝒕𝒋(𝒕𝒋 − 𝟏)(𝒕𝒋 + 𝟏) 

8,5 2 6 

10,5 2 6 

13 3 24 

15,5 2 6 

∑ 72 

1
2⁄  (𝑡𝑗(𝑡𝑗 − 1)(𝑡𝑗 + 1)) 36 

 

Because there is the same rank, the formula will be adjusted to the correction of the variety. 

Statistical calculation of wilcoxon test: 

𝑍 =  
𝑇 −

𝑁(𝑁 + 1)
4

√𝑁(𝑁 + 1)(2𝑁 + 1)
24

−
1
2

(𝑡𝑗(𝑡𝑗 − 1)(𝑡𝑗 + 1))

 

=
0 −

20(20 + 1)
4

√20(20 + 1)(2 × 20 + 1)
24

− 36

 

=
−105

26,105
 

= −4,022 

|𝑍| = 4,022 

Obtained the value of |Z| = 4,022 which is greater than 𝑍𝛼
2⁄  (1,96), then the decision taken is H0 

rejected, and Ha accepted. Based on this, it can be concluded that there are significant differences in 

learning outcomes before and after the use of Expose application to introduce English vocabulary 

for children aged 5-6 years in Lampah Village, Kedamean District, Gresik, East Java. 

4) Evaluate and Revise 

Evaluation is the stage of improvement after the activities carried out are carried out.  At this 

evaluation stage, get input to improve the audio quality so that it sounds clear and clear. Experts 

suggest that other themes can be further developed. In addition, from product trials to children, 

researchers saw that the products developed were very accepted by children, because they felt 

happy, especially since the application used was in accordance with the times and were familiar to 

children. However, because of the great enthusiasm, the teacher must be able to condition the 

classroom atmosphere so that learning continues to run smoothly. In addition, teachers should 

repeat sentences and vocabulary in the application slowly accompanied by explanations Indonesian 

so that children can understand. 
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Figure 8. Documentation of the Expose application trial with 20 children. 

5. Discussion  

This study obtained the results of a product in the form of an application that can be installed on an 

Android smartphone and named Expose with the aim of introducing English vocabulary. This development 

research has been carried out based on a review of the learning process in the field that lacks media in the 

English language learning process. The selection of material is in line with the child's ability, which focuses 

on listening and speaking skills.  

Expose application is equipped with audio and image illustrations that make it easier for children to 

receive the information they will get. The children can listen to the pronunciation accurately, see pictures, 

and read transcriptions that describe the substance of the photographs. The children's ability to recognise the 

vocabulary of a foreign language, in this case English, can be helped through visual and aural stimulus. The 

child is also interested and enthusiastic about receiving the material provided. In line with the statement 

from Hooshyar et al., (2021) that learning carried out using android-based educational game can stimulate 

children's curiosity in solving problems and children's appeal to visuals and increase children's knowledge in 

technological development. 

Early childhood learning and development are supported by the presence of media since young children 

tend to enjoy playing and still think in terms of the real or concrete, necessitating the use of media or other 

tools to present abstract ideas in engaging and enjoyable ways. Learning activities should be focused on 

student aptitude and age development, such as gradually developing while playing and learning (by playing 

more) to be learning while playing (learning more). 

Overall, the evaluation of the hypothetical application expose falls into the very good category. Expert 

evaluation reveals that content scored 96% and media scored 98%, both of which fall under the excellent 

category. The Expose application was rated excellent, and it can be used in the learning process because the 

overall percentage of expert opinions is 97%. Referring to wilcoxon test results | Z| = 4,022 indicating that 

there is a difference in the score of the results from before and after the test. This shows that Expose 

application can optimise English vocabulary competence for children aged 5-6 years. This is in accordance 

with Nurrita (2018) on the benefit of using media are namely increasing children's learning movements, 

increasing children's understanding, increasing children's activeness, and not saturating. 
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Children's enthusiasm for the application is very large as you can see in Figure 6, this is evidenced by 

the activeness of children during the implementation of application trials. The enthusiasm of children 

requires teachers to be able to condition the classroom atmosphere so that learning continues to run 

smoothly. In addition, teachers should repeat sentences and vocabulary in the application slowly 

accompanied by Indonesian explanations so that children can understand. Since both first language and 

second language have their respective levels of need in communication (Darasawang & Reinders, 2021), 

there is an implication that the child's first language and second language proficiency will differ significantly. 

