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Abstract The goodie book is one of the engaging children's media. The Borg and Gall model was used in this study's 

RnD methodology. While the data analysis technique received data in the form of data collected by professionals from 

the outcomes of instrument validation, particularly users, media specialists, and material experts. According to the 

results of material experts' evaluation, 90% of the criteria meet or exceed expectations. With a percentage of 90%, the 

media experts' score also demonstrated very good standards. Six pupils from group B were used in the field test of the 

goodie book product, and class teachers and other educators also provided feedback. The trial phase data revealed a 

percentage.  
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INTRODUCTION 

Early learning in young children is greatly influenced by media. The teacher's perception and the children's 

comprehension can be brought together through the usage of media (Borzekowski et al., 2019). According to 

Gerlach and Ely (Prommin et al., 2020), media is made up of people, objects, or events that provide the 

circumstances necessary for pupils to pick up new information, abilities, or attitudes (Fitriyah et al., 2021). 

Therefore, educators can more easily impart knowledge to their students through the media, especially for young 

children. The process of developing one's motor skills is known as motor development (Errington, 2004). Fine 

motor and large motor are the two types of motor skills (Iloeje et al., 1991). The ability to use large muscles while 

walking, running, and other activities is known as gross motor development (Hestbaek et al., 2017) (Alderson et 

al., 2023). The development of smooth or small muscle coordination is known as fine motor development and 

includes activities like dancing, writing, coloring, and other similar activities (Osorio-Valencia et al., 2018) (Chen 

et al., 2021). Early on, children acquire the ability to control their eye and muscle motions in activities requiring 

fine motor skills (Malina, 2004). The development of children's fine motor skills will go hand in hand with their 

cognitive development (Smolucha & Smolucha, 2021). Children will learn to be able to mix different talents they 

have gained in the past as they learn new fine motor skills (Boyd, 2018). According to (Ekawaty & Ruhaena, 

2020), motor development happens at the earliest stages of childhood. It is crucial for educators and parents to 

train kids and provide them with stimulus in order to promote children's motor development in the best possible 

ways (Nuraini et al., 2020). 

A learning medium that may be employed in learning activities is required to aid in the development of fine 

motor skills in young children (Colliver & Veraksa, 2021). Learning media serves as an intermediary medium for 

offering children tangible learning activities (Guo et al., 2017). Print media, including student worksheet (LKS), 

magazines, picture books, and storybooks, is a common form of learning material utilized in early childhood 

education facilities. Additionally, you can use brokers, letter boards, audio-visual material, and educational game 

tools (APE) (Nuraini et al., 2020). The use of media serves as a tool intermediaries for the delivery of educational 

content so that students can more easily accept it during the learning process; this function necessitates the use of 
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appropriate media and can grab students' attention (Leopold Costábile, 2020). The ability to stimulate children's 

interest and motivation to engage in learning activities is one of the wrong functions of using learning media in 

the process of learning activities (Opie et al., 2021). 

However, it is clear from the reality that teachers are still not using media in learning activities to help children 

with their fine motor skills (Redondo, 2020). Additionally, in accordance with the findings of research by (Al-

Hassan, 2018), namely in his research, it is explained that the issues that exist at the research location are connected 

to the fact that student worksheet and magazines are still widely used, which makes kids feel less interested and 

motivated to engage in educational activities. Then, according to studies (Borzekowski et al., 2019), issues can 

also arise because learning media is still repetitive and lacking in variety, which deters children from engaging in 

fine motor development (Atun-Einy et al., 2017). Based on the findings of this study, a medium is required, 

specifically the goodie book, to increase children's enthusiasm in engaging in educational activities (Education 

Review Office, 2018). 

