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ABSTRACT

This study aims to describe the use of Artificial Intelligence (AI) based
digital media in creating joyful learning at TK Assurur Kedungjambe. The
research subjects were 17 children from group Al. The digital media used
were Wordwall and Animated Drawing, presented through an Interactive
Flat Panel (IFP) that allowed children to interact directly with the media.
The study employed a qualitative descriptive approach. Data collection
techniques included observation, interviews, and documentation. Data
analysis was carried out through data reduction, data presentation, and
conclusion drawing. The validity of the data was ensured through technique
triangulation and source triangulation. The results showed that the use of
Al media was able to create an enjoyable learning atmosphere, with
children actively engaged in motor, cognitive, and affective domains.
Learning also became more contextual through the theme of family
professions. The children appeared enthusiastic, focused, happy, and
confident in expressing their ideas. The teacher acted as a facilitator,
enabling a dialogic and participatory learning process. Thus, the integration
of Al-based digital media has the potential to enhance motivation,

creativity, and the quality of joyful learning for early childhood.
Copyright © 2026 by Author.
Published by Universitas Al
Hikmah Indonesia.

INTRODUCTION
Early childhood education is a crucial stage in children’s cognitive, social, and

emotional development. At this phase, children learn through exploration, concrete
experiences, and enjoyable interactions. Therefore, the joyful learning approach is an
essential principle recommended in early childhood education, as it creates more meaningful
learning experiences, stimulates curiosity, and fosters intrinsic motivation (Suyadi, 2020).
This approach aligns with Piaget’s cognitive development theory, which emphasizes that
young children are in the pre-operational stage, where effective learning must occur through
play-based activities, exploration, and direct engagement with real-life experiences.

However, based on preliminary observations at TK Assurur Kedungjambe Singgahan,
learning activities were found to be dominated by conventional methods such as lectures,
memorization, and written tasks. This resulted in low student engagement and limited
variation in teaching strategies. Furthermore, the school had not yet integrated digital media
let alone artificial intelligence (Al)-based tools to support adaptive and enjoyable learning
experiences. In the era of digital disruption, early childhood teachers are expected not only to
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serve as instructors but also as facilitators capable of creating innovative, technology-based
learning environments (Kemendikbudristek, 2023).

Technological advancements have presented significant opportunities in education,
including in early childhood settings. Al-based digital media such as adaptive learning
applications, interactive chatbots, and personalized learning platforms have been proven to
enhance learning effectiveness and student engagement across various levels of education
(Nasution, M. & Silalahi, 2021). These technologies enable more individualized learning
experiences because the systems can adjust content, difficulty levels, and learning styles to
meet each child's unique needs. Nevertheless, a clear research gap remains, particularly
regarding the implementation of such technologies in rural kindergartens like those in
Kedungjambe. Few studies have examined how Al-based digital media can effectively
enhance joyful learning in early childhood settings with limited resources and teaching
capacities.

Previous studies have highlighted the role of technology in early childhood education.
Pratama and Sugihartono found that interactive digital media can improve learning interest
among kindergarten children. However, their study did not explore Al as a central feature nor
explicitly connect the findings with the concept of joyful learning (Pratama, R., &
Sugihartono, 2022). This becomes the novelty of the present research: integrating joyful
learning with the use of Al-based digital media, implemented in a real kindergarten setting in
a rural area. This study aims not only to address the stagnation of conventional teaching
methods but also to contribute to the development of early childhood educational innovations
that combine local contexts with advancements in digital technology.

The rapid progression of the digital era has significantly transformed learning practices
in Early Childhood Education (ECE). Children today are not only familiar with traditional
media such as books and chalkboards but are increasingly exposed to digital devices,
interactive applications, and various technology-based learning tools. Studies show that the
use of digital media and technology in early childhood settings offers promising opportunities
to improve learning outcomes, particularly in language development and peer interaction
(Katharina J. Rohlfing, Eugenia Wildt, Tolksdorf, 2025). Similar findings were also reported
in a study conducted at TK PKK 1 Bangilan, which demonstrated that the transformation of
early literacy learning through digital media successfully enhanced children’s engagement
and motivation during classroom activities (7ransformasi Pembelajaran Literasi Anak Usia
Dini melalui Media Digital di TK PKK I Bangilan) (Novitasari, Nurul. Anik Nurul Nur’Aini,
2025). Thus, the integration of digital media is no longer merely complementary but has
become an essential element in creating learning environments that are relevant to children’s
contemporary lives.

