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ABSTRACT

Utilization of the animal 4D application as an approach to increasing
English vocabulary for elementary school children. However, problems
also often arise, namely that a teacher's efforts to collaborate with
students are very minimal, and managing responsibilities is difficult to
implement because students have different points of view regarding the
use of the Animal 4D application. Then there are other problems that
also have an impact on students' academic knowledge, so that students'
thinking becomes complicated to understand. Apart from that, raising
student enthusiasm requires a supportive environment, but high
academic demands are a challenge for students to face new concepts.
This research aims to examine the influence of using the Animal 4D
application to improve the English vocabulary of elementary school
children. Apart from that, researchers also admit that in the educational
environment, especially elementary schools, it is very necessary to
apply English vocabulary which becomes a reference for these schools
to increase the use of the animal 4D application. This research method
uses a quantitative method, namely this method is an indication for
respondents that this research is in the form of numbers. This was
obtained through observations in the classroom and outside the
classroom to find out how collaboration and cooperation between
teachers and students went well during learning based on the Animal 4D
application. Next, the researchers conducted interviews with teachers
and students regarding the use of the animal 4D application to improve
elementary school children's English vocabulary, as well as collecting
quantitative data by distributing online-based questionnaires in the form
of Google forms. The results of this research explain that the use of the
animal 4D application has an impact on the motivation of elementary
school students. When students are able to collaborate with other
students, these students are able to develop innovative thinking skills
and foster a sense of caring for each other. The conclusion of this
research shows that a combination of good collaboration in learning
based on the use of the Animal 4D application has great potential to
increase students' creativity in mastering English vocabulary.
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INTRODUCTION

Technological developments are currently developing very quickly, especially in
the field of technology. This will influence the child's learning style, where the teacher
plays a role in the student's academics (Sokolova & Kefi, 2020). One example of using
an application that can support student learning is the animal 4D application
(Matondang dkk., 2020). However, problems often occur in this regard which is a
consideration for researchers as to how this application can be used effectively at the
elementary school level with students' mastery of English vocabulary using the animal
4D application (Bardach dkk., 2019). On average, children at elementary school age
understand more about learning methods using books than using applications. Apart
from that, the lack of students’ curiosity about the Animal 4D application is also a major
factor that becomes a benchmark in these educational institutions (Allotey dkk., 2020).
This requires students to be able to master and keep up with current developments by
using technology in the learning process. If researched, elementary school students'
understanding is very minimal and they do not understand how to use the application,
which causes students to be lazy about studying.

Lack of motivation is a challenge in the world of education, because this is a
factor that will shape student creativity. This information will have an impact on
reducing children's thinking power in the learning process (Skare dkk., 2021). Of
course, this is an obstacle for students to develop their innovations. This is a challenge
for students, because of the students' inability to use the animal 4D application
implemented by the teacher in developing English vocabulary (Xie & Derakhshan,
2021). Not only that, inadequate network limitations for digging up information are the
main trigger for an educator, because a poor network system causes students to
complain when using the application. The role of the teacher is very important, because
a teacher must be able to guide students so that the desired goals in the learning process
are achieved efficiently.

The use of the animal 4D application to develop elementary school students'
English vocabulary is very important in the world of education. Student activity needs
to be fully supported by the teacher, this will enable students to cooperate and
collaborate with fellow students and students are also able to learn in groups which will
foster students' sense of concern for each other (Lu dkk., 2019). For example, students
who understand how to use the animal 4D application will think creatively, because
these students hear and pay attention to what the teacher says. Vice versa, students who
are not proficient in using the animal 4D application will complain and be confused,
which will cause students' enthusiasm for learning to decrease (Khan dkk., 2019).
Collaboration between students and teachers is very necessary, so that students do not
feel confused and can revive student motivation. Apart from that, parents also play a
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major role because parents are the first home for students, so that students can develop
new ideas and innovative learning concepts for continuity in everyday life.

