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Abstract.
This study aimed to develop an eduplay learning media designed to improve early
childhood reading skills. This research used the ADDIE method (Analysis, Design,
Development, Implementation, Evaluation). However, this article only discusses the
design stage. The subjects of this study were 5𝑡ℎ semester students of the Early
Childhood Education Study Program and were selected using the purposive sampling
method. The results of this study are that augmented reality-based eduplay learning
media have a feasibility percentage of 92.5% by media experts and 90% by material
experts. Thus, eduplay learning media is appropriate for improving early childhood
reading skills.

Keywords: eduplay, augmented reality, reading skills

1. Introduction

Reading literacy development in early childhood is a very important process in starting
individual education and parenting (1). Children’s reading ability is often assumed to
reflect literacy between parents and children, so there is a significant correlation in
accompanying early childhood development (2). In young children, better pre-reading
skills indicate that there is a relationship between functional connectivity and pre-
reading language skills are evident in children even before formal reading instruction
(3). In formal schools, it is very important to have an assessment to measure reading
skills including increasing the number of vocabulary (4).

Early childhood educators’ challenge is to optimally develop children’s intelligence
through creative and innovative learning media (5). The use of game-based learning
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media can help students understand various types of professions so that children
can explore their interests through the Edu-Games My Profession application which
is suitable for use (6). Technology-based learning media has been able to provide
change and is no longer a trend, but has been implemented into a learning necessity
(7).Game-based learning has had a positive effect on cognitive and affective aspects
and was able to improve student learning outcomes (8).

The ability to read early childhood is a challenge for prospective teachers, namely
students in semester 5 to be able to implement it in learning. The teacher candidates
still have difficulty in teaching basic reading. They need innovative learning media
to improve early childhood reading skills. Game-based learning media in the form of
educational games is a very effective alternative to be applied in the classroom and can
activate student activities so that learning is more meaningful (10). This is supported by
research that has been conducted (9) which concludes that game-based learning has
affected students’ learning motivation and prepared students to face problems in the
real world.

Eduplay is an example of technology that can help educators improve student
learning experience. This app allows self-accessfor interactive game-based learning
(11).Research conducted by (12) concluded that learning augmented reality-based
educational games positively affects learning at universities.Innovative learning media
can increase students’ understanding of the concepts given by educators and pro-
vide higher learning completeness (13).Therefore, researchers want to develop an
augmented reality-based eduplay learning media design to improve early childhood
reading skills.

2. Method

This research is research and development that is used toproduce eduplay learning
media products based on augmented reality to improve early childhood reading skills.
Subjectthis research is the 5th semester students of early childhood education study
program. The development procedure using the ADDIE model is (1) analysis, (2) design,
(3) development, (4) implementation, (5) evaluation. The analysis stage in this caseis
a performance analysis and needs analysis related to learning media development. In
the design stage, it is necessary to classify learning programs designed to achieve
learning objectives, namely the ability to read early childhood. the development stage,
the framework that has been designed will be realized into products that can be
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implemented, namely augmented reality-based eduplay products.At the implementa-
tion stage, researchers apply the resulting product into learning. At the evaluation
stage,compare the learning outcomes that have been achieved with the goals that have
been formulated previously. However, this article only discusses the product design
stage until material experts and media experts have tested its feasibility. The procedure
can be seen in Figure 1.

Figure 1: ADDIE Model.

3. Result and Discussion

Based on the ADDIE model procedure, the stages of implementing this research and
development are as follows:

3.1. Analysis

At the analysis stage, the researcher conducted a needs analysis to develop learning
media in the form of augmented reality-based eduplay products. The analysis was
conducted through interviews with prospective teachers in the 5th semester of the early
childhood education study program to find out the extent of the difficulties in teaching
reading skills. Based on the results of interviews, it is known that there are still difficulties
in teaching students to read, and there is still a lack of utilization of technology-based
learning media. Therefore, it is necessary to develop learning media that can overcome
these problems. Afteranalyzing the needs of the newly developedmedia, media analysis
needs to be done to determine the feasibility of the media if applied. At this stage, the
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researcher will conduct a preliminary analysis, namely analyzing the learning tools,
including the syllabus, lessonplans, and learning objectives on basic reading materials.

3.2. Design

At this stage, the researcher designs the product to be developed, namely an aug-
mented reality-based eduplay product based on the analysis done in the previous stage.
The software used in making the design is Blender and Unity software.The display of
instructional media design can be seen in Figure 2.

Figure 2: Book version of eduplay learning media design.

Figure 3: Augmented reality version of eduplay learning media design.

3.3. Development

At the development stage, researchers packaged trigonometry material into a virtual
reality -based learningmedia. Then, validation of media andmaterial experts was carried
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out to see the feasibility of the product. The results of expert validation calculations are
as follows:

1. Media Validation

Media experts assess augmented reality-based eduplay learning media by filling out
a questionnaire. The questionnaire that the material expert filled out had four aspects,
namely the general appearance aspect, language feasibility, media presentation, and
visual communication. The validation results from media experts can be seen in table 1.

Table 1: Media expert validation results.

No Aspects of media expert
assessment

Desired score Rating score Eligibility
percentage

1 General Appearance 20 18 90,00 %

2 Media Presentation 20 18 90,00 %

3 Language Feasibility 15 15 100 %

4 Visual Communication 20 18 90,00 %

In the calculation of media expert validation, the percentage of the feasibility of
augmented reality-based eduplay learning media is 92.5%. After converting to scale, the
conversion is within 81% - 100% range. Thus, themediameets the criteria very well.Media
expert comments in general are augmented reality-based eduplay learning mediais a
very interesting medium for early childhood in practicing reading skills. Children try to
understand objects in the surrounding environment through books that are visualized
through augmented reality. Thus, students not only learn to read but also learn to
understand concepts about the surrounding environment that make children enjoy
using eduplay products.This is supported by research conducted by (14) concluding
that Augmented Reality (AR) as a learning medium greatly influenceschildren’s poten-
tial by showing3D models on smartphone screens and can improve student learning
outcomes.

1. Material Validation

Material experts provide an assessment of the augmented reality-based eduplay
learning media through filling out a questionnaire. The questionnaire filled out by mate-
rial experts has 4 aspects: aspects of material substance, use of language, utilization
and evaluation of questions. The results of this material expert validation can be seen
in table 2.

Based on the material expert validation calculations above, the percentage of eli-
gibilityAugmented reality-based eduplay learning media is 90%. Then, converting to
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Table 2: Material expert validation results.

No Aspects of media expert
assessment

Desired score Rating score Eligibility
percentage

1 Material Substance 20 18 90,00 %

2 Use of Language 15 14 93,33 %

3 Utilization 15 13 86,67 %

4 Evaluationof Questions 10 9 90,00 %

scale conversion is in the range of 81% - 100%. So it shows that the media meets
the criteria very well.Comments from material experts in general areThe media is very
good because it contains reading material systematically starting from the letters of the
alphabet a to z according to the learning objectives. Furthermore, the reading technique
is also per word according to objects around early childhood and is packaged attrac-
tively to increase children’s motivation to learn to read.This is supported by research
conducted (14) which states that the use of augmented reality (AR) technology as a form
of digital technology is increasing, allowing individuals to interact with real and virtual
objects (15).

4. Conclusion

The results of this study are augmented reality-based eduplay learning media reach a
feasibility percentage of 92.5% by media experts and 90% by material experts. Thus,
eduplay learning media is appropriate to be used to improve early childhood reading
skills.
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