Teachers use media based on in-person observations in the field (Alison, 2008). Children utilize more picture 

books and crayons while learning, especially for fine motor skills. Results from interviews, observations, and the 

daily learning implementation plan (RPPH) documentation demonstrate this. Teachers at Al Fajar Kindergarten 

Dawn were questioned in August 2022 at the Al Fajar Kindergarten school. Collages, coloring pages, drawing 

exercises, and student worksheets (LKS) are among the fine motor development activities included in the daily 

learning implementation plan document (RPPH). Paper, pencils, colored pencils, crayons, as well as bits of paper 

and seeds, are the materials used. Apart from the fact that student worksheets (LKS) are used with children, it 

may be inferred from these data that kid-friendly activities are repetitive and lack variety. Children become bored 

and less interested in participating in learning activities when the teaching methods are not diverse since the 

learning is not varied (Koh & Lee, 2019). Children that are less excited to participate in activities might be 

identified by their behavior. In addition, it was observed that some kids refused to color when asked and instead 

requested other activities. 

Goodie books are an example of an innovative learning medium that can be used to address this issue. This is 

consistent with what (Fitriyah et al., 2021) said, according to which the goodie book is one medium that may be 

utilized to foster children's development. A goodie book is a form of media that looks like a book made of child-

safe materials, specifically flannel cloth. The activity book includes kid-friendly tasks in the form of images that 

work on the social-emotional, language, and cognitive growth of kids from all angles. When used with youngsters, 

goodie books can enhance their fine motor abilities, foster their curiosity, foster their creativity, teach them 

perseverance, and increase their patience. Early childhood tends to be more engaged in books with more pictures 

and are also more colorful than books with many of his texts (Naga Subramani & Iyappan, 2018). Children can 

find content in this book that will appeal to them. The goodie book is a development of the busy book, and it gets 

its name from the fact that it has a rope for carrying on the front, giving it the appearance of a bag. The goodie 

book media includes simple tasks like mazes, button insertion, and shoelace insertion. In addition to being more 

engaging for kids, goodie book media are also safer because they are made of flannel. This study generated Busy 

Book media for children ages 4-5, while this study was developed for children ages 5-6. This study is a 

development of prior research, namely research (Fitriyah et al., 2021). In the course of learning at TK Al Fajar, 

goodie book media are used, particularly in fine motor learning exercises. Therefore, the goal of this research is 

to create a goodie book learning medium that can be utilized as one of the learning tools for young children to 

promote a smooth child's motor development. 

METHODOLOGY 

In order to give the findings of this research an element of originality and the ability to be held accountable, it 

was done as a Research and Development (RnD) study, which involved developing an already-existing product 

from the findings of prior research (Sugiyono, 2019). The justifications for adopting this kind of R&D are based 

on field findings where learning media, especially those meant to boost early childhood motor development, still 

lacks attraction for children. The goodie book is the outcome of a design that is utilized to facilitate learning, 

particularly for fine motor skills. The location of this study is TK Al Fajar Juwiring. Al Fajar Kindergarten was 

selected because it is a reputable private school with high academic standards, which gives parents and students 

the confidence that their children would receive an excellent education. Principals of participating schools, two 

teachers, and 12 Al Fajar Kindergarten pupils in group B served as the study's subjects. Because it was simpler to 

see the child's response, group B was selected 

Interviewing approaches, observational methods, documenting of learning planning, including learning media, 

and evaluation methods were all employed to gather data for this study. A rating scale sheet that includes 

associated question items with the outcomes and the viability of the goodie book learning media product serves 
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as the data collection tool in this R&D project. The feasibility assessment scale sheet for children's learning media 

from earlier research that is consistent with this study was used as the basis for the scoring scale in this study 

(Fitriyah et al., 2021). Experts have previously approved the tool for the feasibility evaluation. 

RnD research on media development follows the processes outlined by Borg and Gall, with some 

modifications. Then taken from the Borg and Gall model data collection, initial product preparation, product 

validation, product revision, user validation, and trials are the steps that have been adjusted for this research. 

Because it serves the objective of this study, the development steps carried out by the researcher do not use all of 

the processes from Bord and Gall. This study's first stage involves gathering data through observation, interviews, 

and reading the introductory material to see how the medium is used. The evaluation findings of the growth of 

Kindergarten B students reveal their level of development. Afterward, product planning is the next phase based 

on these findings. At this point, the researchers employed fine motor aspects markers from the Standards for Child 

Development Achievement Levels (STPPA) for children aged five to six. Plan each activity sheet's components, 

colors, design, and other elements, including the materials and accessories to be used. The researcher then gathers 

media in accordance with the design from the previous stage, during the initial writing stage. The media is then 

verified by two individuals, namely media specialists and media experts. After validation, the product was updated 

in accordance with feedback from media and material specialists. After revision, the next stage is to test the 

revision with Kindergarten B students and class teachers to see how they react to an assessment tool. 