Using the animal application to master English vocabulary is an effective way for
elementary school students. If students are familiar with several applications for
learning media, then it will be easy for students to understand the Animal 4D
application. This application is of course used to improve student learning style models
in the current technological era. It is understood that almost all over the world have
widely used applications as learning methods (Wang dkk., 2021). This also does not
cover the big possibility that students must be able to keep pace with the times. Of
course, this will affect the child's future as an adult. Students will be motivated to use
4D animal-based technology, because the application provides media in the form of
animal images which make the images appear real. Media like this makes children
enthusiastic about learning, so that children are enthusiastic in class and can make good
combinations with teachers and friends. This media can also be downloaded on mobile
phones with the name Animal 4D application.

The ineffective use of social media is a problem that often occurs today. Because
many factors cause this, such as the environment of friends, family and society. Apart
from that, the lack of parental monitoring of children in using the application also needs
to be considered (Gassman-Pines dkk., 2020). Because, if children are left like this
while parents don't care, children will become addicted to using applications on social
media so that children will not want to socialize. This problem must be followed up
effectively, because children's elementary school age is a time when children are in
growth and development. So, teachers and parents make policies for children so that
children only use social media for positive things. For example, parents monitor their
children when they use cellphones, do not let their children play freely, and give advice
to their children about how important it is to gain knowledge. This will provide good
feedback to the child, because the child has received good guidance from the parents.

The research included several references from previous researchers which became
references for researchers in this research. First, research conducted by Moeis, D.
(2016) related to a discussion regarding the use of Android-based English learning
applications for children. Which in the title is similar to the research conducted by the
researcher. However, this research explains that the use of Android-based applications
can help students get to know various kinds of animals and plants. Then children are
also able to develop creativity through the understanding they have gained in this
application. Furthermore, the latest research was also carried out by Nurhasan, U.
(2019) entitled the use of augmented reality content for learning English. This research
explains that mastering the use of applications requires maximum effort to understand
how to use augmented reality-based applications. Good cooperation needs to be
supported in order to create a good collaboration between students and teachers.
Furthermore, this application also increases students' curiosity about recognizing
animals that can be seen as real when the application is used.
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The work that students in elementary school are able to create should be
appreciated. This makes students' enthusiasm rise again, for example a teacher can give
small gifts to students. Then relative innovation can encourage students to increase their
curiosity about using the animal 4D application. With great responsibility, students also
have goals to achieve, for example students can share experiences with friends who
don't understand. This will lead to good cooperation among students so that the teacher
will get a good assessment at the elementary school.

The aim of this research is to find out how students understand the use of the
Animal 4D application. The use of social media is very important nowadays to make
students advanced towards digital thinking. In the future, students will already have the
provisions to understand various applications related to learning media. Of course, it is
beneficial for students so that students do not experience difficulties that become
obstacles for them. With thorough provision from the teacher, students will have more
freedom in using social media which is based on learning media. Not only that, students
will think more critically in the future, because students have gained knowledge
regarding the introduction to the use of the animal 4D application.

Researchers hope that there will be better changes in the mastery of English
vocabulary for elementary school children so that children will be wiser in using
applications in any condition. Researchers also hope that this research can be useful for
many audiences who help in producing scientific work. It is also a consideration for
researchers to develop this article better and make it accessible to students and lecturers.
In this way, the problems faced by students and teachers can be overcome effectively,
because in this case it does not require an element of compulsion.

RESEARCH METHODOLOGY
Research design

Researchers used a quantitative research design by distributing a questionnaire to
respondents in the form of 20 questions using Google Form. This research covers the
impact that will occur on the use of the Animal 4D application on elementary school
students (Klok dkk., 2020). The aim of researchers using this method is to examine the
benefits students obtain when using the animal 4D application. Furthermore, the
researcher also formulated problems that were accounted for according to the
difficulties faced by students. This data collection is to determine accurate comparisons
and the data obtained is in accordance with what was researched by the researcher (Du
dkk., 2019). This quantitative method consists of 20 questions with objective answers
provided by the researcher to make it easier for respondents to take part in answering
these questions. The researcher also conducted research on the data obtained and found
the highest and lowest data. This is the main research material for researchers in
comparing the data that has been obtained.