The concept of joyful learning has also gained popularity as an effective approach for
early childhood education. Learning experiences that spark curiosity, promote active
exploration, and involve concrete engagement have been shown to foster intrinsic motivation
and child involvement. For example, research on game-based digital media demonstrated its
effectiveness in enhancing early literacy skills in young children (Rahman, ., & Nurani,
2024). Additionally, studies on mindful, meaningful, and joyful deep learning emphasize that
joy is a vital component of meaningful and profound learning (Nafi’ah & Faruq, 2025). Thus,
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joyful learning is not merely a pedagogical trend but a fundamental strategy for building
learning environments filled with motivation, positive emotions, and meaningful experiences.

In the context of technology integration, Al-based digital media in early childhood
education has begun to demonstrate promising potential. Research by Yuniawati and Masliati
(2023) revealed that Al-based digital media supports the development of emotional
intelligence in young children through adaptive and responsive interactions (Nuni Yuniawati,
2025). Other studies also highlight that AI can enhance personalized learning, adjust
difficulty levels and content based on individual needs, and increase learning motivation
(Mutmainnah, Caroline, & Margawati, 2025). Thus, the use of Al in early childhood learning
is not merely about adopting new technologies but creating more adaptive, interactive, and
enjoyable learning environments the essence of joyful learning.

Despite these potentials, real challenges remain, especially in rural kindergartens.
Limited infrastructure, insufficient teacher training in Al technology, and the persistence of
traditional teaching models all hinder the optimal use of Al-based digital media. Research
shows that although AI media offers great benefits, its implementation requires additional
support, such as teacher training, integrated educational policies, and adequate infrastructure
(Nurnaningsih & Mohammad Salehudin, 2025).

In this context, TK Assurur Kedungjambe represents a highly relevant setting to
explore these issues. The school reflects rural early childhood institutions with limited
resources yet strong enthusiasm for innovation. This study aims to develop a simple,
contextual, and effective model for utilizing Al-based digital media to support joyful learning
in rural kindergarten settings. It is expected that the findings will serve as a reference for
teachers and early childhood institutions seeking to integrate Al-based technologies wisely,
educationally, and joyfully for young learners.

METHODS
This research employs a qualitative descriptive approach with a case study design at TK

Assurur Kedungjambe to describe the use of Al-based digital media in implementing Joyful
Learning. The research subjects consist of 17 children in group A1, selected through purposive
sampling because they are the group that directly uses Al-based digital media in the learning
process. Data were collected through observations, interviews, and documentation conducted
naturally in the school environment to capture children’s behaviors, interactions, and learning
experiences.

Data analysis followed the interactive model of Miles & Huberman, which includes data
reduction, data display, and conclusion drawing (Miles, M. B., Huberman, A. M., & Saldana,
2014). The validity of the data was ensured through source triangulation and technique
triangulation by comparing the results of observations, interviews, and documentation to
ensure the consistency and accuracy of the research findings.
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RESULT
1. Forms and Implementation of Al-Based Digital Media to Support Joyful Learning

at TK Assurur Kedungjambe

The findings of this study were obtained from direct classroom observations
during learning activities in class Al, where Al-based digital media (Wordwall &
Animated Drawing) were implemented to support joyful learning under the theme
“family profession tools.” The research was conducted over two meetings in October
2025 at TK Assurur, involving 17 children (9 girls and 8 boys), one classroom teacher,
and one school principal as the informants.

Throughout the learning process, the children were actively engaged in
exploration activities using the Wordwall and Animated Drawing applications. This
process not only elicited positive emotional responses from the children (such as
happiness, enthusiasm, laughter, and focus) but also demonstrated changes in how they
interacted with the learning material. Al-based digital media created a learning
experience that was not monotonous or repetitive as in conventional methods (e.g.,
children simply sitting and listening to the teacher), but instead fostered a flexible,
interactive, and more child-centered learning environment.

