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Abstract 

This research aims to explore the responses of prospective elementary school teachers to 

training in developing Android-based educational games as an innovative learning tool. By 

distributing questionnaires to 121 prospective elementary school teachers in NTB, this 

research identified the needs, interests, motivations and challenges faced in participating in 

the training. The research results show that prospective elementary school teachers show a 

high interest in using educational games as a learning tool, but prospective elementary 

school teachers face challenges related to technical skills and integration in the curriculum. 

These findings provide important insights for training providers in designing programs that 

better suit the needs of prospective teachers, as well as highlighting the importance of 

continued support for the development of skills in using technology in education. 
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INTRODUCTION 

Education in the 21st century 

faces unique challenges amidst the 

dynamics of technological development 

and rapid social transformation. 21st 

Century education requires education to 

not only produce individuals who are 

academically skilled, but also who are 

able to adapt to change, think critically, 

collaborate, and solve problems 

creatively (Chalkiadaki, 2018; Care et al., 

2018; Zahroh et al., 2023). In addition, 

globalization broadens educational 

horizons by introducing new challenges 

and opportunities, such as cultural 

integration and cross-border cooperation 

(Malik, 2018; Erfan et al., 2024; Bahtiar 

et al., 2023). 

In line with these demands, 21st 

century education requires an innovative 

approach, where technology plays an 

important role (Bahtiar et al., 2022; 

Abesadze & Nozadze, 2020). 

Technology-based learning is becoming 

increasingly relevant in this context, as it 

enables wider access to information, 

provides a platform for interactive and 

personalized learning, and facilitates the 

development of crucial digital skills 

(Loderer, 2020). With the integration of 

technology, education can become more 

inclusive, dynamic and adaptive, 

preparing future generations to face 

complex challenges in the digital era 

(Maulidia et al., 2023). 

Learning in the digital era marks 

a fundamental shift in the educational 

paradigm, driven by rapid advances in 

information and communication 

technology. The digital era has 

dramatically changed the way we access, 

present and interact with information. 

The emergence of the internet, mobile 

devices, and online learning platforms 

has opened the door to easier and faster 

access to knowledge from various 

sources. 

The presence of technology has 

also changed the demands and 

expectations of education. It is no longer 

enough for students as prospective 

teachers to only master basic knowledge. 

Prospective elementary school teachers 
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must also have digital skills, information 

literacy, and the ability to think critically 

and creatively in navigating a world that 

continues to develop digitally. Therefore, 

education in the digital era is not only 

about transferring information, but also 

about preparing students to become 

independent learners and skilled problem 

solvers in an increasingly connected and 

complex environment. 

Educational game development 

training for prospective teachers is 

becoming increasingly important in the 

era of digital education that continues to 

develop. Based on data and research 

conducted by Yu et al., (2021), it appears 

that the use of games in learning can 

increase students' motivation, 

involvement and understanding of the 

subject matter. Apart from that, 

educational games also have the potential 

to develop students' cognitive, social and 

emotional skills, such as problem solving 

skills, cooperation and creativity 

(Mayasari et al., 2024; Hung et al., 2019). 

However, although educational 

games offer a variety of benefits, the 

development and implementation of 

games in an educational context often 

requires special skills and technical 

knowledge that not all prospective 

elementary school teachers possess 

(Partovi & Razavi, 2019). Therefore, 

appropriate training is key to preparing 

prospective teachers with the skills 

necessary to design, develop and use 

educational games effectively in 

classroom learning. 

Thus, researchers are interested 

in knowing the responses of prospective 

elementary school teachers regarding 

training plans for developing Android-

based educational games. Through the 

responses of prospective elementary 

school teachers, it is possible to 

understand the needs, interests and 

motivation of prospective elementary 

school teachers regarding the training. 

Apart from that, this research also helps 

in identifying challenges and obstacles 

that prospective elementary school 

teachers may face during training. By 

gathering input and feedback from 

prospective teachers, training providers 

can adapt training programs to better suit 

the needs and preferences of prospective 

elementary school teachers. This will 

help optimize the effectiveness of 

training and increase the likelihood of 

success in developing Android-based 

educational game development skills for 

prospective elementary school teachers. 

RESEARCH METHODS 

This research is a descriptive 

research. Descriptive research aims to 

describe observed characteristics and 

phenomena without producing causal 

inferences or conclusions (Remler & 

Van-Ryzin, 2021). In the context of this 

research, a descriptive approach is used 

to describe the responses of prospective 

elementary school teachers to Android-

based educational games. The 

respondents in this study were 121 

prospective elementary school teachers 

in NTB. The complete data on 

respondents in this study is presented in 

Figure 1 below. 