Research procedure

The research procedure carried out by the researcher was to ask permission from

the campus, including lecturers who taught at Mahmud Yunus Batusagkar State Islamic
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University. The lecturer also has the criteria to be an expert in the field of social media
and learning media. Then the questionnaire filled out by students from several
departments studying at Mahmud Yunus Batusangkar State Islamic University became
a benchmark and consideration for researchers, whether the results of data acquisition
would be in accordance with the researchers' expectations or not. So that students filling
out the questionnaire can quickly complete the questions given by researchers to
respondents (Roy dkk., 2020). Students are also able to provide critical arguments and
opinions which are mastered by every student studying at Mahmud Yunus Batusangkar
State Islamic University.
Research subject

The research subjects in this study were students from Mahmud Yunus
Batusangkar State Islamic University from several departments. Students who took part
in filling out this questionnaire were active students, thought creatively, and were able
to provide aspirations for this research. Apart from that, the researcher was also assisted
by lecturers who are experts in the field of social media and teaching and learning at
Mahmud Yunus Batusangkar State Islamic University so that the process faced by the
researcher ran smoothly (Sista dkk., 2021). The answers given by researchers in the
research are in accordance with students' cognitive abilities. Of course, this also makes
it easier for students to give statements spontaneously so that they get maximum results
(Xia dkk., 2019). The answers given by students to researchers are of course material
for consideration, because the students who answered have different perspectives on
how to use the Animal 4D application to motivate elementary school children.
Research Ethics

In this study, researchers only obtained 50 answers from students at Mahmud
Yunus Batusangkar State Islamic University. Which consisted of 30 women and 20 men
with an age range of 20 years. The study program participating in this research is the
Islamic Religious Education study program, the researcher conducted this research for 3
days, namely from January 1 to 3 2024. The research ethics are that the researcher is
honest with the acquisition of the data obtained, because the researcher has received
permission from the lecturer concerned. This research also complies with legal
regulations regarding article research (Zhang dkk., 2021). Then researchers are also
wise in determining the right subjects and objects to take part in this research. Thus,
researchers apply the values of openness to this research, so as not to harm either party.
Data collection technique

The data collection technique used by researchers in this research was after
obtaining permission from the lecturer in charge of learning media, then the
questionnaire link was distributed to students at Mahmud Yunus Batusangkar State
Islamic University. Distribution of questionnaires in the form of questions given online
using Google Form. The questionnaire data obtained was then uploaded to an Excel file
and transferred to the SPSS application to examine the data further. Obtaining the
number of participating students through direct interviews. Then the names of the
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students involved in answering the questions were summarized for consideration by
researchers.
Data Collection and Analysis

Next, the data that has been obtained is input through the SPSS application which
is a consideration for researchers. The data is presented in the form of tables and
diagrams to make it easier for respondents to understand the results obtained by
researchers. The method used by researchers is to compare several answers from
respondents, of course the researcher knows what average will be obtained. The data
results are presented in the form of scores and percentages. Researchers also used the t-
test, which compares independent and accurate averages. Researchers are very focused
on the answers given by respondents without leaving out any of the answers proposed
by respondents. The researcher also concluded that the data obtained included the
actuality of the problems discussed.

Table 1.1 The acquisition category is the use of animal applications in improving the
English vocabulary of elementary school children

No Earning Category Value Percentage

1. Strongly agree 85%

2. Agree 75-80%

3. Disagree 65-70%

4. Strongly Disagree 0-60%
Total 100%

Table 1.2 Details of the Research Sample

Number of
No Class o Percentage
participants

1. ClassD 20 50%

2. ClassE 20 50%
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Use of the Animal 4D Application to Improve English Vocabulary for Elementary School Children

Flow of Data Collection and Data Analysis

Obtain permission Distribute the Conduct interviews
from the lecturer who ‘ questionnaire link to answer questions
teaches learning to respondents
Carry out tests on Input data from -
i Excel to the SP .
the data obtained — cel to the SPSS _ S

application

RESULT AND DISCUSSION
Results
Utilization of the Animal 4D Application in Improving English Vocabulary for
Elementary School Children
2.1 Implementation of Target Image

In designing data, the data used is in the form of a marker image, where the image
is used as a target image to explain the 4D object. Examples of animal markers
presented by researchers include chickens, ducks, bears, crocodiles, tigers, fish, sharks,
goats, rabbits, butterflies, deer, cows and wolves. Furthermore, the researchers also
explained food markers consisting of carnivores, herbivores and omnivores. Then the
markers have been uploaded to the Vuforia database so they can be easily accessed by

Android smartphone cameras.
= —fn——Ttn — S .

lades = ¢ je #0 By e
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Figure 1.2 4D Object
Figure 1.2 explains that 4D objects are displayed when the marker has detected
the object being studied. 4D objects consist of several types of animals including
chickens, ducks, bears, crocodiles, tigers, sharks, goats, rabbits, butterflies, deer, cows
and wolves. The type of food obtained based on the type of animal is carnivore (meat),
herbivore (grass), and omnivore (meat and plants).