In this study, triangulation approaches—where the outcomes of the three methodologies are compared—were 

utilized to assess the data from interviews, observations, and document analysis. The feasibility and quality of 

goodie book media items are then evaluated using an assessment scale by experts and users for data analysis 

approaches in product development. Additionally, the data is converted into quantitative data using a scale of 1 to 

5, which is then tabulated and examined to determine the viability of the product. Figure 1 provides information. 

 

 

FIGURE 1. research step 

 

Media specialists, material experts, and users complete the scale assessment according to Table 1 when 

performing product evaluations. 

Table 1. Goodie Book Product Feasibility Assessment Instrument 
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activity sheet, which are adapted to the child's degree of difficulty. The seventh exercise asks the 
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TABLE 4. Validation Assessment by Material Expert Goodie Book 

 
 

TABLE 5. Validation assessment by goodie book media experts 
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When creating goodie book learning materials, revisions are made in accordance with or as a result of feedback 

from media and material specialists. Revisions are made in the usage of glue, the size of the box in the weaving 

activity, and the size of the buttonhole according to media specialists. The goodie book product was then submitted 

once again to material experts and media specialists after adjustments were made. 

Product Feasibility Analysis by Users / Users 
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FIGURE 3. Trial stages 

The initial stage of employing learning material is the experimentation phase. Goodie books are used to present 

the media that teachers provide their students, introduce related elements, and use the product. Goodie booklets 

are used by teachers and students in fine motor learning exercises.  

  Table 7 shows the proficiency assessment data for learning through the media fine motoric goodie book for 

group B students at AL Fajar Kindergarten 
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the findings of experiments, the goodie book can make it simpler for teachers to enhance children's fine motor 

teaching and learning activities and concentrate more on subtle movements, like inserting a rope or engaging in 

finger braiding. This can help develop skills that require and have an impact on good hand coordination. 

Goodie book media are portable and can be utilized in a variety of ways. Learning resources and tools are 

readily available, secure, useful, and simple to use. According to (Fitriyah et al., 2021), a flannel-bound book 

qualifies as a goodie book. In addition, (Smolucha & Smolucha, 2021) claim that media is a form of 

communication whose benefits include enhancing kids' cognitive and motor development. Students may become 

disinterested in fine motor teaching and learning activities if they are used regularly and continuously (Wilburn 

et al., 2020). Consequently, using goodie book medium in educational activities when pupils are offered learning 

exercises, boredom can be reduced by using their fine motor abilities. 

A busy book on components of fine motor development for children ages 4-5 was developed in the past, and 

study into its viability as a learning tool revealed that (Fitriyah et al., 2021). based on scientific findings this led 

to the development of a research on kids between the ages of 5 and 6 whose findings might be applied to teaching 

fine motor skills. The findings of this study are hoped to be able to contribute to the field of early childhood 

education and good motor learning activities. When a teacher may use kid-friendly media during teaching and 

learning activities, the expected results are maximized as well. 

CONCLUSION 

Use of Goodie Book Media is appropriate for developing fine motor skills Children 5 to 6 years old. The 

viability of the Goodie Book product is based on user and restricted media usage testing validation results. 

According to the findings of the material expert validation, the product quality is very good (SB) at the 

recommended level of 90%. Following validation by media professionals, very good quality (SB) with an ideal 

value of 90% was attained. Six Kindergarten B students from Al Fajar Kindergarten, aged 5 to 6, participated in 

a small number of trials. The use of the goodie book in fine motor learning activities can be inferred from test 

results and tests that have been conducted. Based on the findings of the user's evaluation, a Very Good criteria 

score (SB) with an optimal percentage level of 87% is obtained. Therefore, results validation demonstrated that 

treatment medium was suitable for children's learning of fine motor skills at the age of 5 to 6. 
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