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ARTICLE INFORMATION ABSTRACT

Fine motor skills play a significant role in early childhood development, particularly
in supporting children’s ability to perform activities that require coordination
between the eyes and small muscles of the hands and fingers. Adequate stimulation
is essential during the ages of 5-6 years, as this developmental stage influences
children’s readiness for various learning activities. Preliminary observations
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interaction.This study aimed to design an interactive animated learning media to
stimulate the fine motor skills of children aged 5-6 years at TK Bungong Jeumpa.
The study employed a Research and Development (R&D) approach using the ADDIE
model, consisting of the Analyze, Design, and Development stages. Data were
collected through observations, interviews with teachers, and literature review to
identify learning needs and determine appropriate media characteristics for early
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developed with the theme “Feeding Animals.” The media integrates animated visual
elements, audio instructions, and interactive activities such as drag-and-drop games,
line tracing, shape matching, and simple puzzle arrangements. The interface was
designed using colorful graphics, child-friendly characters, and straightforward
navigation to encourage active participation and engagement during learning
activities.The developed media provides an alternative technology-based learning
resource that supports fine motor stimulation through interactive experiences. By
combining visual, auditory, and kinesthetic elements, the media is expected to assist
teachers in creating more engaging learning environments and support the
development of fine motor skills among children in early childhood education
settings. The validation results indicated that the developed media was highly
feasible for use in learning activities. The media expert validation obtained a
feasibility score of 100%, while the material expert validation obtained a feasibility
score of 95%, both categorized as very feasible. These findings indicate that the
developed interactive animated learning media is appropriate for supporting fine
motor skill stimulation among children aged 5—6 years.
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INTRODUCTION

Early childhood represents a critical period of growth and development during which children experience significant
progress in physical, cognitive, emotional, social, and motor domains. During this stage, appropriate educational
stimulation is essential to support children's overall development and prepare them for future learning experiences [1].
Among the various developmental aspects, fine motor skills play an important role because they enable children to
perform activities that require precise coordination between the eyes, hands, and fingers. These skills are fundamental for
tasks such as drawing, writing, cutting, arranging objects, and manipulating learning materials [2]. Therefore, providing
effective stimulation for fine motor development is an important responsibility in early childhood education.

Children aged 5—6 years are in the preschool stage, where learning activities should be designed according to their
developmental characteristics. At this age, children tend to learn more effectively through engaging, interactive, and play-
based experiences that encourage active participation [3], [4]. Learning environments that provide opportunities for
exploration and direct interaction can help children develop both cognitive abilities and motor coordination
simultaneously. Consequently, the selection of appropriate learning media becomes an important factor in supporting the
achievement of learning objectives and developmental outcomes.

Based on preliminary observations conducted at TK Bungong Jeumpa, 5 of the 28 children aged 5—6 years demonstrated
difficulties in fine motor activities, including tracing lines accurately, controlling writing instruments, and manipulating
learning objects requiring precise hand—eye coordination and finger movements. Furthermore, classroom learning
activities were still dominated by conventional media, such as worksheets and printed materials, which provided limited
opportunities for interactive engagement.As a result, children were less actively involved in learning activities, and the
stimulation of fine motor skills was not optimally facilitated [5], [6].

Advances in digital technology have created new opportunities for developing innovative learning media that can support
children's developmental needs. Interactive animated learning media combines visual elements, audio instructions,
animation, and user interaction within a single learning environment [7], [8]. Unlike conventional learning resources,
interactive media encourages children to participate directly in learning activities rather than acting solely as passive
observers. Features such as drag-and-drop activities, line tracing, object matching, and puzzle-solving tasks can provide
meaningful learning experiences while simultaneously stimulating hand—eye coordination and fine motor control [9],
[10].