Table 1. Interaction of food markers and animal markers

Food Markers Animal Markers Action
Herbivore Shut up
Carnivore Crocodile Walk
Omnivore Shut up
Herbivore Shut up
Carnivore Tiger Walk
Omnivore Shut up
Herbivore Shut up
Carnivore Walk
Omnivore Shut up
Herbivore Wolf Shut up
Carnivore Walk
Omnivore Shut up
Herbivore Walk
Carnivore Shark Shut up
Omnivore Shut up
Herbivore Walk
Carnivore Cow Shut up
Omnivore Shut up
Herbivore Walk
Carnivore Shut up
Omnivore Shut up
Herbivore Goat Walk
Carnivore Shut up
Omnivore Shut up
Herbivore Shut up

Scientechno: Journal of Science and Technology



Use of the Animal 4D Application to Improve English Vocabulary for Elementary School Children

Carnivore Rabbit Shut up
Omnivore Walk
Herbivore Shut up
Carnivore Butterfly Shut up
Omnivore Walk
Herbivore Shut up
Carnivore Shut up
Omnivore Walk
Herbivore Chicken Shut up
Carnivore Shut up
Omnivore Walk

In the table above is a table that explains food markers and animal markers.
Where if the food marker is connected to the animal marker it will cause action or
animation from the 4D. The animal will move towards the food marker if the marker
matches the type of food. Vice versa, if the 4D object food marker does not match then
the action displayed will remain silent.

2.3 Implementation of Multiple Markers

Multiple implementations are presented according to the objects that will be
displayed on the smartphone. The implementation used in the multiplr marker method
aims to display 4D objects carefully through several markers as well as displaying
several animal objects.

vuforia- &= e e

Figure 1.3 Animation of 4D objects based on food type
In figure 1.3 is a display that will be used when using the animal 4D application

as an effort to increase the English vocabulary of elementary school children. Multiple

markers are also a tool, so students can easily match animal pairs with food.

Figure 1.4 Application of Multiple Markers
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Use of the Animal 4D Application to Improve English Vocabulary for Elementary School Children

It can be seen in Figure 1.4 that the animated display of the 4D animal object
knows which type of food is suitable according to its type. Like the picture of the cow,
the appropriate food is grass which is classified as a carnivore. If connected, the cow
will act on the food by walking.

2.3 System Implementation

Login Page

After the Animal 4D application is downloaded on Android, the main menu
display will appear. To be able to download this application, you need a strong internet
network, so that the download process is not hampered. The main menu is presented
with pictures of animals which are the unique characteristics of the application.

FETE oI @ & O

2moitouttenl

Menu Display
In this menu section there is a camera that connects to a character card with an
animal image. If the camera is aimed at the target part of the card, the image of the
animal seems to be alive and can make sounds. To get maximum results, it is necessary
that when directing the camera at the object you want to target, you must focus the
direction of the camera so that the image can be detected well.
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M ANIMAL 4D+

Example of Image Display

In this part of the picture, students are able to examine the types of animals shown
previously. The animal pictures presented are certainly in accordance with what the
students want. For example, if a student wants to see a cat, rabbit or zebra, the animal
will automatically appear. This effort is able to make students more focused and careful
about the English vocabulary used.
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Display of Animal Types
This section explains menus consisting of several types of animals. Students can
choose and access the type of animal they want. There are around 30 types of animals
served on this menu. Of course, these types of animals are classified into types of food

in the form of carnivores, herbivores and omnivores.

=
M ANIMAL 4D+
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Animal Type Display
The display in this section contains a description of the animal that has been
previously selected. This section explains about the animal, in terms of definition, type
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of food, what environment it lives in, and how the animal breeds. This display uses
English. In this section the sound volume is also displayed, which if students access can
increase and decrease the desired sound level.