In contrast to learning a second language, a youngster will first master their first language. This is due to the 

fact that the first language refers to the language the child has mastered since birth (since birth).  

In mastering English vocabulary children are easier to understand subject and nouns. In the first theme, 

children have difficulty in understanding the verbs that are prepared, namely ‘bake’ and ‘’read’. One of them 

is A who is sample number 11; Child A mentioned that reading a book in English is bake, and vice versa 

when asked the meaning of bake the child answers reading a book. This is possible because the book has 

almost the same pronunciation as bake.  On the other hand, subject words such as father and mother can be 

easily understood by children. The words father and mother are often taught to children, especially when 

the child enters the family theme so that the child is familiar with the word. 

According to Wijayanto and Siradj (2017), there is a distinct category of games known as educational 

games, which are games that are intended to be both entertaining and instructional. The traits of the learner, 

particularly kindergarteners who enjoy playing and learning as well as having a high level of imagination, 

can be adapted to an educational game. Research from Akhadiyah and Mulyani (2017) demonstrates how 

effectively using educational games has been produced in this research to increase early children reading 

readiness. That game offers various advantages in terms of the learning environment. One of them is 

incorporating amusement into the educational process and fostering an engaging learning environment 

without pressuring students to break down the subject matter in an abstract way. (Prahmana et al., 2012; 

Shabalina et al., 2015; Barzilai & Blau, 2014).  

This trial is proof that the child can acquire language through stimulation and reinforecement 

(reinforcement). This supported by Nor and Rashid (2018, p. 162) who state, “A positive response will be 

conditioned through positive reinforcement like reward or praise and vice versa.” Early childhood has a 

number of important aspects that educators and parents should be aware of, including: (1) needing security, 

rest, and healthy food; (2) living in a world that is programmed to imitate; (3) requiring practice and routine; 

(4) having a need to ask questions and get answers; (5) children's thinking differs from adults'; (6) requiring 

hands-on experience; (7) trial and error is the main thing in learning; and (8) playing is the world (Maisarah, 

2019). As a result, play activities or the availability of gaming instruments can complement learning activities 

in early infancy with the intention of simultaneously training numerous developmental components.  

Use of educational games or learning activities is not only advised for teachers in schools but also for all 

parents and other adults who frequently engage with youngsters. According to Jung’s opinion (2017) that 

early childhood educators and other family member can assist parents in engaging in at-home activities 

including playing, reading, and doing educational activities with their kids. This is so that the activity can 

promote the crucial linguistic interaction that kids need to improve their literacy. 

To keep the learning progress on course, applications must be built as well as possible. In their research, 

Huang et al. (2019) advise educators to design instructional games with a variety of activities to produce 

engaging playing experiences. In particular, kindergarten teachers must carefully consider the choice of 

words that are taught, such as nouns and verbs, while creating English-language media to make it easier for 

kids to understand. Apart from that, additional factors that must be taken into account for Android-based 

media goods to be better include the theme, the child's surroundings, and the child's personality. 

6. Conclusion 

This study has produced a new application called Expose, a concept-based media that systematic and 

holistic created for early English learners in kindergarten. Expose application is limited only in introducing 

vocabulary in the context of word meaning, pronunciation, word form which includes listening and 

repetition and also written forms. The application is validated by material matter experts and instructional 

media experts, based on the main components of learning media and gained an average score of 97%.  The 

empirical test involves 20 children aged 5-6 years in Lampah, Gresik. According to the findings, children 

between the ages of 5 and 6 can improve their English vocabulary skills through media ‘expose’. 
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