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Abstract—The digital era makes it easy for everyone to access 

information in everyday life. The sophistication of digital 

technology accompanied by digital devices has made major 

changes to human life. Various groups have facilitated access to 

information in many ways, and can enjoy the facilities of digital 

technology freely and under control. However, currently the 

implementation of technology in learning has not been evenly 

applied effectively, especially for technology users as adults in 

community education units. It is necessary to do research, to find 

out to what extent learners are able to use and utilize technology 

for learning purposes. This research was conducted for 6 months 

by applying quantitative descriptive research methods survey 

techniques. The survey was distributed to learning citizens in 4 

community education units totaling 72 people with an age range 

of 25-40 years. The results show that learning citizens already 

have digital literacy and are able to implement technology in 

adult learning characterized by ownership of technology devices 

and their use for e-learning needs and other daily life needs as 

well as mastery of multimedia skill, graphic design, and use of 

Microsoft Office to support learning. 

Keywords— digital literacy, technology, adult learning 

I. INTRODUCTION 

Adult learners refer to the condition of adult learners in 
terms of biological, psychological, and social dimensions 
which can be divided into three categories, namely early adults 
from 16 to 20 years of age, middle adults from 20 to 40 years, 
and late adulthood. 40 to 60 years [1]. Meanwhile, in the Adult 
Education Survey in the European Union, the adult population 
is those aged 25-64 years [2]. Meanwhile in the United 
States, adult learners refer to non-traditional adult learners 
(NALs). NALs are people aged 25 years and over, including 
those under 25 but have characteristics that indicate adult 
responsibilities, such as working full time, not being able to go 
to college or not completing high school [3,4]. Meanwhile in 
Indonesia, adult learners tend to emphasize biological 
characteristics rather than psychological and social 
characteristics. 

Given that adults are interpreted differently by different 
cultures, adults in the context of ALE (Adult Learning and 
Education) represent all people involved in ALE, even 

including those who have not yet reached chronological age (in 
contexts such as NALs), middle-aged, and old age, it is 
important that they are involved as learners in various forms of 
ALE [5]. Thus, adults in the context of ALE are not limited by 
age, social role, and other demographic characteristics, but 
rather include all populations that have the opportunity of 
access to and are involved in ALE. This broadening of the ALE 
perspective regarding adult boundaries is wise enough to allow 
everyone to participate in ALE [6,7]. 

Understanding the logic of generations and the knowledge 
of different generations can help make the learning process 
more effective and efficient. The generation stage based on the 
year of birth is currently known as four generations, namely: 
(1) Boomer: born 1946-1964, aged 54-72 years, (2) Gen 
X: born 1965-1980, age 38-53 years, (3) Millennials / Gen 
Y: born 1980-1995, ages 23-37 years), and (4) Gen Z / Digital 
Natives: born 1995-2010, ages 8-22 years [8-11]. Given that 
the Digital Native generation are those born in 1995 who are 
currently aged 0-22 years, most adult learners in the digital era 
are Digital Immigrants who are currently 23-72 years old. 

Digital Immigrant as a subject of adult learning has 
opposite characteristics from the Digital Native. Digital 
Immigrant can only do one job at a time, prefers to read in 
hardcopy format, thinks that those who have a lot of 
knowledge are those who have a lot of writing, work 
consistently and gradually so that it takes more time, and are 
just starting to learn technology. On the other hand, Digital 
Native is able to do multiple tasks at one time, prefers reading 
from the screen, prefers multimedia over text, better 
understands multimedia concepts, technology users, and sees 
no difference between the offline and online worlds. The 
uniqueness of the characteristics of adults as Digital 
Immigrants needs to be the main concern of educators and 
education managers in designing diversified ALE programs 
and services now and in the future. 