2.4 Questionnaire Test Results

The rapid use of technology is a challenge faced by educational institutions.
Schools that use technology as a learning medium need to pay careful attention, because
children who are still in elementary school do not yet have maximum abilities regarding
the use of technology. One technology that is very easy to access is a cellphone, the
average school child in Indonesia already has a cellphone. There are many applications
on cellphones that can be used as learning media. For example, using the Animal 4D
application can help students develop vocabulary, especially in English. In the world of
education, students must be able to maximize students' academic scores, which is also a
major factor for students when undergoing the learning process.

The table presented by the researcher is to determine the amount of data obtained.
Respondents who participated in answering this question came from Islamic Religious
Education students for the 2023 academic year at Mahmud Yunus Batusangkar State
Islamic University. A total of 20 people participated in this research, students answered
with one answer which was considered correct. Then the results of data obtained from
these respondents will also be presented in the table below, which will later be used as
consideration for researchers. So the student's contribution is very important in the
assessment for this research, the final results will show the influence of using the
Animal 4D application to increase the English vocabulary of elementary school
children.

Table 2. Results of observations

No  Question SS (%) S (%) TS (%) STS (%)

1. Using the animal applicat 90% 70% 5% 0%
is very useful for students

2. The animal 4D applicat 85% 75% 50% 0%
can increase stud
motivation

3. Decreased student gra 75% 50% 0% 0%
when using the animal
application

4. The role of the teacher 90% 80% 0% 0%
very important in the learn
process

5. Parents take part in guid 75% 80% 0% 0%
children

6. Collaboration betwve 95% 75% 0% 0%

teachers and parents is
most important factor
7. Collaboration betwe 85% 60% 0% 0%
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students and classmates
create unity in learning

8. Most students dc 80% 70% 0% 0%
understand technology

9. The animal 4D applicat 95% 65% 0% 0%
has a positive impact
students

10. Using the Animal 90% 80% 0% 0%

application makes stude
lazy about reading books

11.  The animal 4D applicatior 70% 90% 0% 0%
able to increase studel
English vocabulary

12.  Using Android to access 95% 80% 0% 0%
Animal 4D application mal
children addicted to us
cellphones

13.  There are many negat 40% 30% 50% 70%
impacts that arise when us
the Animal 4D application

14, Good contributions  fr 85% 70% 0% 0%
teachers have a gc
influence on students

15.  Students' insight into anir 90% 70% 0% 0%
4D applications needs to
considered

16. The influence of us 85% 65% 0% 0%

animal applications is v
large in the world

education

17.  Students get good gral 90% 70% 0% 0%
with the help of animal
application

18.  Students become more act 80% 75% 0% 0%
in class

19.  Parents are the main factor 95% 85% 0% 0%
child development

20.  Students know more ab 85% 70% 0% 0%

English vocabulary

The highest score obtained was the strongly agree answer with an average of
strongly agree with a percentage of 90%. This means that the use of the animal 4D
application can support improving the English vocabulary of elementary school
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students. Furthermore, the highest score obtained in second place was in the agree
answer category, where respondents answered with the highest percentage of 90% and
also had the same previous score obtained. Every answer the respondent gave to the
researcher was an accurate answer. If you look at the table above, the lowest score is in
the strongly disagree answer category.

However, on question 20 regarding students knowing more broadly about English
vocabulary, the answers were 70% agree, 85% strongly agree, and 0% in the strongly
disagree and disagree categories. It can be concluded that mastery of English is very
necessary for continuity during the learning process by utilizing 4D animation
applications. Then the researchers also considered the impact that would occur on
students when using the application. Whether students are able to use it well or there are
obstacles, this must be addressed properly so that students do not have difficulties in
learning.

