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Abstract 

This research examines the implementation of technology-based learning, such as the use of 

android, personal computers, and IPads. The action of this research is the use of digital 

technology for early childhood on the role of parents during the COVID-19 pandemic. This 

method was chosen because the researcher wanted to identify the parents' responses through a 

questionnaire on the use of technology as well as some of the roles of parents towards their 

children during taking advantage of this technology. That way, the survey method is considered 

very suitable to be used and in line with the function of survey research, namely to collect and 

explain opinions or opinions from a group of people (samples) on a particular topic. The number 

of samples in this study was 385 respondents (parents). The simple random technique is the 

sampling technique of choice used by researchers in sampling. Location research is Bahawalpur 

City. This research data was obtained online through the google forms platform. The instrument 

used is a questionnaire regarding the use of technology through the role of parents. The 

statements in this research questionnaire are 10 statements. There are five Likert scales used, 

namely very often (5), often (4), sometimes (3), never (2), and never (1).  
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1. Introduction 

The COVID-19 pandemic condition requires all elements of education to divert learning by 

utilizing technology, education is no exception in early childhood (Erlina, et, al.,2020). Multiple 

channels of communication are also facilitated by the Ministry of Communication and Information 

which works together with the Ministry of Education and Culture for educators to learning can 

continue as before. This policy, of course, becomes an unwritten rule regarding the skills of 

educators in the implementation of technology-based learning, such as the use of android, personal 

computers, and IPads. Educational institutions must develop innovative steps as a form of follow-

up to the implementation of online learning. Online learning during a pandemic requires that two 

parties (educators and students) parents) to cooperate. Parents also have a special role in the 
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implementation of this policy. In the digital era, families must maintain a physical dimension, face-

to-face, and establish a harmonious communication process (Lau, et, al., 2021). Parents have a role 

as the main teacher with the ownership of a great responsibility to form and nurture children 

physically and psychologically. There are several roles for parents in educating children in the 

digital era, among others: (1) providing limits for children in the use of social media digital media, 

(2) encouraging children to do other motor activities, (3) providing the right choice of media or 

impressions for children, (4) 

monitoring the impressions that have been accessed by children, (5) assisting children's activities 

when accessing social media, (6) show a good and positive role model using social media, as well 

as (7) advisors, assessor, counselor, demonstrator, friend, facilitator, fact finder, source of 

knowledge, mentor, motivator, role model, supporter for early childhood to use media social 

(Dondi, et, al., 2020). 

Parents are busy with their work so they pay less attention to their role in educating a child. 

Furthermore, they explained that parents did not understand their role and assumed that the teachers 

in their schools have full responsibility for their children's education. Ilmanto, et, al., ( 2021) 

suggest that some parents consider the obligation of parents to educate freelancers after they send 

their children to school.  Such an assumption is an inappropriate thing because parents should know 

the functions and duties of tutors at school. 

In another preliminary study conducted by Ludji, et, al., (2021) the results of interviews and 

questionnaires revealed that if a low role of parents to educate their children because some parents 

work full-time time/full time. As a result, parents do not have time to check or review the material 

of their children's lessons, as well as the parents' weak insight about the material that has been 

taught teacher to students.  

2. Literature Review 

According to Ubaidah, et, al., (2021), in the learning process at home with conditions now, teachers 

give more assignments to students without giving them material first. Parents object to this 

condition because of health mental and psychological children become down with the demands of 

learning for 24 hours. By considering these problems, it is necessary to have a solution that is 

relevant to the current pandemic. In line with current conditions, technology has become a tool 

used to facilitate learning during the COVID-19 period. Technological advances are growing 

rapidly with the convenience provided to access information. Advances in technology make 

activities faster and more unlimited. The use of technology can be a source of learning for students. 

This progress must be handled wisely and efficiently to provide benefits for all its users. 

Technological developments are not only focused on pervasive technology but already have a 

variety of mobile devices or gadgets. Now, interactions humans with television are getting left 

behind compared to interactions with cellphones. The reason is that mobile phones are easy and 

light to carry and are multi-functional, namely used to watch television, play audio, and record 

video (Weaver, et, al., 2017). It could be said that someone had unknowingly been introduced to 

technology by the surrounding environment. Thus, mobile phone media can be used to teach 

children by parents. The learning can be in the form of an introduction to literacy and count. 

Gadgets have various game features. Game features on gadgets are not only entertainment or 

games, but also to help children's learning process and as a medium learning (Andreani, & Ying, 

2019), such as educational game features. According to Ismail Noemí, & Máximo, (2014), 
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educational games are educational tools for teachers to educate and teach with fun. Educational 

game applications have succeeded in changing learning techniques monotonous formal activities 

become fun and more educative for early childhood, such as children can recognize and understand 

letters and numbers (Falloon, 2013).  

The involvement of parents in controlling the use of children's gadgets is also very important 

needed, both in the form of motivation, affection, and responsibility (Goh, et, al., 2015).  

Parents should be more careful about the risks that result from excessive use of gadgets. From the 

research results, the use of learning media through the application has been proven to be successful 

in improving children's abilities so that educators need to understand the form of learning 

technology, its operating procedures, and how to interact technology with students during the 

learning process (De Lima, & Castronuevo 2016). 

According to Rizki, et, al., (2021) two important things regarding the use of gadgets for children 

and the role of people's old age on the use of gadgets. These two things describe different things 

and are presented also the percentage of answers for each aspect that is measured. Another research 

study describes narratively the role of technical communication, determination of technology, 

reasons for parents to introduce technology from pre-school age schools, the positive and negative 

impacts of technology on children, the role of parents in the digital era (Rizki, et, al., 2021). Some 

of these things are reviewed qualitatively but do not mention the research area. The relevance of 

this research lies in the technology as the tool, parents as users, and early childhood as the 

recipient’s companion. The difference between this study and previous findings is that it can be 

seen from the research approach used, research objectives, and aspects assessed. The difference that 

is, the researcher uses the survey method, to identify the role of parents in the use of technology for 

early childhood, and aspects such as the use of gadgets as technology that is emphasized and the 

role of parents for children to use gadgets. 