To achieve a challenge at the top, top notch technology in 
adult education programs and technology is to facilitate the 
purpose and goals of the community itself [8,12-14]. 
Technology as a strategic approach to achieve community 
needs with a broad, limited reach by space and time, as well as 
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limited interaction or communication. Behind the benefits of 
this technology, the problems of community life are inherent in 
community empowerment programs that can be supported by 
solving problems through technology. Community 
empowerment programs are closely related to a paradigm shift 
in a person or society, which will occur if it goes through the 
educational process. The actor of community empowerment as 
an educational process is the gap or gap in the problems of 
human life needs, environmental problems that do not support 
the life of the community, even the opposite is true for people's 
lives that are not conducive to their environment [15-17]. 

As explained by AONTAS [18] that community education 
is education and learning that is rooted in the process of 
empowerment, social justice, change, challenges, respect and 
collective awareness. These process exist in the community and 
society as a perpetrator, which reflect the individual needs 
and the needs of local communities that are developing. The 
process of building community capacity is carried out in the 
form of involvement in decision making and policy formation 
in the community [18]. 

Community empowerment programs as an educational 
process have a heterogeneous approach to services, programs 
and resources. From a sociological perspective, public 
education is a complex education, because it is related to 
technique, location and does not only talk about content. The 
Green Paper (1998) in Connolly [19] and The White Paper on 
adult education, considers public education as an ideology, 
which is “a communal education process towards 
empowerment, both at the individual and collective level. This 
is an interactive and challenging process, not only in terms of 
content, but also in terms of methodology and decision 
making” DES (2000: 110) in Connolly [19]. 

The focus of this research study is to explore research 
information about the utilization of digitalization for adults. 

II. METHODS 

This research approach uses survey techniques and 
descriptive quantitative analysis. Descriptive survey techniques 
are used to measure carefully certain phenomena without 
testing hypotheses. As the opinion [20], surveys can be carried 
out with the sole purpose of providing an overview of 
something. To get data from a topic in a flexible manner from 
events in certain conditions with a cross-sectional survey type 
[21]. The population of this study amounted to 103 people, 
while the sample used was 70% or 72 people. 

The involvement of respondents or informants in this study 
will affect the results of the study. All participants in this study 
were 72 respondents who studied citizens in 4 community 
education units. The characteristics of respondents and 
informants in this study are active status as learning citizens 
with an age range of 25-40 years which is the middle adult age 
category [1]. 

III. FINDINGS AND DISCUSSION 

The implementation of technology in adult learning can be 
seen through digital literacy skills, digital literacy skills are not 
only be able to read, write by utilizing digitization, but also 
how the basic skills and attitudes or perspectives of users 
towards technology [22-26]. Digital literacy involves more 
than just the ability to use software or operate digital devices; it 
includes a wide variety of complex cognitive, motor, 
sociological, and emotional skills that users need to function 
effectively in a digital environment [27]. The effect of 
digitalization on life is very large, down to the realm of the 
ability to improve the economy or entrepreneurship. 

Adult digital literacy, especially citizens learning of 
community education, has an age range of 25-40 years which is 
the middle adult age category [1] found that knowledge skills 
and attitudes are in line with the development of technology 
implementation in the current learning process. To find out the 
general description of respondents regarding digital literacy in 
the implementation of adult learning that has been 
disseminated, are as follows: 

Fig. 1. Respondent gender. 

Based on the results of a survey conducted on 72 
respondents, it is known that 82.2% (60 people) of respondents 
were female and the remaining 17.8% (13 people) were male. 
The majority of study residents who took the survey were 
female. 

 

 

 

 

 

 

 

 

 

Fig. 2. Ownership of desktop computer equipment. 
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Fig. 3. Ownership of laptop computer equipment. 

Based on figure 2, the survey results show that out of 72 
respondents, 66.2% (4 8 people) do not have a desktop 
computer and 33.8% (24 people) have a desktop computer, 
while in Figure 3, the survey results shows 92.9% (65 
people) do not have laptops and 7.1% (5 people) have laptops 
to support their learning. This shows that to support adult 
learning, the majority of adults do not have a laptop 
computer as a technological device, but take advantage of the 
availability of infrastructure in their respective community 
education units. 

