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Abstract
The ability to read is the most important thing for children’s intellectual devel-
opment. One of  the efforts is application of  interactive form games. Games can 
improve children’s reading skills because they match concept of  children’s learn-
ing while playing. This study aims to develop interactive RPG-based games to im-
prove children’s reading skills. The method used is ADDIE. The steps taken after 
the product is made are validity test, practicality test and effectiveness test. The 
stages after the product are made are validity test, practicality test and effectiveness 
test. The results of  the validity of  the game were 94.5% (very valid category), and 
94% practicality (very practical category). In terms of  effectiveness, this game was 
proven to be able to improve children’s reading skills, namely 91%. Emphasis on the 
reading aspect includes the ability to read pictures, say each letter in 1 word, read 
words, find same vowels and letters. Based on 5 items, effectiveness shows a strong 
relationship between aspects of  image recognition, reading words, finding the same 
letters to improve children’s reading skills using interactive RPG games. Two other 
items are inferior, namely mentioning each letter in one word and vowels because 
game does not guide specifically like other aspects. This game is useful in increasing 
reading literacy, counting through interactive games so that children will be happy 
in the learning process, besides that it can hone children’s visual and kinesthetic 
intelligence.
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one of  the tools that can be used as a way to carry 
out knowledge transformation to children. There-
fore, when someone plays a game, it means that 
it is not limited to a game that can entertain or 
engage in meaningless joyful activities, but more 
than that, a game that is played by anyone will 
have an educational meaning, even without being 
realized by the person who is doing it. According 
to the Big Indonesian, Interactive Dictionary is to 
do mutual action, between relationships and mu-
tually active. Human relations with other humans 
is a necessity because humans are social creatu-
res. This is also done in terms of  play, especially 
in early childhood. Playing with quality games 
can eliminate negative emotions into positive 
emotions for children, it can be concluded that in-
teractive games are tools to find fun creativity by 
taking action, being active, and having intercon-
nected relationships (Toppe et al, 2020; Alfano et 
al, 2020; Berge et al, 2019; Luo et al, 2018; Gam-
bacorta et al, 2018). According to Azhar (2011), 
the application of  RPG (Role Playing Game) that 
will guide players actively digging information to 
enrich knowledge while playing.

Based on the survey, the use of  technology 
has a positive impact on children’s development 
and is beneficial in the learning process. Howe-
ver, there are still many lessons that have not yet 
utilized technology, such as interactive digital ga-
mes. But in reality, the development of  the era 
that demands change quickly requires educatio-
nal patterns that are in accordance with the di-
gital era. Early childhood children will develop 
more when given a game-based educational game 
(RPG) so that children’s reading abilities develop 
optimally. In addition, the media used in learning 
are considered to be less attractive children. The-
refore, this research was conducted by focusing 
on the Development of  Interactive Games based 
on RPGs to improve reading skills in early child-
hood.

The objectives in this study are to (1) produ-
ce an Interactive RPG-based Game Development 
to improve children’s reading skills in kindergar-
ten; (2) knowing the validity of  RPG-based Inte-
ractive Game Development to improve children’s 
reading skills in kindergarten; (3) knowing the 
practicality of  developing RPG-based Interacti-
ve Games to improve children’s reading skills in 
kindergarten; and (4) determine the effectiveness 
of  RPG-based Interactive Game Development to 
improve children’s reading skills in kindergarten.

METHODS

The type of  research is a research and de-

INTRODUCTION

The early childhood education is the 
foundation in optimizing the basic abilities of  
children. According to the National Associati-
on for Education of  Young Children (NAEYC), 
the age range of  early childhood is 0-8 years. Ac-
cording to Law Number 20 of  2003 concerning 
the National Education System relating to Early 
Childhood Education written in Article 28 Parag-
raph 1 which reads “Early Childhood Education 
is held for children from birth to six years and is 
not a prerequisite for attending basic education”. 
One of  the formal education pathways in early 
childhood education (PAUD) is known as kinder-
garten. Kindergarten is a form of  formal educati-
on for children aged 4 to 6 years. At this age, the 
growth and development of  children occur so ra-
pidly that at this time it is the right time to provide 
stimulation in the child’s learning period that is 
appropriate to the age stage and characteristics of  
the child.

Language skills are one of  the abilities 
that are needed by children because through 
language children can meet their needs and in-
teract with their environment, gain knowledge, 
and others. Reading lessons are the basis for 
someone to get an education and determine the 
success of  children to learn at the next level of  
education. Reading is a process of  children’s ac-
tivities in recognizing the form of  letters/words/
sentences, symbols, and images so that the child 
understands the purpose, meaning and purpose 
of  the reading, symbols, or pictures into a simple 
conclusion.

