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ABSTRACT

The aim of the research is to introduce symbol of number through flash card because
at the time of the initial research the kindergarten still uses simple learning methods
and there are also some children who are less able to recognize numbers. This research
uses a qualitative method by applying a case study approach, while data collection
uses interviews, observation and documentation. Participants in this research are
school principals, teachers and students. As for the research results, teachers must
choose a theme that is in accordance with the learning plan that has been prepared,
prepare and provide interesting media or learning materials, open up opportunities
for children to play with flash card, repeat material from play activities using picture
flash card, and evaluate activities.
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Introduction

PAUD (Early childhood education programs) is an effort to provide guidance
given to individuals from birth to 6 years. This is implemented to provide educational
stimulation which supports physical and spiritual growth and development, ensuring
children's preparation to move to the next stage (Yuliana, 2013). PAUD generally
includes everything carried out by parents and teachers in caring for, educating, and
nurturing children. This aims to create an environment in which children can explore
various experiences, giving them opportunities to know and understand the learning
process through observation, imitation and repeated experimentation, and all the
potential that children have.

Cognitive development is the thought process of identifying, understanding, and
reasoning so that it makes it easier for them to understand lessons, the ability to think
logically and analyze critically and understand cause-and-effect relationships, the
acquisition of knowledge, and the ability to adapt to new environments to solve
problems (Retnaningrum & Umam, 2021).

Cognitive growth is a thought process that takes place in the brain and is used to
understand a special event. Cognitive includes a person's ability to relate, assess, and
consider the events which experienced (Sujiono, 2013). Cognitive ability is a thinking
process that involves connection, assessment and consideration with the aim of
developing intellectual potential and gaining knowledge. In the period of five years to
six years, cognitive abilities reach the preoperational stage in which they have the
ability to understand the reality of their surrounding environment using symbols
(Fitriana, 2022).

In the kindergarten environment, play is a typical element, especially in the early
stages of child development (Andesta et al., 2024; Novianti et al., 2022; Wahyuni et al.,
2022). Understanding the concept of mathematical understanding education in early
childhood can be applied through the introduction of elements such as appearance,
color, counting methods, and arranging objects (Istiqomah et al., 2024; Rahmalia &
Suryana, 2021; Trisia et al., 2024). Through play, children can improve their
understanding of symbol of number. Games involving the concept of numbers are an

integral part of mathematics learning and are important for advancing counting skills
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which are essential in everyday activities. Ideas about numbers also form the
foundation for further mathematical development and children's preparation for
further education (Sadidah & Nursalim, 2013).

The introduction of the idea of symbols of number is significant for individuals to
understand because it is the beginning of children's skills in recognizing mathematical
concepts at the educational level that children will face (Nurhayati et al., 2020). In the
early stages, children may be able to name numbers without really understanding their
meaning. As children grow and experience, they will be able to recognize and
understand symbol of number (Sumardi et al., 2017).

Based on initial observations at Uwais Al - Qorni Kindergarten of children aged 5-
6 years, it appears that their ability to recognize symbol of number is quite low. From
the 20 children observed, 12 of them still often misrepresented the numbers 1-10. When
asked together, almost all children can show numbers correctly but when asked
individually, there are still many children who are confused and confused. Apart from
that, when asked to pick up objects according to the numbers shown, most children
are not able to do it correctly. This is caused by the lack of use of learning media
through games. With games, children can unconsciously learn about numbers and are
able to remember the numbers they have learned.

In order to improve symbol of number identification skills in early childhood,
stimulation needs to be provided. Providing stimulation definitely involves play
activities which will encourage early childhood to attract children's interest in
numbers (Andesta et al., 2024; Istiqomah et al., 2024). Introducing symbol of number
to young children is also an idea from basic mathematics learning. When children
understand symbol of number, children will feel interested in counting (Nurhayati et
al., 2020).

Flash card media is a type of visual media in the form of picture cards. This card
is shown to the child quickly. Flash cards, introduced by Glenn Doman, a brain
surgeon from Philadelphia, Pennsylvania, are picture cards accompanied by words.
According to Doman, flash cards are used by showing them and reading them quickly

to children (Azhima et al., 2021).
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Symbol of number through play can help children develop independent work
skills, resilience, self-confidence, perseverance, and a spirit of never giving up. By
involving children in the game, they not only feel happy playing but can also
understand the idea of numbers without pressure, such as making jumps according to
the given numerical value, arranging objects according to numerical order, or picking
up objects according to the numerical value. Apart from these games, it is
recommended to give children additional practice to improve their understanding of
symbol of number. This flash card media can stimulate children to recognize numbers
more quickly, increase children's interest in mastering the concept of numbers, and
stimulate their intelligence and memory. Thus, the use of flash card media can help
children understand basic mathematical concepts such as the concept of numbers and
geometry, by displaying numbers and pictures of basic geometric shapes, as well as
objects which have shapes like basic geometric shapes.