Previous studies have demonstrated the potential of animation-based learning media in supporting children's learning and
development.Yuniarni et al. reported that the interactive multimedia-based animated exercise video developed for 40
early childhood learners was considered highly feasible for use in learning activities[11],[12]. The study also found that
100% of the children showed attention and interest in the learning activities by directly practicing the movements
presented in the multimedia. Similarly, Rahmawati and Suryana found that animated learning media supported the
development of children's fine motor skills, particularly in activities involving hand-eye coordination, object
manipulation, and finger movement control through visual and activity-based learning experiences[13].

However, most previous studies have focused on animation-based videos that primarily function as passive learning
media. Children generally act as viewers and imitate the content presented on the screen. Limited studies have developed
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interactive animated learning media that enable children to actively participate through direct manipulation of digital
objects, such as tracing, dragging, matching, and arranging activities specifically designed to stimulate fine motor skills.
Therefore, the development of interactive animated learning media remains necessary to provide more engaging learning
experiences and support fine motor development among children aged 56 years[14].

Based on the identified problems and the findings of previous studies, there is a need for learning media that not only
presents visual and audio content but also enables children to actively interact with learning objects. Interactive animated
learning media offers opportunities for children to perform activities such as tracing, dragging, matching, and arranging
objects directly on the screen[15].. These interactions are closely related to fine motor stimulation because they require
hand-eye coordination, finger control, and precise object manipulation. Therefore, the development of interactive
animated learning media is considered a suitable alternative to support fine motor skill stimulation among children aged
5-6 years.

Based on these considerations, this study focuses on designing an interactive animated learning media aimed at
stimulating the fine motor skills of children aged 56 years at TK Bungong Jeumpa[16]. The media integrates animation,
audio guidance, and interactive activities designed to encourage active participation and improve hand—eye coordination.
The objective of this study is to design and develop an interactive animated learning media that is suitable for early
childhood learning and supports fine motor skill stimulation among children aged 5—6 years. The findings of this study
are expected to provide teachers with an alternative technology-based learning medium and contribute to the development
of innovative learning media in early childhood education[17].

METHOD

This study employed the Research and Development (R&D) approach to design an interactive animated learning media
intended to stimulate the fine motor skills of children aged 5-6 years at TK Bungong Jeumpa. Research and Development
is a systematic method used to produce educational products and improve their quality through a structured development
process[18], [19]. This study adopted the ADDIE development model. However, the research was limited to the Analyze,
Design, and Development stages, followed by expert validation before producing the final product. This limitation was
applied because the primary objective of the study was to design and develop an interactive animated learning media
prototype.

The participants involved in this study consisted of 28 children aged 5-6 years at TK Bungong Jeumpa. In addition, one
classroom teacher served as the material expert, and one lecturer from the Department of Information Technology
Education served as the media expert to validate the developed product. Data were collected through observations,
interviews, and literature review. Observations were conducted to identify children's fine motor abilities and learning
conditions in the classroom. Interviews with teachers were carried out to obtain information related to learning challenges,
media requirements, and classroom practices. In addition, a literature review was conducted to strengthen the theoretical
foundation concerning fine motor development, interactive multimedia learning, and early childhood education [20].
The development process began with the Analyze stage, which focused on identifying learning problems, children's
developmental characteristics, and the need for technology-based learning media capable of supporting fine motor
stimulation. Information obtained during this stage served as the basis for determining the learning objectives and media
specifications.

The Design stage involved planning the structure and visual appearance of the media. Activities conducted during this
stage included storyboard development, interface design, character selection, activity planning, navigation design, and
preparation of audio instructions. The learning activities were designed to encourage children's active participation
through interactive tasks appropriate for their developmental level.