Learning appeared more enjoyable and carried a strong element of “joyful
learning,” as the children were able to choose, experiment, try independently, and see the
results of their activities directly on the screen without always needing to ask the teacher
first. The children’s interaction with Al-based digital media also stimulated curiosity, a
desire to try new things, and expressiveness in sharing their ideas.

The class teacher of A1, Ms. Siti Nizaroh, S.Pd., stated that this model of learning
made it easier for her to motivate the children because they were already interested from
the beginning of the activity. She also emphasized that she no longer needed to
repeatedly remind the children to stay focused, as the Al-based digital system itself
effectively directed their attention and provided engaging visual-auditory stimuli suitable
for early childhood learners.

The school principal, Ms. Umayaroh, S.Pd., also acknowledged that the use of
Al-based digital media strongly supports the digital transformation of learning at TK
Assurur. She noted that the school must begin adapting to technological advancements,
and the use of Al is not intended to replace the role of teachers but rather to strengthen
their role in facilitating more innovative and developmentally appropriate learning.

Observations of the children in group Al at TK Assurur showed that:

1.1. The children enjoyed learning using digital media

1.2. They were actively eager to try the activities

1.3. They did not feel bored even though the activities lasted for a relatively long period
1.4. They remained focused on the screen display

1.5. They confidently expressed stories or ideas during the Animated Drawing activity

These results indicate that the implementation of Al-based digital media had a
significant positive impact on fostering joyful learning conditions in group Al at TK
Assurur.
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Thus, it can be concluded that the use of Al-based digital media in early
childhood education provides a more enjoyable learning experience, enhances intrinsic
motivation, and encourages greater active engagement among children during the
learning process.

1.1 Details of the AI and Websites Used

This study utilized the edutainment websites Wordwall and Animated
Drawing during learning activities at TK As-Surur Kedungjambe Singgahan Tuban.
The Wordwall edutainment website can be accessed via https://wordwall.net, while
the  Al-powered  Animated Drawing can  be  accessed  through
https://sketch.metademolab.com. Both websites feature several menus on their
initial user interface (UI).

Accessing Wordwall requires registration through the Login menu; however,
Animated Drawing does not require any registration beforehand. In addition, to access
all available games or activities in Wordwall, users need to make a purchase. Teachers
can still use the platform for free, although with limited features. If the free version is

considered sufficient, teachers do not need to pay for the use of this edutainment
platform.

Unlike Wordwall, Animated Drawing can be accessed free of charge without
any usage limits, while the Wordwall free plan only allows two activities per day.
Both platforms have their respective advantages and limitations. The wide variety of
game options in Wordwall requires paid access to be fully optimized, whereas the
more limited Al features in Animated Drawing make it accessible without requiring
any payment.

Below is the initial user interface (UI) of the Animated Drawing platform used
in this study.

(N Meta Blog Al Demos

Anii d Drawings

Tryitnow |

Transform static sketches into fun animations. .

1

Figure 1. Initial User Interface of Animated Drawing

131 I AL HIKMAH: INDONESIAN JOURNAL OF EARLY CHILDHOOD ISLAMIC EDUCATION | VOL.10 No.1 Year 2026


https://wordwall.net/
https://sketch.metademolab.com/

The Utilization of Al-Based Digital Media to Realize Joyful Learning

P Wordwall  create better lessons quicker Home Features Price Plans Q Community LogIn Sign Up
Teacher
The easy way to create your W

own teaching resources.

Make custom activities for your classroom.

Quizzes, match ups, word games, and much more. Printables Interactives

100,942,489 resources created

Sign Up To Start Creating

Figure 2. Initial User Interface of Wordwall

@ English -

In the Animated Drawing menu, users can directly select the “Try It Now”
option and immediately upload a student’s drawing to be animated. Below is the
upload page interface, along with several examples of children’s artwork from TK As-

Surur Kedungjambe Singgahan Tuban.

STEP 1/4

UPLOAD A DRAWING

Upload a drawing of ONE character, where the
arms and legs don’t overlap the body (see I I
examples).