 

Figure 1. Origin of Prospective 

Teacher Institutions In NTB 

The data collection technique 

uses a questionnaire in the form of 

Google form. This questionnaire was 
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distributed to gain an in-depth 

understanding of the experiences and 

perceptions of prospective teachers 

regarding the development of Android-

based educational games. The data 

analysis technique used in this research is 

descriptive. This technique is used to 

describe and summarize the 

characteristics of data collected through 

questionnaires, such as frequency of use 

of educational games, participation in the 

development and training of educational 

games, and prospective teachers' 

perceptions of these games. Descriptive 

analysis can also be used to identify 

general patterns and trends in 

respondents' responses. 

RESULTS AND DISCUSSION 

This research aims to explore the 

response of prospective elementary 

school teachers in NTB regarding the 

development of Android-based 

educational games. In this study, 

researchers distributed a questionnaire to 

all prospective elementary school 

teachers in NTB to fill out the 

questionnaire. Distribution of the 

questionnaire begins on December 7, 

2023 and ends on December 10, 2023. 

The questionnaire distributed consists of 

9 questions. The first and second 

questions were to find out whether the 

respondent had ever participated in or 

had experience in creating or developing 

educational games that could be accessed 

via the Android platform. The responses 

of prospective elementary school 

teachers to the first and second questions 

are presented in Figure 2 below. 

 

Figure 2. Responses of Prospective 

Teachers to Experience and 

Involvement 

Figure 2 above shows that as 

many as 81 prospective elementary 

school teachers (66.9%) have never been 

involved and have no experience in 

developing Android-based educational 

games. This indicates that the majority of 

respondents do not have direct 

experience in the game development 

process. Most prospective teachers have 

never been involved in the development 

stage, either as lead developers or as team 

members. This can be caused by a lack of 

opportunities or opportunities to engage 

in educational game development, 

limited knowledge or technical skills in 

software development, or a lack of 

interest or motivation to engage in such 

activities. A study Lampropoulos et al., 

(2022) found that in some educational 

settings, students and teachers may not 

have adequate access or opportunities to 

engage in educational game development 

due to limited resources, both 

technological resources and support from 

educational institutions. 

Figure 2 also shows that as 

many as 40 prospective elementary 

school teachers (33.1%) have been 

involved and have experience in 

developing Android-based educational 

games. This shows that a small number 

of respondents have direct experience in 

the process of developing Android-based 

educational games. There are variations 

in the level of involvement of 
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respondents in developing educational 

games, where a small number of them 

have been directly involved in the 

development process. Prospective 

elementary school teachers have a 

background or experience that allows 

them to be involved in Android-based 

educational game development activities, 

such as formal education or training in 

software development, a strong interest 

in educational technology, or previous 

work experience in the games or 

technology industry. 

The questionnaire responses of 

prospective elementary school teachers 

regarding the development of Android-

based educational games on questions 

aimed at evaluating the extent to which 

respondents have had special training or 

education in developing educational 

games that can be accessed via the 

Android platform. By answering this 

question, researchers can understand the 

level of technical readiness and 

knowledge about educational game 

development of the respondents. This is 

important because it can influence the 

perceptions, abilities and interest of 

prospective elementary school teachers 

in using technology for educational 

purposes. The results of the respondents 

are presented in the form of Figure 3 

below. 

 

 

Figure 3. Response of Prospective 

Elementary School Teachers to 

Training 

Figure 3 shows that there are 98 

(81%) prospective elementary school 

teachers who have never 

participatedtraining to develop Android-

based educational games. This 

indicatesthat the majority of prospective 

elementary school teachers have not had 

the opportunity or access to obtain 

relevant training in developing Android-

based educational games. Factors such as 

limitations in training provision, lack of 

awareness about the importance of such 

training, or technical barriers in 

integrating technology are responsible 

for the high percentage of prospective 

teachers who have never received 

training. 