The Development stage focused on producing the interactive animated learning media based on the storyboard and
interface design prepared during the Design stage. The development process utilized several software applications,
including Canva for designing visual assets such as backgrounds, icons, illustrations, and interface components, and
Visual Studio Code as the programming environment for developing the web-based application. The media was
implemented using HyperText Markup Language (HTML), Cascading Style Sheets (CSS), and JavaScript. HTML was
used to organize the structure and learning content, CSS was applied to create colorful layouts, animations, and responsive
interfaces suitable for early childhood learners, while JavaScript was employed to implement interactive features such as
drag-and-drop activities, line tracing, shape matching, color matching, number puzzle arrangements, navigation controls,
scoring mechanisms, and visual feedback.
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The development process began by preparing multimedia assets based on the storyboard. The visual assets designed in
Canva were exported and integrated into the application interface developed in Visual Studio Code. HTML and CSS were
then used to construct the learning interface, while JavaScript was programmed to manage user interactions, validate
children's responses, control page navigation, and provide immediate feedback after each activity. Finally, functional
testing was conducted to ensure that all menus, animations, audio instructions, and interactive activities functioned
properly before the product was evaluated by media and material experts

[21].

After the development stage was completed, the interactive animated learning media was validated by one media expert
and one material expert. The media expert, a lecturer from the Department of Information Technology Education,
evaluated aspects related to interface design, navigation, interactivity, visual appearance, and usability. Meanwhile, the
material expert, a kindergarten teacher, assessed the suitability of learning content, learning objectives, and its relevance
to fine motor skill stimulation for children aged 5—6 years. The validation results showed a feasibility score of 100% from
the media expert and 95% from the material expert, indicating that the developed media was categorized as very feasible.
Suggestions and feedback from both validators were used to improve the product before producing the final version.

The overall stages of the media development process based on the ADDIE model are illustrated in Figure 1.

ANALYZE
DESIGN
e ¢ 2
DEVELOPMENT
, ' \
EXPERT VALIDATION
(Media Expert &
Material Expert)
3 ¢ N\
FINAL PRODUCT

Figure 1. Development Process of Interactive Animated Learning Media Using the ADDIE Model

Data Analysis Technique

The data obtained from observations and interviews were analyzed descriptively to identify learning needs and problems
related to children's fine motor skills. Validation data from media and material experts were analyzed using descriptive
quantitative techniques. The feasibility percentage was calculated using the formula:

Feasibility Percentage = (Total Score Obtained / Maximum Score) x 100%

The resulting percentages were interpreted using feasibility criteria, where 81%—-100% = Very Feasible, 61%—-80% =
Feasible, 41%—60% = Fairly Feasible, 21%—40% = Less Feasible, and 0%—20% = Not Feasible.

RESULTS AND DISCUSSION

The result of this study is the design of interactive animated learning media intended to stimulate fine motor skills among children aged
5-6 years at TK Bungong Jeumpa. The developed media was designed according to the characteristics of early childhood learners by
integrating colorful visual elements, simple animations, audio instructions, and interactive activities that encourage active participation
during the learning process [22].
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The interactive animated learning media consists of several learning activities designed to support the development of children's fine
motor skills through direct interaction with digital objects. The activities include line tracing, shape matching, color matching, number
puzzle arrangement, and letter tracing. These activities require children to perform actions such as tapping, dragging, dropping, tracing,
and arranging objects, which can help improve hand—eye coordination, finger control, and movement precision [23].

The visual appearance of the media was designed using bright colors, cartoon-style characters, attractive animations, and simple
navigation suitable for children aged 56 years. Audio instructions and visual feedback were also integrated into the media to assist
children in understanding learning tasks and maintaining their engagement throughout the activities [24].

The media development process began with storyboard preparation and interface design planning. The storyboard served as a guideline
for determining the sequence of learning activities, object placement, navigation flow, animation effects, and interactive components.
Based on the approved storyboard, visual assets such as illustrations, cartoon characters, icons, backgrounds, and interface elements
were designed using Canva. These assets were subsequently integrated into a web-based application developed in Visual Studio Code
using HTML, CSS, and JavaScript. HTML was utilized to organize the learning content and page structure, CSS was responsible for
creating colorful layouts, animations, and responsive user interfaces, while JavaScript enabled interactive learning activities,
navigation, scoring, and immediate feedback based on children's interactions. The resulting media provides an enjoyable and child-
friendly learning experience while supporting fine motor stimulation activities.