The utilization of  technology in develo-
ping reading skills can be done by providing inte-
resting games for children. In reading skills, at the 
age of  4-6 years children can be taught to read. 
The age of  kindergarten has been able to see itself  
as a reader, giving meaning to images. According 
to (Irdawati & Darmawan, 2017), reading is one 
of  four language skills delivered in the Bahasa 
Indonesia language learning, except for listening 
skills, speaking skills, and writing skills. Yulsyo-
friend (2013) has stated that reading is a unified 
integrated activity that includes several activities 
such as recognizing letters and words, linking 
them with sounds and their meanings, and dra-
wing conclusions about the purpose of  reading. 
Based on this it is concluded that reading is one 
of  the important abilities in recognizing letters 
and words by sound or understanding meaning 
so that children gain experience in the form of  
knowledge and information.

Nizak (2011) has stated that the game is 
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velopment of  research and development (R&D) 
research conducted to improve teaching and 
learning in kindergarten. According to Sugiyono 
(2012), research and development are research 
methods used to produce certain products and 
test the effectiveness of  those products. These 
products are not always in the form of  objects 
(hardware), such as books, machines, modules, 
teaching aids, etc. but can also be in the form of  
software, such as learning models, application 
programs, and others. Development in this re-
search about software in the form of  application 
programs created using Adobe flash applications 
that can be run on Android applications, note-
books, and PCs. The development procedure in 
this study follows the sequence of  activities in the 
Analysis, Design, Development, Implementati-
on, and Evaluation (ADDIE) model proposed 
by Branch (2009). A more detailed explanation 
of  the development procedure is described as fol-
lows.

The game was created using Android Stu-
dy version 4.0.0, using an animal themed Story 
Board design. This production was carried out 
with a Core i-7 PC Processor, 8 Gigabite Ram 
specifications and 1 Terabite hard drive, and 
using Adobe Photoshop CS6, Corel Draw, and 
Android Maker software. Games that have been 
made will be developed and installed on an An-
droid smartphone or tablet that can be used for 
early childhood learning.

Analysis. The main activity at this stage 
is analyzing the importance of  product develop-
ment. Product development begins with a lack of  
learning that has been applied primarily to imp-
rove children’s reading skills. Problems can occur 
due to the lack of  facilities to develop interesting 
reading abilities for children. This analysis is car-
ried out by gathering information and identifying 
to make products that will be developed accor-
ding to the needs in terms of  observations and 
interviews.

Design. This activity is a systematic pro-
cess that starts from setting learning objectives, 
designing learning tools, designing learning acti-
vities, and designing learning outcomes evalua-
tion tools. This stage is a conceptual design that 
underlies the process of  further development. 

Development. At this stage began to rea-
lize the design into a product that is ready to be 
implemented and make instruments to measure 
the performance of  the product. The product to 
be developed will be examined by the developer 
to find out whether the product can be used pro-
perly, and all components can run exactly as ex-
pected. Then the product is consulted to expert 

lecturers and teachers before being tested. Sug-
gestions and input obtained are revised or impro-
ved products that are developed.

Implementation. The implementation 
phase is carried out by preparing an RPG-based 
Interactive Game Development product after it 
has been revised according to the direction of  the 
experts and has been declared feasible by the ex-
pert and tested on the teacher in learning activi-
ties, then the teacher evaluates the Development 
of  an Interactive RPG-based Game to determine 
the feasibility of  developing an RPG-based In-
teractive Game when used by the child and the 
child’s response after playing. The results of  the 
teacher’s assessment and response are followed 
up at the evaluation stage.

Evaluation. This stage carries out evaluati-
on activities to measure the achievement of  deve-
lopment objectives. Evaluation results are used to 
provide feedback to the user or child. Revisions 
are made according to evaluation results or needs 
that cannot be met.

Data collection techniques in this research 
is to use instruments in research development. 
The instrument is one tool for data collection. 
The data in this research development are questi-
onnaires. The questionnaires were used to obtain 
validity, effectiveness, and practicality data from 
RPG-based Interactive Games (Sugiyono, 2015) 
with the following data analysis techniques. 