Other research conducted by Ayu states that the learning concept introduces
symbol of number by using flash card with various displays which attract attention
and can focus children's attention during the learning process. In the early stages of
development, symbol of number are introduced to children to improve their ability to
number (Ayu, 2016). Therefore, using flash card for children at an early age will have
an effect on increasing the child's focus and attracting the child's attention, the child
will not get bored easily and will be enthusiastic about learning.

The media in the form of print or audio visual as a communication tool should be
as attractive as possible so that it can be seen, heard, etc. In the context of
understanding symbol of number, the media used is visual media via flash card. Flash
card refers to numbers printed on pieces of media made of paper or blackboard. The
numbers can be moved according to the wishes of the word creator or word
arrangement. Using flashcards in learning can be proactive in understanding numbers.
This flash card is used as a learning medium so that children don't get bored, children

can focus, and children want to pay attention to what the teacher says (Nurhayati et

al., 2020).
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Using Flash Card is an essential method in improving basic mathematical skills,
especially in understanding numbers and symbols. The Flash card in learning
activities can trigger new interests in children. With the help of this media, it becomes
easier for children to recognize symbol of number, such as saying numbers according
to the number symbol. Flash card media has an attraction that can make children more
active and motivated to understand numbers more quickly. Apart from that, using
flash card can also increase children's interest in understanding the idea of numbers
as a whole. Flash card media is a learning tool presented in card format containing
images. Media is a learning tool that can be used effectively in helping children
identify and gain an understanding of the concepts being studied by using flash card

as media (Widi Astuti et al., 2023).

Method

The type of research which will be used in this research is descriptive qualitative
research. Qualitative research allows researchers to gain a deep understanding of
social reality through an inductive thinking process in which data is analyzed to
discover underlying patterns and meaning. This is a research approach used to explore
human or social phenomena by forming complex and in-depth images that can be
explained in words. This approach involves reporting detailed views from data source
informants, and is carried out in a natural context or background or in accordance with
actual circumstances (Fadli, 2021). Researchers utilize a case study approach in which
the case study approach is an approach that investigates a phenomenon carefully, in
depth, and comprehensively. Meanwhile, according to Basuki, case studies are a type
of research that focuses on a specific problem, case studies can use a qualitative or
quantitative approach, and can pay attention to individuals, groups, or even society as
a whole. Stake emphasizes that the main goal of a case study is to gain a detailed
understanding of the case under investigation, not to create generalizations. The cases
studied can have varying levels of complexity, and the duration of the research can be
short or long, depending on the case being studied and the time available to collect

data and analyze it (Arifien, 2016).
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The subjects of this research are school principals, teachers, and children at one of
the kindergartens in Palembang City, namely Uwais Al-Qorni Kindergarten. The
subjects in this study are 20 children, namely 9 boys and 11 girls. The reason the
researchers chose Uwais Al-Qorni Kindergarten as the research location was because
during initial observations and interviews, their ability to recognize number concepts
was quietly low. Of the 20 children observed, 12 of them still often made mistakes in
indicating numbers 1-10. When asked together, almost all children can show numbers
and count correctly. However, when asked individually, many children are still
confused and confused. Apart from that, when asked to pick up objects according to
the numbers shown, most children are not able to do it correctly. For these reasons,
researchers are interested in conducting this research at the Uwais Al - Qorni
Kindergarten.

In this research, researchers use data collection techniques in the form of
observation, interviews and documentation. In this study, the data sources are the
results of interviews and observations from school principals, teachers and children
regarding flash cards in recognizing symbol of number. Presenting data means
presenting and describing the results of field findings systematically and in accordance
with a qualitative approach. The collected data will be analyzed using a thematic
analysis approach. The initial stage is understanding the data in which the researcher
collects information from observations and interviews. Oral data is then recorded in
written form to facilitate understanding. Afterwards, in the acquisition stage in the
initial coding step is the researcher. identify interesting concepts in the data. The
process continues by looking for thematic patterns where various codes are organized
into a theme that is considered to have potential. This stage is followed by a review of
themes to form a coherent pattern (clear results) between themes and codes in the
theme revision stage. After that, the researcher explains and perfects exploring the
theme comprehensively according to the question of research. The latter involves

writing creating a concise, rational narrative.
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Results and Discussion

The application of flash card to help children recognize symbol of number in this
research is carried out through a series of the following steps: The teacher provides an
introduction to the material as the first step in learning because every activity or lesson
requires an adequate explanation of the material to be taught. Likewise, in planning,
planning steps must be prepared nicely before implementing activities. Based on the
opinion above, the researcher conclude that before starting this lesson, the teacher
needs to provide an explanation regarding the material that will be discussed later so
that the child will remain focused on paying attention to the teacher when delivering
the lesson and the teacher must make a plan before delivering the material that day,
such as prepare flash cards that dance, color or so on.