A. Expert Validation Results

Before the final product was finalized, the developed interactive animated learning media was evaluated by one media expert and one
material expert. The media expert assessment focused on interface design, navigation, interactivity, visual appearance, and usability.
The validation result showed a feasibility score of 100%, indicating that the media was categorized as very feasible. Meanwhile, the
material expert assessment focused on content suitability, learning objectives, and the relevance of the activities to fine motor skill
stimulation. The validation result obtained a feasibility score of 95%, which was also categorized as very feasible. These findings
indicate that the developed media is appropriate for use as a learning medium to support fine motor skill stimulation among children
aged 5-6 years.

Table 1. Expert Validation Results

Validator Percentage Category
Media Expert 100% Very Feasible
Material Expert 95% Very Feasible

B. Home Screen Design

The use of colorful visual elements and animated characters was intended to attract children's attention and increase learning
motivation. Simple navigation was selected to ensure that children aged 5—6 years could easily access learning activities independently.
This design is consistent with the characteristics of early childhood learners who respond positively to visually engaging and easy-to-
use learning environments. Technically, the home screen was implemented using HTML and CSS to create an attractive and responsive
interface suitable for early childhood learners. JavaScript was used to control navigation buttons that connect users to each learning
activity. The combination of colorful illustrations designed in Canva and web programming technologies provides an engaging
interface that is easy for children to operate independently.

o®

()

Belajar Sambil Bermain

Ayo latih jari-jari kecilmu!

. - &

Kelin  Beruang  Rubah

Figure 1. Main Interface of Interactive Animated Learning Media
C. Line Tracing Activity
The line tracing activity requires children to follow a predetermined path using touch or mouse interaction. This activity was designed
to improve finger movement control, hand—eye coordination, and pre-writing skills. Tracing activities are important in early childhood
learning because they train children to control hand movements accurately while following visual guides. According to previous studies
on fine motor development, activities involving tracing can strengthen finger muscles, improve movement precision, and support
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children's readiness for writing activities. Therefore, the line tracing feature was incorporated into the media as a practical approach to
stimulate fine motor development through interactive learning experiences. The home screen serves as the main navigation interface
that connects users to all learning activities. Technically, the line tracing activity was implemented using JavaScript by detecting mouse
or touch movements along predefined tracing paths. The program records the user's movement and provides visual feedback when the
tracing task is completed successfully. This interactive mechanism allows children to practice controlled finger movements while
following visual guides on the screen.

# Kembali #* Ikuti Garis!

SELESAI

MULA

Figure 3. Line Tracing Activity

D. Shape Matching Activity

The shape matching activity utilizes a drag-and-drop mechanism in which children match geometric shapes with their corresponding
targets. This activity helps children develop object manipulation skills and visual-motor coordination. The drag-and-drop interaction
requires children to coordinate finger movements with visual perception while accurately placing objects in designated areas. Such
activities are closely related to fine motor stimulation because they encourage precise hand control, finger dexterity, and hand—eye
coordination. As a result, the activity not only supports cognitive recognition of shapes but also contributes to the development of fine
motor skills. The shape matching activity applies a drag-and-drop mechanism implemented in JavaScript. Each object is programmed
to recognize its corresponding target area and automatically provide feedback when the correct match is achieved. This implementation
enables children to interact directly with digital objects while practicing hand—eye coordination and object manipulation skills.

> @ Cocokkan Bentuk!

m Bantu Beruang menaruh bentuk!