 

 

 

 

 

 

 

 

Fig. 4. Frequency of computer usage in a day. 

Based on the results of a survey conducted on 72 
respondents, it was found that 1.4% (1 person) used to use a 
computer for more than 10 hours a day, 10% (7 people) used a 
computer for less than 1 hour every day, 12.9% (9 people) use 
a computer for 5-10 hours every one day, 30% (21 people) use 
a computer for 1-3 hours every one day and the remaining 
45.7% (32 people) use a computer for 3-5 hours every day. The 
use of computers is based on time, showing the intensity 
of citizens learning as adults using computers, this shows that 
the majority of adults often face computers every day. 

Fig. 5. Purpose of using a computer connected to the internet. 

Based on the survey results above, it is known that 1.4% (1 
person) use a computer connected to the internet to 
communicate, as many as 5.6% (4 people) use a computer 
connected to the internet for work, as many as 12.5% (9 
people) use a computer connected to the internet to find 
entertainment, 27.8% (20 people) use a computer connected to 
the internet to search for information, and the remaining 52.8% 
(38 people) use a computer connected to the internet to 
learn. This shows that the majority of citizens learning as adults 
use computers as a technological device that supports their 
learning process. 

Fig. 6. Purpose of using a computer without internet connection. 

Based on the survey results above, if the respondent uses a 
computer without being connected to the internet, as many as 
5.6% (4 people) use computers to play games, as many as 7% 
(5 people) use computers to do graphic design, as many as 
12.7% (9 people) using computers for multimedia use (videos, 
music and others), as many as 16.9% (12 people) used 
computers for other reasons and the remaining 57.7% (41 
people) used computers to process data, process words, and 
crunching numbers. This shows that the use of computers 
without being connected to the internet can support the learning 
process by utilizing data processing technology, word 
processing and number processing that are on the computer 
itself.  

Fig. 7. Online applications that are often used in learning. 

Based on the results of a survey of 72 respondents, 97.2% 
(70 people) chose the WhatsApp application as an online 
application that is often used in learning. As many as 70.8% 
(50 people) chose the zoom application as an online application 
that is often used in learning. As many as 34.7% (25 people) 
chose the UPI/Spada UPI spot application as an online 
application that is often used in learning and the remaining 
2.6% (2 people) chose the Skype application as an online 
application that is often used in learning. 
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Fig. 8. Owned graphic design capabilities. 

Based on the survey results above, the graphic design skills 
mastered by 72 respondents, as many as 4.2% (3 people) have 
the ability to design graphics using the Corel Draw application, 
as many as 12.5% (9 people) have the ability to design graphics 
using the Photoshop application, As many as 31.9% (23 
people) have graphic design skills using other applications and 
the remaining 51.4% (37 people) do not have graphic design 
skills. This shows that more learning citizens have graphic 
design skills by utilizing technology. 

 

 

 

 

 

 

 

 

Fig. 9. Mastered multimedia capabilities. 

Based on the survey results above, as many as 4.2% (3 
people) have multimedia skills that are mastered in the form of 
audio editing. As many as 34.7% (25 people) have multimedia 
skills that are mastered in the form of editing movie / movie 
maker. A total of 6.9% (5 people) have multimedia skills that 
are mastered in the form of editing all multimedia and as many 
as 54.2% (39 people) do not have multimedia capabilities. This 
shows that in multimedia mastery, there are more people 
learning as adults who do not have multimedia abilities that 
they master than those who already have these abilities. 

 

 

 

 

 

 

 

Fig. 10. The most mastered basic Microsoft Office skills. 