Validity Analysis. Data collected from this 
study are the results of  RPG-based Interactive 
Game validation. Validity analysis using Aiken’s 
V Validation using the formula:

Information:
s = r – lo
lo = The lowest validity score (in this case = 1)
c = The highest validity score (in this case = 4)
r =  The given number by the validator

The results of  the Aiken V calculation 
range from 0 to 1. After the results of  the Aiken 
V calculation, the media eligibility criteria are 
grouped:
0,76- 1 = Very eligible 
051-0,75= Eligible
0,26-0,50= Eligible less 
˂0,25 = Not eligible    
 

Practicality Analysis. User practicality test 
data in filling out questionnaires for principals 
and teachers is done by using a percentage (%) 
using the following formula.
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After the percentage is obtained, grouping 
according to the practicality assessment criteria:
76% - 100% = Very practical   
51% - 75%= Practical
26% - 50%= Practical less  
0% - 25%= Not practical

The analysis of  Effectiveness Tests. Ana-
lysis of  effectiveness is obtained by counting the 
children who perform activities as contained in 
the observation sheet. The data were analyzed 
using the percentage technique stated by (Sugio-
no, 2018) as follows.

RESULTS AND DISCUSSION

In the analysis phase the method used by 
the researcher is observation of  teaching and lear-
ning activities in TK. Fadhilah Amal 3 class B1. 
Observations and interviews were conducted to 
find out the curriculum used, learning activities 
and the use of  teaching materials. The data ob-
tained from the initial research is the initial stage 
in analyzing product needs is to analyze the cur-
riculum used at Fadhillah Amal 3 Kindergarten. 
The purpose of  the curriculum analysis is so that 
the direction of  developing this RPG-based Inte-
ractive Game is clear. This analysis was carried 
out by gathering information related to RPPM 
and RPPH which will be used in RPG-based In-
teractive Games based on Basic Competencies 
and Main Material that refers to the 2013 curricu-
lum implemented in kindergarten, which is about 
reading like reading pictures, recognizing initial 
letters in pictures.

The design process is the stage of  designing 
an Interactive Game based on early childhood 
RPGs in kindergarten. At this stage, the instru-
ment was also designed to measure the validity of  
the developed RPGs. First, determine the theme 
of  the game. Determining the theme or material 
to be loaded in the game is an important thing. 
The theme determines how the shape and design 
of  the game. The theme in the RPG is pets. It also 
determines the achievement of  learning objecti-
ves. Almost all learning can use games so that the 
use of  technology in learning is one way that can 
be done by an educator.

Second, determine the material and aspects 
that are developed. Determination of  the theme 
in general should be more classified into more 

specific to the sub-themes and material to be de-
livered. Early childhood learning usually must be 
simple and easily understood by children. In ad-
dition to material, aspects that will be developed 
also need to be planned. The aspects developed 
can focus on one aspect or several aspects at once 
such as moral and religious values, cognitive, fine 
and gross motor skills, social-emotional, langu-
age, and art. In this study developing aspects of  
language focused on early reading.

Third, determine the shape of  the game in 
the game. The form of  the game is how to play 
games such as puzzle-shaped games, problem-sol-
ving based games, guess-shaped games, matching 
image games, counting and throwing dice games, 
and others. A good game for young children is 
a game that how to play it in accordance with 
the material and aspects that are developed. For 
example, for the development of  numeracy skills, 
children are more suitable to use games to match 
images with the number of  objects. The right 
choice will produce games that are able to convey 
messages or material well to children, of  course, 
in a way that is fun for children.

Fourth, design a storyboard. Storyboards 
are sketches and game designs that are described 
in detail. This is useful to make it easy for pro-
grammers to make games that are in accordance 
with the design or game design. Storyboard not 
only in the form of  a picture but also an expla-
nation of  how the game runs or how to play the 
game. Things to note are the interesting side of  
the game or the strengths of  the game and the 
rewards for winners. Games for young children 
must pay close attention to rewards or praise so 
that children feel happy and excited to complete 
the game. Rewards can be in the form of  scores, 
applause, thumb animations, or words of  prai-
se when the child is able to complete the game 
properly or correctly. Game storyboards will be 
exemplified in the next chapter.

Fifth, make audio-visual designs. In-game 
audio design in the form of  music that fills the 
game and voice commands or questions and prai-
se in the game. Audio selection is designed and 
determined by the creator of  the game. The game 
visual design includes game background design, 
in-game images, and game icon display. Audio 
Visual game design is one of  the determinants 
of  game quality. An attractive audiovisual design 
will make interesting games such as backgrounds 
that are designed or drawn with attractive and 
cheerful background music. The design should be 
designed by yourself  so that it will be different or 
not seem ordinary.