After that, the teacher chooses a theme which is appropriate for learning about
flash cards which must attract the child's attention, such as the teacher introducing
numbers from 1-10 using flash cards and equipped with attractive colors, pictures that
attract the child's attention, and so on. Based on the opinion above, the researcher
draws the conclusion that choosing the right theme in the learning process will make
children quickly absorb what the teacher says because it will attract the child's
attention and the child will focus on paying attention to the teacher but if the choice of
theme is not appropriate/interesting then the child will also pay less attention and The
child is not truly focused on what the teacher is saying.

Furthermore, the use of interesting media for children, for example flash card, will
foster motivation and enthusiasm in them. This is in line with the results of
observations made by researchers which showed that interesting tools or materials are
used to motivate children in class when learning. The use of illustrated flash card
provides benefits in developing initial numeracy skills, such as improving children's
cognitive abilities, strengthening their understanding of numeracy concepts, and
supporting potential development according to their individual abilities.

In accordance with the interview conducted by the researcher with Mrs. R that:
"Yes, we use interesting learning media such as flash cards according to the child's
needs, and we also choose the right theme according to the child's learning. After that

we evaluate what the child has achieved" (Personal Interview with R Mother)
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From the results of the interactions which have been carried out, using interesting
learning media, especially flash card media, will make children focus and follow the
learning that has been delivered by the teacher and also choose the right theme
according to the learning that the teacher will convey to the children and the last thing
is to do it. evaluation to find out to what extent the child has absorbed learning during
the learning process.

Learning media functions as the delivery of information during the learning
process. Learning basically involves communication between teachers and children so
it is important for learning media to be easily understood by children to facilitate
interaction during learning. This learning media is used in the context of the learning
process. Flash card or learning device is a tool or equipment used by teachers when
teaching, in the form of cards containing numbers according to the topic being taught.
These tools in the form of cards are useful for children in remembering lessons because
flash card is able to create a deep impression in their minds, making them more
difficult to forget. As children get younger, the need for visualization or concreteness
(the use of more learning tools) becomes more important which children can touch,
see, feel, and hear (Danauwiyah, 2019). Based on the results above, the researchers
therefore concluded that the use of interesting learning media, especially flash card
media, is believed to be able to increase children's motivation and enthusiasm for
learning. It is also believed that the use of picture flash card can help in developing
initial numeracy skills. This includes good cognitive abilities, a strong understanding
of numeracy concepts, and optimal use of potential according to each child's abilities.

The results of observations made by researchers show that the teacher's role is not
only limited to preparing media or learning materials for students, but also involves
observing children's learning progress during the process of using flash card. This is
because each child has varying abilities individually (Sujiono, 2013). From learning
activities using flash card, children not only develop an understanding of the concept
of counting but also explore other potentials they have. After that, the teacher
evaluates the children's learning to recognize symbol of number through the use of

flash cards. Evaluation is important at the end of the activity because through this

Amalia and Rachmi



Raudhatul Athfal: Jurnal Pendidikan Islam Anak Usia Dini, Vol. 8 (1) 26

evaluation the teacher can assess the level of student understanding. Apart from that,
evaluation also allows teachers to assess the extent of their success in delivering
learning material.

When the child understands, the teacher sees to what extent the child can
understand the material/use of flash card media that has been presented by the
teacher, asks the child several questions and mentions numbers, distinguishes the
same and different numbers, and so on. Based on the results of these observations and
interactions, the researcher concludes that teachers at Uwais Al-Qorni Kindergarten
had implemented flash card media in recognizing symbol of number as optimally as
possible according to the views of experts, this media is able to speed up the process
of recognizing numbers in children, increasing children's interest in understanding
symbols. numbers, and stimulate the development of their intelligence and memory.

Using media that involves visual abilities can create easier for children to
understand the material presented. Children will see it directly so that the knowledge
transfer process will be better than if they did not use media (Andesta et al., 2024; Trisia
et al., 2024). Using appropriate media will also help children to concentrate better
(Novianti et al., 2022). Furthermore, the use of flash cards will indirectly help children

understand the concept of numbers.

Conclusion

Based on the results and discussion above regarding the introduction of symbol of
number in group A at Uwais Al-Qorni Kindergarten in Palembang, it can be explained
that the teacher has taken several steps as follows: 1) Choosing a theme that is
appropriate to the learning program that has been prepared. 2) Plan and provide
interesting media or teaching materials to convey to children. 3) Provide opportunities
for children to play with flash cards. 4) Repeat the material that has been taught
through play activities using picture flash cards. 5) Evaluate the activity of recognizing
symbol of number using illustrated flash card. The teacher in this activity has taken
various steps, including creating a comfortable and enjoyable classroom atmosphere,
as well as preparing interesting media or teaching materials such as flash cards to

support the learning process in the classroom.
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