Figure 3 also shows that 23 

(19%) prospective elementary school 

teachers have participated in Android-

based educational game development 

training. This indicates that there is a 

small number of prospective elementary 

school teachers who have attended 

training. Therefore, these results 

highlight the importance of efforts to 

increase the accessibility and availability 

of training in Android-based educational 

game development for all prospective 

elementary school teachers. In this way, 

prospective elementary school teachers 

can gain the skills and knowledge 

necessary to integrate technology in 

classroom learning. Research conducted 

by Litvinenko (2020) states that one of 

the main obstacles is a lack of technical 

knowledge or skills in the field of 

software development. This can be a 

challenge for teachers or individuals who 

want to get involved in game 

development, but lack a background in 

computer science or game design. 

Questionnaires were also 

distributed to evaluate respondents' level 

of understanding of the basic concepts 

and principles underlying educational 
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games developed for the Android 

platform. By answering this question, 

researchers can gain insight into how 

well respondents understand how 

Android-based educational games are 

designed, how they work, and how they 

can be integrated into the learning 

process. Responses to this question 

provide an overview of the respondent's 

level of awareness and readiness in using 

Android-based educational games in an 

educational context. A high level of 

understanding can indicate that the 

respondent has understood the concept 

and potential of educational games in 

improving learning. Meanwhile, a low 

level of understanding may indicate that 

respondents need more information or 

additional education about the concept 

and use of Android-based educational 

games. The results of the analysis of the 

responses of prospective elementary 

school teachers are presented in Figure 4 

below. 

 

Figure 4. Primary School Teacher 

Candidate Responses to the Concept 

  

Figure 4 shows that only 4 

(3.3%) prospective elementary school 

teachers really understand the concept 

and potential of Android-based 

educational games. This shows that only 

a small portion of prospective elementary 

school teachers have a very in-depth 

understanding of how Android-based 

educational games are designed and how 

they have the potential to support the 

learning process. There are 18 (14.9%) 

prospective elementary school teachers 

who understand the concept and potential 

of Android-based educational games, 

there are 53 (43.8%) prospective 

elementary school teachers who 

understand the concept and potential of 

Android-based educational games, as 

many as 28 (23.1%) %) prospective 

elementary school teachers who do not 

understand the concept and potential of 

Android-based educational games, as 

many as 18 (14.9%) prospective 

elementary school teachers do not 

understand the concept and potential of 

Android-based educational games. 

Interpretation of the data above 

shows that there is significant variation in 

the level of understanding of the concepts 

and potential of Android-based 

educational games among prospective 

elementary school teachers. This 

highlights the importance of increasing 

prospective elementary school teachers' 

understanding and knowledge of the 

concepts and potential of educational 

technology, so that prospective 

elementary teachers can integrate these 

tools effectively in classroom learning. 

Efforts to provide additional relevant 

training can help improve prospective 

elementary school teachers' 

understanding and strengthen skills in 

applying technology in the educational 

process. Research conducted by 

Passarelli (2019) highlights that a lack of 

interest or motivation to engage in 

educational game creation activities can 

be an inhibiting factor. Factors such as 

low perception of its benefits or lack of 

social support can reduce an individual's 

interest in getting involved in game 

development. 

The next question that was also 

asked was related to "To what extent do 

you feel ready to use Android-based 

educational games?". This question aims 

to evaluate the level of readiness and 

confidence of respondents in using 
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Android-based educational games in a 

learning context. By answering this 

question, researchers can understand how 

confident respondents are in applying 

Android-based educational games in 

classroom learning activities. The results 

of the analysis are presented in the form 

of Figure 5 below. 

 

Figure 5. Primary School Teacher 

Candidate Respondents Regarding 

Readiness Level  

Figure 5 shows that there are 34 

(28.1%) prospective elementary school 

teachers who are very prepared and very 

confident in using Android-based 

educational games in learning contexts. 

Furthermore, there were 39 (32.2%) 

prospective elementary school teachers 

ready and confident in using Android-

based educational games in learning 

contexts. As many as 33 (27.3%) 

prospective elementary school teachers 

were less prepared and less confident in 

using Android-based educational games 

in learning contexts. As many as 7 (5.8%) 

prospective elementary school teachers 

were not ready and unsure about using 

Android-based educational games in 

learning contexts. A total of 8 (6.6%) 

prospective elementary school teachers 

were very unprepared and very unsure 

about using Android-based educational 

games in learning contexts. 

Interpretation of this data 

shows that there is significant variation in 

the level of readiness and confidence of 

prospective elementary school teachers 

in using Android-based educational 

games. This highlights the importance of 

efforts to provide the necessary training, 

support, and resources for prospective 

elementary teachers to feel more 

prepared and confident in integrating 

technology into the learning process. 