This phase aims to produce an Interactive 
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Game Development based on RPGs to improve 
the ability to read early childhood in kindergarten 
that is valid, practical, and effective. The product 
that you want to develop is checked by the deve-
loper to find out whether the product can be used 
properly, and all components can run exactly as 
expected. The results of  the development phase 
of  an RPG-based Interactive Game to improve 
early childhood reading skills in kindergarten are 
as follows.

RPG Development. RPG-based Interacti-
ve Games to improve reading skills were develo-
ped using flash applications that can run on the 
Android Operating System, Windows (XP, Vista, 
7, 8), and PC or laptop to enter material and vi-
deos that have been prepared. For source designs, 
the initial design is self-designed. The results of  
the development of  early childhood RPGs in kin-
dergarten.

Validation results by experts. In the valida-
tion of  the material, based on the questionnaire 
given, the validator suggests adding rewards in 
the form of  audio, reviewing the game presentati-
on systematically, and audio language should be 
adjusted to the language that is easily understood 
by children. While in the Media Validation sta-
ge, the validator suggests giving a drawing that is 
interesting for children on the start page of  game 
design, clarifying the appearance of  graphics and 
increasing volume in the game. RPG-Based Inte-
ractive Games have been validated and declared 
valid with the average results of  Aiken’s V mate-
rial expert score of  0.97 and a media expert vali-
dation score of  0.90 which is included in the very 
feasible category.

At this stage, it is implemented by prepa-
ring an RPG-based Interactive Game product 
to improve the ability to read early childhood in 
kindergarten that has been declared feasible by 
experts and tested on children, then educators 
assess RPG-based Interactive Games to improve 
the ability to read early childhood in kindergar-
ten- children to find out their worth when used. 
Implementation of  RPG-based Interactive Game 
Development to improve the ability to read ear-
ly childhood in kindergarten was carried out at 
TK. Fadhilah Amal 3 B1 in the 2018/2019 school 
year with 15 children. Then the assessment of  the 
RPG was also assessed by the teachers of  TK. 
Fadhilah Amal with a Focus Group Discussion 
activity.

Practicality Test is the level of  practicali-
ty of  the media used by the teacher. This activity 
is carried out to determine the extent of  the be-
nefits, ease of  use by teachers. This practicality 

test is carried out by giving practicality of  RPG-
based Interactive Game Development to impro-
ve reading skills. Based on 10 aspects of  assess-
ment in the practicality test RPG by 2 teachers. 
The total score for assessment by G1 is 37 and 
the total score for assessment by G2 is 36. The 
average percentage of  practicality for each as-
pect of  assessment by G1 is 92.5% and the ave-
rage percentage of  practicality for each aspect of  
assessment by G2 is 90%. So, the average yield 
of  practicality is 91.25%. Practicality test results 
state that the Development of  Interactive Games 
based on RPGs to improve the ability to read ear-
ly childhood in kindergarten that was developed 
was declared very practical. Data analysis was 
obtained by calculating the results of  the assess-
ment of  the use of  children’s games in the large 
group test class B1 of  15 children, the assessment 
by the class teacher contained in the observation 
sheet. The effectiveness assessment data of  84% 
can be declared effective as an RPG-based Inte-
ractive Game Development to improve reading 
skills in learning.

Evaluation results were obtained based 
on assessment sheets from expert lecturers and 
classroom teacher questionnaires on RPG-based 
Interactive Games to improve early childhood 
reading skills in kindergarten. From the results of  
the expert, the material has an adequate and valid 
item validity, and the results of  the conclusion of  
the assessment of  the validator are declared Eli-
gible for use with revisions. Whereas the results 
of  the Media experts have sufficient and valid 
items validity, and the results of  the conclusion 
of  the assessment of  the Media Expert validator 
are declared Eligible for use with revisions. Ma-
terial and media revisions are made to improve 
the media even better. The final product study is 
an RPG-based Interactive Game Development to 
improve reading skills. First, the initial appearan-
ce of  the pet theme RPG game.

 
Figure 1. preface of  game 

Second, on the next page, there is a start 
button to start the game.
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Figure 2. The second layer of  game with start 
button

Third, after clicking on the start button, in-
formation about the RPG game will appear. Then 
click the start button. Fourth, then Level 1-3 RPG 
Game appears.