Figure 4. Shape Matching Activity

E. Color Matching Activity

The color matching activity combines cognitive recognition with motor interaction through object selection. Children are required to
identify colors and interact directly with learning objects on the screen. This process stimulates finger control and visual attention while
encouraging active participation in learning activities. The integration of cognitive and motor tasks is expected to provide meaningful
learning experiences that support fine motor development. The color matching activity was programmed using JavaScript event
handlers that detect user selections and evaluate the correctness of the selected object. After a selection is made, the application provides
immediate visual feedback, allowing children to recognize correct and incorrect answers during the learning process.
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Figure 5. Color Matching Activity

F. Number Puzzle Activity

The number puzzle activity requires children to arrange numbers in the correct order through dragging and placing objects. This activity
stimulates fine motor skills by encouraging children to perform controlled finger movements and accurately manipulate digital objects.
In addition, puzzle-based activities can increase concentration and problem-solving skills while simultaneously improving hand—eye
coordination. The number puzzle activity utilizes JavaScript to control object movement and verify the correct arrangement sequence.
When children place the puzzle pieces in the appropriate order, the system automatically checks the arrangement and displays
completion feedback. This feature encourages active interaction while supporting concentration and fine motor coordination.

= Susun Puzzle!

Susun angka dari kecil ke besar!

Figure 6. Number Puzzle Activity

G. Letter Tracing Activity

The letter tracing activity was designed to support early writing readiness by providing opportunities for children to practice tracing
alphabet letters. This activity requires precision in finger movement and visual coordination, which are essential components of fine
motor development. Repeated tracing activities can help children improve movement control and develop the motor skills needed for
future writing tasks. The letter tracing feature records user movements and compares them with predefined tracing paths. JavaScript is
used to monitor tracing accuracy and provide feedback during the activity. This implementation supports children in practicing precise
finger movements and improving hand—eye coordination as preparation for early writing skills.

= ¢ Tebalkan Huruf!

=

Tebalkan huruf "A"

Figure 7. Letter Tracing Activity

H. Completion Screen
After completing all activities, children are presented with a completion screen displaying rewards, stars, and congratulatory messages.
This feature was designed to increase motivation and provide positive reinforcement during learning. The completion screen was
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implemented using HTML, CSS, and JavaScript to display rewards, stars, and congratulatory messages after children complete all
learning activities. JavaScript controls the display of completion feedback based on the user's progress, providing positive
reinforcement that encourages children to participate actively in the learning process.

D .

[ = |
Selamat! ¥

Kamu sudah selesai semua aktivitas!

Figure 8. Completion Screen
The developed media incorporates various interactive activities, including line tracing, shape matching, color matching, number
arrangement, and letter tracing. These activities require children to perform actions such as dragging, tapping, tracing, and arranging
objects, which can support the development of hand—eye coordination and fine motor control. This interaction system was designed to
create enjoyable learning experiences while simultaneously stimulating children's fine motor skills through active participation during
learning activities [26].

The visual appearance of the media emphasizes simplicity and attractiveness suitable for early childhood learners. Bright colors,
cartoon-style characters, large object sizes, and simple navigation were intentionally incorporated to facilitate children's understanding
and interaction with the learning content. These design elements are important because young children tend to respond positively to
visually engaging and interactive learning environments.Furthermore, the integration of multimedia components such as animations,
audio instructions, visual feedback, and interactive objects can increase children's attention, motivation, and engagement during
learning activities. Previous studies have indicated that interactive multimedia can create more meaningful learning experiences by
encouraging children to actively participate rather than passively observe learning materials [27].

Based on the development results, the designed media has the potential to serve as an innovative technology-based learning medium
for early childhood education. The media not only functions as entertainment but also as an educational tool that supports fine motor
stimulation through direct interaction with learning objects [28]. Therefore, the developed media is expected to assist teachers in
creating more engaging, interactive, and child-centered learning environments for children aged 5—6 years [29]. In addition, from a
technical perspective, this study demonstrates that the combination of Canva, Visual Studio Code, HTML, CSS, and JavaScript can be
effectively utilized to develop an interactive web-based learning medium. The integration of visual assets, animations, audio guidance,
navigation controls, and interactive activities creates an engaging learning environment that supports fine motor skill stimulation among
children aged 56 years.

