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ABSTRACT 

 

Nowadays, small children are often exposed to the use of gadgets such as table that can cause 

developmental delays in sensory and fine motor skills. The aim of this research is to design an 

educational toy that can help to improve the sensory and fine motor skills development of 

these children aged between 6-36 months. This toy is designed in various animal forms with 

different textures and sounds. It is also designed to create out-of-the box, active learning 

experience that will inspire children’s curiosity and encourage them to explore, discover, 

create their own imagination and above all to satisfy the children’s natural curiosity.  
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ABSTRAK 

 

Pada masa kini, kanak-kanak kecil seringkali terdedah kepada penggunaan alat seperti 

jadual yang boleh menyebabkan kelewatan perkembangan dalam kemahiran motor deria dan 

denda. Tujuan kajian ini adalah untuk mereka bentuk mainan pendidikan yang boleh 

membantu meningkatkan pembangunan kemahiran motor deria dan halus kanak-kanak ini 

berumur antara 6-36 bulan. Mainan ini direka dalam pelbagai bentuk haiwan dengan tekstur 

dan bunyi yang berbeza. Ia juga direka untuk mewujudkan di luar kotak, pengalaman 

pembelajaran aktif yang akan memberi inspirasi kepada rasa ingin tahu kanak-kanak dan 

menggalakkan mereka untuk meneroka, mencari, mencipta imaginasi mereka sendiri dan di 

atas semua untuk memenuhi rasa ingin tahu semula jadi kanak-kanak. 
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Chapter 1 

BACKGROUND 

1.0 INTRODUCTION 

 “Fine motor” refer to “small muscles” which is found in the finger, arm and hand. In 

other term it is “what material may be as hard as stone, as transparent as glass, as elastic as 

rubber? What material that can be strong yet light, moisture and chemical resistant, and any 

of rainbow colours?” (Richardson 1989, p.1).  

In this century the technology, internet and toys has come together and bring new age of 

evolution. Toy industries today tends to adapt the new technologies in manufacturing and 

production. For an example of emerging technology being in toy today is when the children 

also included smartphone as one of the feature to make it more interactive. 

These had a positive and negative impact on children development. By the emerging 

technology in toy industries, it is has change the manufacturing and production of the toys to 

be more efficient and effective.  

But, in the other hand. This technology has change the way the children learn and use 

the toys. Somehow there is can delay the fine motor skills and sensory development which is 

one of the most important thing in children development process.  

Curiosity has always been part in children’s growth. For example, children are always 

trying to understand the world that their see and learn about it. In the very first five years 

old, showing that on stage the children face the faster of brains growing compare to any 

other life stage.  
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At the beginning, children will experience how their brain will develop and a very first 

five years old children life is important to have a proper development to help the growth and 

develop accordingly. The more of the brains works the better the brains can do. We can see 

this when the children is playing with their toys especially a toys such an educational toys.  

When we talk about children play, they are actually learned. The word of “play” is the 

daily routines for the children. We can see a few examples that show how the children learn 

from the adult and apply it in their daily life. First one is when you teach the children how to 

use a spoon, and when the children want you to have a bad time story for her than the child 

will do the same to her doll. 

In some stage, it may not seem like there is much thing is happening. But that the way 

the children learn. Putting a wooden block in a line seems a boring as adult but that the thing 

that will improve and develop the fine motor skill and sensory development of the children. 

While the children is playing with their toys, they are actually use their sensor like touching, 

smelling, hearing and seeing while their playing.   
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Figure 1.0: Theories made by Jean Piaget that show the stage of cognitive development 

which in 4 different range of children age. 

According (Ginsburg & Opper (1988) in Piaget’s stages of cognitive development , at 

the  age range from birth of the child until 2 years old of the child said that the child totally 

reflexive and react to stimuli in the environment. 
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Figure 1.2: Theories made by Jean Piaget that show the stage of the sensorimotor period 

which in 6 different range of children age.  

  Based on the table Piagetian stage of the sensorimotor period above, a children age 

from 12-18 months, they will explore new way to achieve purposes. For example, the child 

may knock over a container to access something inside and on the stage the child usually 

begin to learn how to walk and has great access to new aspects of the environment. 

(Ginsburg & Opper (1988); Labinowicz (1980). 
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In addition, toy is just a something that we can consider as subjective and toy is some 

object that is used for play. Just because play is subjective, a pencil or a pen can be a toy and 

even the box also can be toy for the children dependent with how the children capabilities in 

creative imagination. 

 But, none of these toy that we can name as a toy product. Like any other toy, toy 

product is something that mostly or intentionally designed, manufactured and put in the 

market for some reasons and some purpose of play for the children.  
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1.2 EXISTING TOYS  

 For further information, study about the exiting toy in market is needed. The study is based 

on the fine motor skills and sensory development aspect in the exiting toy. 

Table 1.2.1: The existing toys that is focus on fine motor skills development. 

No. Product Name Product Specification 

01. Sassy Baby Ring O' 

Links Teether Toy - 

9 Piece 

 

 

 9 Piece link set 

includes large black 

and white ring to 

hold links together  

 Use to help with 

color identification 

at multiple textures 

stimulate touch and 

fine motor skills. 

02. Kinetic Sand  

 

 Kinetic Sand is the 

squeezable, 

stretchable, easily 

moldable foam that 

offers endless 

creative play and 

children can create 

any model their can 

imagine. 