By looking at the results of the analysis of several articles that are almost similar to this research, it 

is still worth saying that this research still has novelty separate research. Some strong evidence that 

this research is original, namely from four of the articles analyzed, there have been no previous 

researchers who used samples in the region the same as this study. In addition, this research is 

focused on the use of gadgets for education for games, reading, coloring, drawing, and counting, 

while the role of parents is only focused on assisting the children. The presentation of the data is 

also quite different from the articles that have been analyzed, where previous research presented 

more in the form of the narrative just. Based on the urgency to the novelty of the research, the 

objectives of this research are: to identify the role of parents in the use of technology for early 

childhood. 

3. Methodology 

Quantitative research is a research approach used by survey specifications as the method. This 

method aims to describe the quantitative trend of action of the population by examining the entire 

sample population (Creswell & Creswell, 2017). The action of this research is the use of digital 

technology for early childhood on the role of parents during the COVID-19 pandemic. This method 

was chosen because the researcher wanted to identify the parents' responses through a questionnaire 

on the use of technology as well as some of the roles of parents towards their children during taking 

advantage of this technology. That way, the survey method is considered very suitable to be used 
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and in line with the function of survey research, namely to collect and explain opinions or opinions 

from a group of people (samples) on a particular topic. 

The number of samples in this study was 385 respondents (parents). The simple random technique 

is the sampling technique of choice used by researchers in sampling. Location research is 

Bahawalpur City. This research data was obtained online through the google forms platform. The 

instrument used is a questionnaire regarding the use of technology through the role of parents. The 

questionnaire instrument is generally used as a survey or research-based instrument to find out 

responses to real situations experienced by the respondent. The statements in this research 

questionnaire are 10 statements. There are five Likert scales used, namely very often (5), often (4), 

sometimes (3), never (2), and never (1).  

4. Results and Discussion 

The use of digital technology in this pandemic era makes it easier for anyone to access various 

types of information quickly. Children in the digital age are easier to adapt to technological 

developments. Thus, parents play a crucial role in addressing the challenges of nurturing and 

controlling the children. The research results to be described include survey results the use of 

gadgets and assessment of the role of parents during the COVID-19 pandemic. Results of the 

average survey related to children's activities in utilizing digital technology are displayed in Table 1 

Table 1.  

Average Survey Results of Gadget Utilization 

01 Children's Digital Technology 

Activities 

Very  

often 

Often  Some

times  

Never 

Ever 

Never  

02 Utilization of gadgets for 

educational games 

42.6% 37.7% 12.2% 2.6% 4.9% 

03 Utilization of gadgets for reciting   1.3% 5.5% 50.6% 38.7% 3.9% 

04  Utilization of gadgets for coloring  51.4% 2.6% 5.5% 35.6% 4.9% 

05 Utilization of gadgets for drawing  45.3% 1.3% 16.6% 31.8% 5.0% 

06 Utilization of gadgets to recognize 

letters, numbers, reading, and 

counting  

47.3% 1.3% 12.2% 35.6% 36.6% 

Results percentages depict the results of an average survey of gadget utilization. In which the use of 

gadgets for educational games, recitation, coloring, drawing, and recognition regarding (letters, 

numbers, reading, and counting) are included.   

In addition to measuring the percentage of digital technology utilization, this research also 

calculates the percentage in terms of the role of parents. Survey results related to the assessment of 

the role of people old age in the digital era is presented in Table 2 
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Table 2.  

Average Results of Parents' Role Survey 

Sr.no Parental Role 

 

Very  

often 

Often Some 

times 

Never 

Ever 

Never 

01 Train children to think critically about 

pictures and words 

40.5% 12.2% 2.6% 38.4% 6.2% 

02 Explaining websites that can be 

accessed by early childhood 

33.0% 15.3% 0.0% 44.4% 7.3% 

03 Train children to communicate with 

online games and movies 

1.3% 15.3% 1.0% 59.5% 22.9% 

04 Accompanying children to collaborate 

uploading photos and videos 

2.6% 18.2% 11.4% 66.5% 1.3% 

05 Train children to be creative in 

uploading photos and videos 

13.5% 34.8% 47.8% 0.0% 3.9% 

 

Results percentages depict the results about an average survey of parents' roles regarding training 

children to think critically about pictures and words, explaining websites that can be accessed by 

early childhood, training children to communicate with online games and movies, accompanying 

children to collaborate uploading photos and videos and train children to be creative in uploading 

photos and videos.  

5. Suggestions 

The researchers have collated the following suggestions for this study: 

 The government should take steps regarding acclimation of parents with the various gadgets 

being utilized in this field 

 Parents should make an effort to familiarize themselves with the new modes of training and 

teaching being introduced in the wake of the pandemic 

 Children should be supervised scrupulously when using these gadgets 

6. Conclusion 

Utilization of gadgets in the form of reciting, coloring, drawing, recognizing letters and numbers, 

reading, counting, and educational games. Parents are responsible for acting as mediators, teachers, 

overseers, and administrators for their children while the latter are using gadgets. This is crucial so 

as to ensure that children don’t use these devices excessively or in an adverse manner. Parents can 

act in a supervising capacity by being present while said devices are being used by their children. 

The results of this study can be utilized as a template for parents in using technology so that their 

role can be maximized in all of the entailing developments. 
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