Based on the results of the survey above, the basic skills of 
Microsoft Office which were most controlled by 72 
respondents were the ability to operate Microsoft Word as 
many as 72.2% (52 people), as many as 25% (18 people) had 
the most proficiency in operating Microsoft Power Point, as 
many as 1.4 % (1 person) has the most proficiency in 
operating Microsoft Excel and 1.4% (1 person) does not have 
the most basic Microsoft Office skills. 

 

 

 

 

 

 

 

 

Fig. 11. Smartphone ownership. 

 Based on the survey results above, it shows that as many as 
100% (72 people) own a smartphone. This means that in 
today's technology, adults all own smartphones. 

Based on the explanation above, it can be explained in 
general that literacy has been a part of human life since ancient 
times. In the past, humans only read signs of nature, through 
certain symbols that humans in their day understood. Now as 
time goes by, reading is in the form of writing which is a series 
of words and numbers from the thinking of humans. Writing is 
now the result of data processing that becomes information for 
fellow humans. In the industrial era 4.0, literacy is not immune 
from the influence of technological developments. 

Technological developments are not only in terms of 
hardware such as computers, but also rapid advances have 
occurred in software. Text-based applications exist in every 
digital media which ultimately makes it easier for humans. The 
generation that grew up in this modern era is certainly required 
to be responsible for the way they use technology. This 
unlimited access changes the interaction patterns of the 
generations that grew up in the past. So, the use of this 
technology is ultimately determined by each individual. The 
increase in a strong internet network also supports humans to 
be able to surf and find information more easily. Therefore, 
digital literacy is now no stranger to society. 

Every individual needs digital literacy to be able to 
participate in today's modern world. Digital literacy will create 
a society with a creative and critical mindset. The results show 
that digital media such as computers, internet and smartphones 
are familiar in society [28,29]. Citizens learning as adults 
perceive that the three media can support education, work and 
other activities. 

In fact, most of them have used digital media every day, 
both for education with the use of e-learning applications to 
information retrieval, for work by processing words, data and 
numbers, for entertainment by playing multimedia, and for 
communicating with other people through the media social. 

Therefore, digital literacy is a competency that not only 
involves the ability to use technology, information and 
communication tools, but also the ability to socialize, the 
ability to think critically, creatively, and inspire as digital 
competences. 

The self-taught citizens who were none other than the 
respondents of this study revealed that they mostly used 
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computers in one day with a frequency of 3-5 hours. This 
shows that the use of technology is very high. 

Maulana [30] revealed that everyone must have digital 
literacy skills so that they can easily search, find, evaluate, 
create, utilize and re-disseminate this information. Humans are 
said to be digital literates if they are able to “…use these skills 
and the appropriate technology to communicate and 
collaborate with peers, colleagues, family, and on occasion, 
the general public…” [31] and collaboration is the key word in 
digital literacy. 

Additional information show that 66.2% of the learners 
have a desktop computer and 92.9% learners have a computer 
device laptop and 100% learners have a smartphone. This 
shows that on average they have at least one technology device 
to support educational activities, work, or others. The position 
of digital literacy is very important for learning citizens 
because it will make their work easier. The use of information 
technology in education opens opportunities for learning 
citizens to access information, as well as in processing and 
finding out about broader knowledge. The use of technology in 
collecting learning data and information, in addition, it can be 
used to save time and money. 

Digital literacy can make people make better decisions 
because it allows to search for information, study, analyze and 
compare them anytime. If the individual is able to make 
decisions to act, then in fact he has obtained valuable 
information [32] said that in general, information is considered 
valuable if it influences the recipient to make a decision to act. 

IV. CONCLUSION 

The implementation of technology in adult learning needs 
to be supported by digital literacy skills possessed by these 
adults. The results of this study indicate that in adult learning 
among learning citizens already have digital literacy and have 
started implementing technology in adult learning, it is marked 
by the ownership of technological devices and their use for e-
learning purposes and the needs of daily life. In addition, they 
also have mastery of multimedia capabilities, graphic design, 
and use of their Microsoft Office to support this learning. 
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