Figure 3. The level of  game with level button

Level 1 in RPG games is the easiest level. 
The images that appear in the RPG game include 
2-legged animals namely chickens, ducks, birds. 
When level 1 is clicked, a chicken animal ap-
pears. When the image of  the chicken is clicked it 
will hear the sound “what animal is this?”. Then 
the child will learn to recognize the letters in the 
word chicken which are assisted by the sound of  
the word “chicken”. To continue, click the right 
arrow.

Figure 4. The stage of  game 

On the next page, the game will appear 
matching the image between chicken and chick-
en feet. When a child answers incorrectly, a “let’s 
repeat again” sound, and when answering cor-
rectly, a “great you’re right” voice will come out. 
The game continues directly to the next page.

 
Figure 5. The part of  game with matching image

The next page will appear next animal 
display until level 3. After level 3 is complete the 
game will appear a page to return to the front 
page. Then click the house image to return to the 
front page.

  After that the following display will ap-
pear “do you really want to get out?” then click 
yes then the game will close. Language is an im-
portant main aspect to be developed in support 
of  other aspects. The process of  improving and 
stimulating children’s language skills provides 
children with the ability to interact and gain kno-
wledge. Children as social beings must be able 
to interact so they can adjust and be accepted in 
their environment. Language is a means of  sup-
porting in conveying ideas, ideas, and inspirati-
on so that in human life, with language, humans 
more easily convey messages to other humans. 
both in written form, oral, and only in the form of  
certain symbols (Amelin et al., 2019). Language 
learning is inseparable from the four basic skills 
of  language namely listening, speaking, reading 
and writing (Mayasari & Ardhana, 2018). 

Reading activity is an attempt to receive in-
formation related to symbols or images. Children 
who have the ability to read will easily accept 
various information in the process of  increasing 
their potential. If  children at the age of  entering 
further education do not have the ability to read, 
then he will have difficulty in learning various 
further learning (Rahmatika et al., 2019). Rea-
ding is an ability that must be possessed by early 
childhood. According to Irdawati & Darmawan 
(2017), reading is one of  the four language skills 
presented in Indonesian language learning in ad-
dition to listening skills, speaking skills, and wri-
ting skills. According to Ulfah & Rahmah (2017), 
reading interest should begin to be grown when 
the child is at an early age, so as we get older, 
the development of  children’s reading interest 
also increases. To accelerate the ability to read, 
early childhood can be taught slowly in accor-
dance with the stages of  child development, one 
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of  which is by using games (Johan et al, 2020; 
Lievense et al, 2019; Tulloch et al, 2019; Devaine 
et al, 2017; Wexler et al, 2016; Jalali et al, 2015)

Acoording to Yulsyofriend (2013) states 
reading is an integrated unit of  activity that inclu-
des several activities such as recognizing letters 
and words, linking them with sounds and their 
meanings, and drawing conclusions about the 
purpose of  reading. According to Suggate et al. 
(2013), the age at which children enter school 
and learn to read is intuitively an important fac-
tor in later reading achievement. Based on this it 
is concluded that reading is an activity to recog-
nize letters and words by sound or understanding 
meaning so that children get experiences in the 
form of  knowledge and information.

Nizak (2011) stated that the game is one 
of  the tools that can be used as a way to carry 
out knowledge transformation to children. Ac-
cording to Krisnawan (2015), game is a system 
where the player is involved in an artificial con-
flict, here the player interacts with the system and 
conflict in a game that is fabricated or artificial, 
in the game, there are rules that aim to limit the 
player’s behavior and determine the game. Accor-
ding to Cahyo (2011), games are an inseparable 
part of  the world of  children, it can even be said 
to be very important for the growth of  children’s 
intelligence. so important is the game that whe-
rever it is, both at home and at school, there are 
now various games available for children. There-
fore, when someone plays a game, it means that 
it is not limited to a game that can entertain or 
engage in meaningless joyful activities, but more 
than that, a game that is played by anyone will 
have an educational meaning, even without being 
realized by the person who is doing it.

According to the Big Indonesian Dictiona-
ry, interactive is a mutual action, between rela-
tionships and mutually active. Human relations 
with other humans is a necessity because humans 
are social creatures. This is also done in terms of  
play, especially in early childhood. Playing with 
quality games can eliminate negative emotions 
into positive emotions for children, it can be con-
cluded that interactive games are tools to find fun 
creativity by taking action, being active, and ha-
ving interconnected relationships.