CONCLUSION

This study successfully designed an interactive animated learning media intended to stimulate the fine motor skills of
children aged 5—6 years at TK Bungong Jeumpa. The developed media integrates interactive activities such as line tracing,
shape matching, color matching, number arrangement, and letter tracing, supported by animations, audio instructions, and
attractive visual elements suitable for early childhood learners.The designed media provides opportunities for children to
actively interact with learning objects through tracing, dragging, dropping, selecting, and arranging activities that support
hand—eye coordination and finger movement control. In addition, the use of interactive multimedia elements contributes
to creating a more engaging and child-centered learning environment.

Therefore, the developed interactive animated learning media has the potential to serve as an innovative educational
medium for supporting fine motor stimulation in early childhood education. Future studies are recommended to continue
the implementation and evaluation stages to examine the effectiveness of the developed media in improving children's
fine motor skills in actual classroom settings. The developed media has also been published online, allowing teachers and
researchers to access and evaluate the interactive learning media through the following link: https://mediabelajar-anak-
tk-bengong-jeumpa.my.canva.site/

ACKNOWLEDGMENT

8  First Author https://doi.org/10.12345/xxxxx


https://mediabelajar-anak-tk-bengong-jeumpa.my.canva.site/
https://mediabelajar-anak-tk-bengong-jeumpa.my.canva.site/

FIRST AUTHOR / HANIF JOURNAL OF INFORMATION SYSTEMS- VOL. XX NO. XX (2023) AUGUST EDITION ISSN XXXX-XXXX (ONLINE)

The author would like to express sincere gratitude to TK Bungong Jeumpa for providing the opportunity and support
necessary for conducting this study. Special appreciation is extended to the teachers and children who participated in the
research process and contributed valuable information during the development of the interactive animated learning media.
The author also wishes to thank all individuals who provided guidance, encouragement, and support throughout the
completion of this study. Their contributions have been invaluable in the successful development of this research.
REFERENCES

[1] Khadijah, Pengembangan Kognitif Anak Usia Dini. Medan: Perdana Publishing, 2016.

[2] Y. Rahmawati and D. Suryana, “Penggunaan Media Video Animasi dalam Meningkatkan Kemampuan Motorik Halus
Anak Usia Dini,” Jurnal Pendidikan Anak Usia Dini, vol. 4, no. 1, pp. 23-31, 2020.

[3] A. Arsyad, Media Pembelajaran. Jakarta: RajaGrafindo Persada, 2019.
[4] W. Wibawanto, Desain dan Pemrograman Multimedia Pembelajaran Interaktif. Jember: Cerdas Ulet Kreatif, 2017.

[5] D. Yuniarni, R. P. Sari, and A. Atiq, “Pengembangan Multimedia Interaktif Video Senam Animasi Berbasis Budaya
Khas Kalimantan Barat,” Jurnal Obsesi, vol. 4, no. 1, pp. 280-294, 2020.

[6] W. M. Purnamasari, B. Irianti, and N. Fitrirahmayanti, “Media Video Animasi sebagai Alat Stimulasi Motorik Halus
Anak Usia Dini,” Jurnal Kesehatan Terpadu, vol. 15, no. 1, pp. 69—76, 2024.

[7] Sugiyono, Metode Penelitian Pendidikan: Pendekatan Kuantitatif, Kualitatif, dan Research and Development.
Bandung: Alfabeta, 2019.

[8] I. M. Syahid, N. A. Istigomah, and K. Azwary, “Model ADDIE dan ASSURE dalam Pengembangan Media
Pembelajaran,” 2024.

[9] S. Maghfiroh and D. Suryana, “Media Pembelajaran untuk Anak Usia Dini di Pendidikan Anak Usia Dini,” vol. 5,
pp. 1560-1566, 2021.

[10] M. Fadlillah, Bermain dan Permainan Anak Usia Dini. Jakarta: Kencana, 2017..

[11] Suyadi, Psikologi Belajar PAUD. Yogyakarta: Pedagogia, 2010.