START WITH AN EXAMPLE

Feel free to try the demo by clicking on one of the T4
following example images.

i . 19 & /‘1;“/0
o T\ ]
I\ || K

CHECKLIST

@ Make sure the character is drawn on a white
piece of paber without lines. wrinkles. or tears.

B Upload Photo

Figure 3. Image Upload Page
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Figure 4. Several Artwork Samples by the Children of TK As-Surur Kedungjambe

One of the artworks created by a child from TK As-Surur Kedungjambe,
Group Al, has been converted into an animation using Al-based Animated Drawing
technology.

ADD ANIMATION

Choose one of the motions below to see your
character perform it!

W Gz (w0 (aamus) (i)
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ADD ANIMATION

Choose one of the motions below to see your
character perform it!

Figure 5. An Example of a Child’s Artwork Converted into Animation

It can be seen that the students’ drawings are able to follow movements based
on the templates provided by the AI. Meanwhile, the following are several interactive
game menus from Wordwall that teachers can use during classroom learning activities
for young children.

Find out about our templates

Select a template to learn more

/Qi Match up Quiz Flash cards
Drag and drop each keyword next . A series of multiple choice
O * [ | 1o proceed .
4;-::-Q Spin the wheel Speaking cards mm Group sort
5 Deal out cards at randorm from a == Drag and drop each item into its
i shuffled deck correct group
|
e Complete the sentence Anagram
( A nd
N, i
.
Unjumble Open the box Matching pairs

Tap each box in turn to open them Tap a pair of tiles at a time to reveal

Bnnu up and reveal the item inside u o i they are a match

Drag and drop wo

- 0 rearrange
EDDED | cacr senence ino s correct ord

Figure 6. Several Game Templates Provided by Wordwall

Based on the available menus, there are 12 games that teachers can use.
However, all menus or templates can be accessed and utilized if the teacher makes a
purchase, and the number of available templates becomes much larger (more than 20
templates). In this study, the teacher selected one of the games to be used, namely
Match Up with the theme of professions. The following is the teacher’s work at TK
As-Surur Kedungjambe Singgahan Tuban in optimizing this media through hardware
in the form of an Interactive Flat Panel (IFP).
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ER 4

< 0

W20@™®GG -
Tempal Bekerja Sebuah Profesi - Match up

ordwoll net

PR WOrdwall  Create better lessons quicker QCommunity My Activities My Results  [SISICRNIIAN | Upgrade | B sicnizarohes ~

X &

Switch template

8

| | Quiz

Aalal]

.ﬁ—J”B ,  mobil

o Show al

e kantor
. -
= —kebakaran

Submit Ancware

Inggris Indonesia

Figure 7. Teacher’s Work at TK As-Surur in Operating the IFP

In addition, there is another theme created by the teacher in utilizing Wordwall
as one of the learning media. This theme is related to numeracy and still uses the
Match Up template. The following is another example of the teacher’s work in using
Wordwall through the smart board at TK As-Surur Kedungjambe Singgahan Tuban.

W @MNGG - 1@

X @ Alat Profesi Keluarga - Match up < a
wordwal net

S WOordwall  create better essons quicker QCommunity MyActivities My Results  [IRGITICT RS0 Upgrade .smmzaronsa v

Switch template

Submit Ancware

Inggris Indonesia

Figure 8. Another Work of the Teacher at TK As-Surur in Operating the IFP

Thus, this section explains the details of Al and edutainment operation, as well
as the students’ and teachers’ works at TK As-Surur Kedungjambe Singgahan Tuban
that were implemented during this study.

Steps for Using Wordwall Media in Class Al at TK Assurur: During the first
meeting, the teacher opened a Wordwall game containing pictures of professional
tools such as stethoscopes, construction helmets, cooking utensils, and others. Before
starting the game, the teacher first explained the various professional tools and the
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role of each profession in daily life. The teacher then provided a prompting question
related to the children’s parents’ professions to help them recall the concepts
concretely.

After that, the teacher invited the children to take turns selecting a card on
Wordwall. The children were then guided to press the images displayed on the screen,
which was projected from the laptop to the classroom television.