According to Azhar (2011), the applicati-
on of  this type of  RPG game that will guide the 
player actively digging information to enrich kno-
wledge while playing. Based on the description 
it is concluded that the RPG game is a tool to 
find fun creativity by taking action, being active, 
and having interrelated relationships and guiding 
players actively digging information to enrich 

knowledge while playing.
The use of  interactive games is a very in-

teresting for children when technology media 
are used in learning (Meidenbauer et al, 2018; 
Vallabhajosula et al, 2016; Katsikitis et al, 2014; 
Jaunay et al, 2019). RPG-based Interactive Ga-
mes are able to develop language skills, especially 
reading and other children’s abilities. in additi-
on, interest in technology can stimulate children 
to improve the ability to use technology (digital 
literacy) so that they can run the game. RPG-
based Interactive Games is a game that stimula-
tes children to be active in the learning process 
so that the delivery of  knowledge in the game is 
delivered in a way that is fun for children. This 
game is interestingly designed with various colors 
and sounds such as music and voice commands. 
The way children play by reading pictures and 
writing. Children are very interested in reading 
during game play because because there is a res-
ponse when children run the game. in addition, 
the child feels challenged when continuing the 
game to a higher or more difficult level (Schwartz 
et al, 2015; Aravena et al, 2013; Franceschini et 
al, 2013; Bonnefon et al, 2013; Huotilainen et al, 
2011; De et al, 1996).

The validity of  the Game product is 0.93 
with the very feasible category. The validity inclu-
des material validity 0.93 and media validity 0.94. 
This proves that the validity of  game products is 
at a very valid level in developing children’s rea-
ding skills. Practicality test data by filling out a 
questionnaire by the principal and teacher with 
the results of  practicality reaching 94% with the 
very practical category. The practicality assess-
ment includes 92% media use, 94% suitability of  
illustrations, 95% language and 96% time suita-
bility. It can be seen that the effectiveness of  the 
game product is 91% with very well developed 
criteria and the success rate is very successful. 
Each item includes the item Children are able to 
read pictures 97%, children are able to say each 
letter in 1 word 83%, children are able to read 
words according to audio 96%, children are able 
to find the same letters 97%, and children are able 
to say vowels 82% . 3 items have a higher value 
than the others because early childhood can un-
derstand something concrete, including the pictu-
res used in the game are real pictures of  pets so 
that items reading pictures have a high value. In 
the item reading words according to the audio, 
the child is guided by the audio repeatedly accor-
ding to the child’s needs by clicking a button, this 
makes this ability has a high value. In addition, 
the item finding the same letter has a high value 
because the child can observe without a time li-
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mit until the child finds the same letter. Two other 
items are lower, namely mentioning each letter in 
1 word and finding vowels because the game does 
not guide specifically like other aspects.

The observed aspects for the development 
of  children’s reading skills based on the Rakimah-
wati instrument which refers to the 2013 curricu-
lum include the ability to read images, mention 
each letter in 1 word, read words according to au-
dio, find the same vowels and letters. With a se-
quence of  activities for children to read pictures, 
namely in the form of  pictures of  pets, children 
say one by one the letters of  a word (pet’s name) 
that have been spelled audio in the game, the 
child reads the word displayed (audio assisted) 
in addition to the pictures in the game, the child 
finds the letters the same thing in the game as in 
the word “chicken”, the same letter is the letter a 
and the child mentions the vowel aiueo as initial 
provisions for reading.

CONCLUSSION

The ability to read is a major factor in ear-
ly childhood intelligence. One of  the efforts to 
improve children’s literacy is game applications 
in the form of  interactive games. This research 
aims to develop an RPG-based interactive game 
to improve children’s reading skills. The method 
used is ADDIE. The development procedure in 
this study follows the sequence of  activities in the 
Analysis, Design, Development, Implementati-
on, and Evaluation (ADDIE) model. The steps 
are taken after the product is made, validity test, 
practicality test and effectiveness test. The re-
sults obtained are game products have high va-
lidity, namely 94.5% with very valid categories, 
and 94% practicality with very practical catego-
ries. In terms of  effectiveness, the success of  this 
game development has been found to increase 
children’s reading ability, which is 91%. Empha-
sis on the reading aspect includes the ability to 
read images, mention each letter in 1 word, read 
the word according to the audio, find the same 
vowels and letters. Based on 5 effectiveness items, 
it shows a strong relationship between the aspects 
of  recognizing images, reading words according 
to audio, finding the same letters to increase ear-
ly childhood reading skills using interactive RPG 
games. Two other items are lower, namely men-
tioning each letter in 1 word and finding vowels 
because the game does not guide specifically like 
other aspects.
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