[12] Munir, Multimedia Konsep dan Aplikasi dalam Pendidikan. Bandung: Alfabeta, 2015.

[13] Novan Ardy Wiyani, Konsep Dasar PAUD. Yogyakarta: Gava Media, 2016.

[14] D. Yuniarni, Pengembangan Multimedia Pembelajaran untuk Anak Usia Dini. Pontianak: FKIP UNTAN, 2020.
[15] R. Mayer, Multimedia Learning. New York: Cambridge University Press, 2009.

[16] Rusman, Pembelajaran Berbasis Teknologi Informasi dan Komunikasi. Jakarta: RajaGrafindo Persada, 2018.
[17] Borg and Gall, Educational Research: An Introduction. New York: Longman, 2003.

[18] A. Susanto, Pendidikan Anak Usia Dini: Konsep dan Teori. Jakarta: Bumi Aksara, 2017..

[19] Hamalik, Media Pendidikan. Bandung: Citra Aditya Bakti, 2011.

[20] W. Sanjaya, Strategi Pembelajaran Berorientasi Standar Proses Pendidikan. Jakarta: Kencana, 2016.

https://doi.org/10.30743/xxxXX First Author 9



FIRST AUTHOR / HANIF JOURNAL OF INFORMATION SYSTEMS- VOL. XX NO. XX (2023) AUGUST EDITION ISSN XXXX-XXXX (ONLINE)

[21] R. Ibrahim and N. Syaodih, Perencanaan Pengajaran. Jakarta: Rineka Cipta, 2010.

[22] A. Susanto, Perkembangan Anak Usia Dini: Pengantar dalam Berbagai Aspeknya. Jakarta: Kencana, 2014.

[23] F. Rachmat, Y. Yufiarti, M. Jamaris, and S. Mulyadi, “Improving The Fine Motor Ability of Children With Cerebral
Palsy Through Contextual Learning Based on Maze Game Media,” Jurnal Obsesi: Jurnal Pendidikan Anak Usia Dini,
vol. 7, no. 6, pp. 7669-7678, 2023..

[24] N. Sudjana and A. Rivai, Media Pengajaran. Bandung: Sinar Baru Algensindo, 2013.

[25] O. Hamalik, Kurikulum dan Pembelajaran. Jakarta: Bumi Aksara, 2017.

[26] D. Fitriani, R. Sianturi, and E. H. Mulyana, “Perancangan Multimedia Interaktif untuk Memfasilitasi Keterampilan
Saintifik Anak Usia Dini,” JECIE (Journal of Early Childhood and Inclusive Education), vol. 7, no. 1, 2023.

[27] U. E. E. Rasmani, “Pemanfaatan Multimedia Pembelajaran Interaktif berbasis Website Bagi Guru PAUD,” Jurnal
Obsesi: Jurnal Pendidikan Anak Usia Dini, vol. 7, no. 5, pp. 6074—6084, 2023.

[28] D. Suryana, D. Karmila, and N. Mahyuddin, “Pengembangan Game Interaktif dalam Meningkatkan Kecerdasan
Matematika Anak di Taman Kanak-Kanak,” Jurnal Obsesi: Jurnal Pendidikan Anak Usia Dini, vol. 7, no. 3, pp. 3084—
3096, 2023.

[29] D. M. U. Liana, E. Elviana, L. N. Rochmah, and U. A. Rofi’ah, “Efektivitas Media Ubleg dalam Meningkatkan

Keterampilan Motorik Halus Anak Usia 5—6 Tahun,” Jurnal PAUD: Kajian Teori dan Praktik Pendidikan Anak Usia
Dini, vol. 8, no. 1, pp. 21-31, 2026

10  First Author https://doi.org/10.12345/xxxxX



	99af0b85d6b3cc8fa8015946ee301d690128f57918671b9c65a38538829026c5.pdf
	2.LoA.pdf (p.5)
	3.Jurnal.pdf (p.6-15)