Each time a child selected an answer, the Wordwall system automatically
provided audio feedback, such as “correct” or “incorrect.” The teacher provided
scaffolding or light guidance when children had difficulty choosing the correct
answer. The children showed happy expressions, clapping, and celebrating when they
answered correctly. The teacher then gave extended value reinforcement, for example:
“This tool is used by doctors. Does anyone have a family member who works as a
doctor?” From this activity, children began connecting the digital images with the
professions in their own families.

The observations of Wordwall use in Class Al at TK Assurur show that:

1.1 Children patiently waited for their turns

1.2 Children stayed focused throughout the activity

1.3 Children’s emotions remained stable, and they appeared joyful

1.4 Children were able to name the professional tools shown in the images

1.5 Positive social interaction emerged—children encouraged and supported one
another

Steps for Using Animated Drawing in Class Al: During the second meeting,
the teacher used the Animated Drawing application. In this activity, the children were
asked to draw a professional tool (for example, a stethoscope, a pan, or a construction
helmet) in their drawing books. After completing their drawings, the teacher
photographed each child’s work and uploaded it to the Animated Drawing application.
The AI technology in the application identified the drawing and automatically
transformed it into a moving animation.

When the animation appeared, the children showed expressions of amazement
and excitement because the drawings they created “came alive and moved.” The
teacher used this moment to encourage the children to tell stories about their
drawings. The children then presented their work in simple explanations, such as:
What profession uses this tool? What is it used for? Where is it used?

The results of using Animated Drawing in Class A1 at TK Assurur show that:

1.1 Children appeared pleasantly surprised (expressing “wow”’)

1.2 Children became more confident in telling the meaning behind their drawings
1.3 Children felt proud because their work was appreciated and visualized

1.4 Children were motivated to draw with more detail on the next sheet

2. The Effectiveness of AI-Based Digital Media in Creating Joyful Learning at TK
Assurur Kedungjambe

Based on observations conducted during the learning process, the use of Al-based

media Animated Drawing and Wordwall significantly increased children’s engagement
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and enthusiasm. The children appeared more focused, excited, and actively participated
in the activities. Their attention span increased from an average of 7-10 minutes to 15—
20 minutes per session. The teacher reported that the visual and audio elements helped
children understand instructions more easily. Several key findings based on classroom
observations aligned with the indicators of joyful learning, as described below.

Field observations over two meetings demonstrated that the use of Al-based
digital media (Wordwall and Animated Drawing) contributed to the creation of joyful
learning experiences. During the use of Wordwall, the children were enthusiastic as they
tapped on the pictures of professional tools displayed on the screen. The Al system
providing “correct/incorrect” audio feedback did not make the children afraid of making
mistakes. Instead, they laughed, repeated the activity, and tried again.

When Animated Drawing was used, the children showed expressions of
amazement (“wow”) as they watched their drawings come to life and move. They sat in
an orderly manner, waited for their turn, and remained focused until the end of the
session. These behavioral patterns align with the indicators of joyful learning in early
childhood education, namely: not being afraid of making mistakes, experiencing joy
during the learning process, and genuinely enjoying the learning experience.

Interviews with the Class A1 teacher, Mrs. Siti Nizaroh, S.Pd, revealed that Al-
based digital media made the learning process more dynamic and engaging. The teacher
stated:

“The children are willing to try. They are not afraid of making mistakes. They
even laugh at their own mistakes and ask to try again.”
This indicates that digital media reduces psychological pressure on children

during learning activities. The principal of TK Assurur, Mrs. Umayaroh, S.Pd, also
emphasized:

“I rarely see the children this engaged during regular lessons. When Al is used,
the class becomes more active and all children are involved.”
This statement reinforces the idea that Al-based technology facilitates a learning

atmosphere aligned with early childhood education principles—meaningful and joyful
learning experiences.

Documentation in the form of photos, videos, and screen recordings taken during
the use of Wordwall and Animated Drawing showed children’s cheerful expressions—
smiling, laughing, clapping, and actively commenting on the images displayed.
Additionally, documentation of children’s drawings uploaded to the Animated Drawing
application (e.g., stethoscopes, faces, animals) demonstrated that children were involved
in the process of “making a product,” rather than merely completing worksheets.