The questions on the 

questionnaire are also related to “To what 

extent do you believe you can effectively 

integrate Android-based educational 

games into your learning activities?" This 

questionaims to assess the level of 

confidence of prospective elementary 

school teachers in their ability to use 

Android-based educational games 

effectively in learning contexts. The 

results of prospective elementary school 

teacher responses are presented in Figure 

6 below. 

 

Figure 6. Responses of Prospective 

Elementary School Teachers to the 

Level of Confidence 

  

Figure 6 above shows that there 

are 15 (12.4%) prospective elementary 

school teachers who are very confident 

about integrating Android-based 

educational games effectively in 

learning. There were 33 (27.3%) 

prospective elementary school teachers 

who were confident of integrating 

Android-based educational games 

effectively in learning. Then 54 (44.6%) 

prospective elementary school teachers 

were quite confident about integrating 

https://jurnal.unimed.ac.id/2012/index.php/jgkp/article/view/xxxxx
https://doi.org/10.24114/jgk.v8i2.56553


Vol. 8 No. 2 March 2024, pp. 366-375 

p-ISSN : 2548-883X || e-ISSN : 2549-1288 

https://jurnal.unimed.ac.id/2012/index.php/jgkp/article/view/56553  

:https://doi.org/10.24114/jgk.v8i2.56553  

372 
 

Received on: 08 March 2024 Approved at : 27 March 2024 Published at : 29 March 2024 

 

Android-based educational games 

effectively in learning. There were 12 

(9.9%) prospective elementary school 

teachers who were not sure about 

integrating Android-based educational 

games effectively in learning. And there 

were 7 (5.8%) prospective elementary 

school teachers who were very unsure 

about integrating Android-based 

educational games effectively in 

learning. 

Overall, the response results 

show that the majority of prospective 

elementary school teachers have a fairly 

good level of confidence regarding their 

ability to integrate Android-based 

educational games in learning, although 

there are also a small number who are 

less confident or not at all confident. The 

questionnaire questions are also related 

to “Do you hope for Android-based 

educational game development 

training?" This question aims to 

understand respondents' interests, needs 

and potential for innovation related to 

Android-based educational game 

development training, as well as to plan 

training programs that suit the needs of 

prospective elementary school teachers. 

The results of prospective elementary 

school teacher responses are presented in 

Figure 7 below. 

 

Figure 7. Response of Prospective 

Elementary School Teachers to 

Training 

Figure 7 shows that of the total 

respondents of 121 prospective 

elementary school teachers, there were 

115 (95%) prospective elementary school 

teachers who hoped for training in 

developing Android-based educational 

games.This shows that there is great 

interest among prospective elementary 

school teachers to develop skills in 

creating Android-based educational 

games.On the other hand, only 6 (5%) 

prospective elementary school teachers 

do not expect training in Android-based 

educational game development. 

The data above shows 

thatAndroid-based educational game 

development training is considered 

important and expected by the majority 

of prospective elementary school 

teachers who were respondents in this 

survey. Some suggestionsfrom 

prospective elementary school teachers 

regarding the type of training desired in 

developing Android-based educational 

games, including: (1) prospective 

elementary school teachers expectThe 

training provides examples of good 

games to give to children according to the 

ongoing learning; (2) prospective 

elementary school teachers also 

hopetraining that is easy to understand to 

broaden your knowledge with education 

via Android-based media; (3) prospective 

elementary school teachers also 

hopetraining that enables teachers to 

develop educational games in detail, both 

offline and online so that they can be used 

in learning; (4) In Android-based 

educational game development training, 

prospective elementary school teachers 

expect an in-depth discussion of 

educational game design concepts, 

technical implementation using the 

Android platform, and strategies for 

integrating educational material into 

games. Also, focus on a user experience 

that is friendly and effective for learning. 
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CONCLUSION 

The conclusion of this research 

shows that research into elementary 

school teacher candidates' responses to 

Android-based educational game 

development training is important and 

useful. The research results provide an in-

depth understanding of the needs, 

interests and motivations of prospective 

teachers regarding the development of 

educational games. In addition, this 

research identifies challenges and 

obstacles that prospective teachers may 

face during training, and provides 

valuable input to improve the 

effectiveness of training programs. By 

paying attention to the results of this 

research, training organizers can design 

more appropriate and supportive 

programs, thereby helping prospective 

elementary school teachers develop 

Android-based educational game 

development skills more effectively. 
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