This documentation proves that the learning experience was not only cognitive
but also fostered positive emotions, encouraged expressive confidence, and built pride in
their work consistent with the core principles of joyful learning in early childhood
education.

DISCUSSION
The results of the study indicate that Al-based learning enhances engagement,

motivation, and strengthens children’s creativity and imagination. The Animated Drawing
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and Wordwall media facilitate joyful learning aligned with the characteristics of early
childhood learners. The implementation of Al-based learning using Animated Drawing and
Wordwall at TK Assurur Kedungjambe has strong potential to increase young children’s
engagement and motivation. With consistent use and more intensive training, the school may
produce stronger empirical evidence to support the sustainable use of this technology.

Based on the findings from class Al at TK Assurur Kedungjambe, it can be understood
that the implementation of Al-based digital media through the Wordwall and Animated
Drawing platforms has contributed significantly to creating joyful learning. These findings
align with the concept of Joyful Learning by the Ministry of Education (Kemendikbudristek)
which states that joyful learning is characterized by the following indicators
(Kemendikdasmen, 2025):

1) Children Learn Happily / Joyfully

In the context of early childhood learning, positive emotions such as joy and
enthusiasm are prerequisites for optimal learning (Bhakti, Ghiffari, & Salsabil, 2019).
In class Al at TK Assurur, the use of Al-based digital media allowed children to learn
through play—such as with Wordwall and Animated Drawing—so children appeared
happier, more active, and enjoyed the learning process. This cheerful atmosphere
aligns with the joyful learning concept emphasized by the Ministry of Education,
which states that learning should be enjoyable (Kemendikdasmen, 2025a).

2) Children Are Actively Involved

Children’s active involvement—both hands-on and minds-on—is an important
indicator of joyful learning (Apandi, 2024). At TK Assurur, children were not merely
listening to the teacher but directly tapping picture cards on Wordwall, taking turns,
drawing using Animated Drawing, and even presenting their illustrated works. This
active engagement supports the view that learning should be interactive and
participatory, consistent with research that active learners tend to have higher
motivation and learning outcomes (Elias Blinkoff a, Kimberly T. Nesbitt b, Roberta
Michnick Golinkoff c, 2023).

In this indicator, the Al-based digital media used at TK Assurur (Wordwall
and Animated Drawing) were displayed not only through a laptop but also on an
Interactive Flat Panel (IFP), enabling children to directly touch the large screen to
choose answers, drag objects, and click symbols. This allowed children to become
active learners, not passive viewers. With Animated Drawing, children could point at
the screen and see their drawings come to life, eliciting expressions of excitement,
curiosity, and pride. Thus, the combination of Al + IFP enabled physical, cognitive,
and emotional engagement consistent with Joyful Learning principles.

3) Meaningful / Contextual Learning

Learning is considered meaningful when the material relates to children’s real-
life experiences, making it easier to understand, remember, and apply (Nur & Farooq,
2023). In class A1, the theme “family professions and their tools” was highly relevant
to children’s daily lives, such as tools used by doctors, chefs, or construction workers.
This relationship between content and children's personal experiences reflects strong
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contextual learning, in accordance with joyful learning principles emphasizing
meaningful learning (BBPMP, 2025).
4) Safe and Comfortable Learning Environment
A physically and psychologically safe learning environment allows children to
explore freely without fear of making mistakes. The literature states that a nurturing
and pressure-free classroom is essential in joyful learning (BBPMP Provinsi Jawa

Tengah KEMENDIKDASMEN, 2025). In class A1, the teacher appreciated children’s

efforts rather than focusing solely on results. When children made incorrect choices

on Wordwall, the teacher provided scaffolding instead of criticism. While using

Animated Drawing, children were free to express themselves without rigid

monitoring. This environment helped create enjoyable and safe learning.

5) Freedom to Choose and Express
Opportunities for children to choose what and how they learn are central to
joyful learning. Early childhood literature shows that giving children freedom to
choose activities, explore, and express themselves creatively increases motivation and
ownership of learning (NAEYC, 2025). In this study, children were given the freedom
to choose any type of professional tool to draw using Animated Drawing. This reflects
autonomy and creativity, showing that learning was not teacher-driven alone but
partially controlled by the children themselves.
6) Teachers as Facilitators Providing Positive Support
The teacher’s role in joyful learning shifts from being the sole instructor to
being a facilitator who encourages curiosity, supports exploration, and gives positive
feedback. Studies state that supportive, dialogic teacher—child interactions focusing on
process are more effective than authoritarian teaching (Mulyana, Tetep, & Widyanti,

2023). At TK Assurur, the teacher (Ms. Anis, S.Pd) asked questions such as, “Which

profession uses this tool?” or “Why did you choose this picture?” to engage children

cognitively. The teacher also gave praise and guided children gently when they
struggled in Wordwall not scolding them. Thus, the teacher acted as a facilitator
supporting enjoyable, active, and meaningful learning.

Increased child engagement during learning indicates that Al-based media can create a
more engaging and interactive learning atmosphere. Young children naturally learn through
curiosity and play. Observations showed an increase in the percentage of children who were
active, participative, and enthusiastic after using Al media. This aligns with constructivist
learning theory, which states that children learn more effectively when directly involved in
meaningful experiences. Therefore, the presence of moving animations (Animated Drawing)
and educational games (Wordwall) provides learning experiences consistent with the
principle of learning through play.

This aligns with research by (Af’idah, 2024) which found that Wordwall has
significant potential to increase motivation among young children. Additionally, interactive
Wordwall games can serve as a new form of early literacy learning (Supiani, S., Haryati, A.,
& Sari, 2024) especially when designed with gamification for early literacy development
(ages 5-6).
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Meanwhile, the findings show that Animated Drawing—based learning can train and
develop children’s sensory abilities as they are directly involved in producing animations
through AI assistance. This aligns with the findings of (Yuliana, Lusiana, Ramadhanyaty,
Rahmawati, & Anwar, 2022) which describe how animation media design (visual
communication) can support motivation and sensorimotor development in early childhood.

Al-based learning using the Animated Drawing by Meta platform at TK Assurur
Kedungjambe also proved effective in enhancing children’s creativity and imagination. The
children’s works showed various nuances and themes, demonstrating freedom and diversity
in selecting what they wished to draw. These findings align with research by (Rachmawati,
D., & Kurniawati, 2023) which concluded that interactive animation media can improve
imagination and creativity in early childhood.

CONCLUSION
Based on the research conducted at TK As-Surur Kedungjambe during the first

semester of the 2025/2026 academic year, it can be concluded that the implementation of
Artificial Intelligence (Al)-based learning through the use of the Animated Drawing and
Wordwall websites has produced significant positive impacts on various aspects of early
childhood development. Specifically, within the context of thematic learning using the joyful
learning approach as outlined by the Ministry of Education and Culture (Kemendikbud
Dikdas, 2025), the use of Al-based digital media (Wordwall and Animated Drawing)
displayed through the Interactive Flat Panel (IFP) at TK As-Surur Kedungjambe has proven
effective in creating joyful learning experiences for children in Group Al.

This effectiveness is demonstrated through: 1) children learning in an enthusiastic and
joyful atmosphere, 2) children actively participating—not only watching but also touching,
selecting, dragging, and presenting their work, 3) learning becoming more meaningful as the
themes relate directly to children’s real-life experiences (e.g., family professions), 4) the
classroom becoming a safe and comfortable environment as the teacher provides support
rather than pressure, 5) children having the freedom to choose and express themselves, and 6)
teachers acting as facilitators who encourage dialogue and exploration.

Thus, the integration of Al and interactive media through the IFP is not only visually
appealing but also supports the core principles of joyful learning, allowing the learning
process to become more optimal, warm, meaningful, and aligned with the learning
characteristics of young children.

Overall, Al-based learning using Wordwall and Animated Drawing has proven
effective in fostering active, creative, and enjoyable learning. These media support not only
cognitive and affective aspects but also contribute to the holistic development of children’s
social and motor skills. Therefore, the implementation of AI media such as Animated
Drawing and Wordwall is highly suitable for continuous use in early childhood education
settings as an innovative strategy to realize 21st-century learning that is joyful, interactive,
and child-centered.
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