2.5 Test Results with T-Test
Utilization of the Animal 4D Application in Improving English Vocabulary for
Elementary School Children

Paired Samples Statistics

Mean N Std. Deviation Std. Error Mean
Pair1 PRE TEST 10.5000 20 5.91608 1.32288
POST TEST 55.7500 20 21.65975 4.84327

Paired Samples Correlations
N  Correlation Sig.
Pairl PRE TEST & POST TEST 20 -.042 .860

Paired Samples Test

Sig.
Paired Differences t df (2-tailed)

95% Confidence

Interval of  the

Std. Difference
Mean Deviation Std. Error Mean Lower  Upper
Pairl PRE TEST --45.25000 22.69216 5.07412 -55.87026 -34.62974 - 19 .000
POST TEST 8.918

The table presented above is a test carried out by the researcher in the
form of a t-test on the SPSS version 26 application. In the first output section discussing
paired statistical samples, there are results obtained by the researcher from the
respondents’ answers. This part consists of the mean, namely the average of 10,500 and
55,7500. From this information, it is understood that there is a significant difference
between the two data. This difference explains that elementary school students have
very high interest in using the Animal 4D application. Part N is the amount of data with
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a score of 20 people, then Std.Deveation has 2 different numbers, namely 5.91608 and
21.65975, and Std.error mean also has values of 1.32288 and 4.84327. Not only that, in
the second item there is a paired sample correlation, which shows that there is a
relationship that can be independently accounted for. The score obtained is with a
correlation of -042 and sig 860. These results show that each answer obtained will
determine the level and enthusiasm of students to increase their potential. Then in the
third output there is data in the form of a paired samples test, which consists of a mean
of -45.25000, Std. Deviation with a total value of 22.69216, Std. Mean Error obtained a
score of 5.07412, and Lower -55.87026. Obtaining these data results is a consideration
for researchers, because there are significant differences in these numbers.

Discussion
Utilization of the Animal 4D Application in Improving English Vocabulary for
Elementary School Children

The use of applications at the educational level really supports students in the
learning process. Students need modern online-based learning media, for example the
use of the animal 4D application. This helps students learn the names of animals, the
types of food they eat, and how the animals sound (Khazaei dkk., 2019). Of course,
students will be more creative in understanding this, a high level of curiosity is also
needed because students have different points of view. Not only that, parents are also
involved in this, because it is from parents that students get their first education. If
parents provide complete facilities to their children, then the children must be able to
use them wisely and not excessively.

Mastery of the level of English in elementary schools needs to be improved in line
with developments over time. In particular, students are able to deepen their English
vocabulary for future preparation. This makes students focus and think creatively,
because students have got what they need. Teachers and the school also provide
direction and policies to students, where these regulations are made according to mutual
agreement. Students who apply these rules will easily participate in learning well (Wu
dkk., 2020). Likewise, students who do not follow the rules well will have more
freedom to make mistakes continuously. Things like this are a challenge for the school,
because if left unchecked there will be social inequality in the school environment

The use of the Animal 4D application which is accessed on a smartphone is a
problem for students' parents. Because at an early age, children are required to use
cellphones, of course this is a problem for parents. Because parents have to give their
children a cellphone to learn about the Animal 4D application. Not all parents have
sufficient funds to buy a cellphone for their children (Kristjanpoller dkk., 2020). There
are parents from low, middle and high economic backgrounds. This difference is a
problem that needs to be overcome by the school. The school must be wiser in
providing guidance to students' parents. With good cooperation between teachers and
parents, they can create a good agreement on the problems faced.
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It is necessary to use English in elementary schools, because curriculum
development requires students to be able to master English. Because English is the
national language in the world. There needs to be adequate provision for students, so
that students are able to speak English fluently and fluently (Ryu & Ryu, 2021). To
achieve this, teachers must prepare a mature design, to which teachers and students can
contribute well. Not only that, teachers also design effective learning methods so that
students don't get bored during the learning process. One way that can be done is by ice
breaking, this can raise students' enthusiasm when studying. A teacher must be more
creative than students, because teachers are role models for students.

Using the Animal 4D application is very suitable for elementary school students.
Because the menu presented is very supportive according to students' interest in
Android-based learning. However, it is also necessary to pay attention when students
use Android so that they do not deviate from learning. Very high level of guidance from
teachers is an important factor in an educational field, so that students who are taught to
use the application can listen and listen well. Not only that, student collaboration when
using the animal 4D application is also directed, because some students do not
understand how to use the application. If cooperation between teachers and students has
been achieved, then the implementation of the learning process will run effectively and
efficiently

CONCLUSION

The use of technology in learning really helps students in developing new
innovations. The use of technology that supports the learning process in the classroom
is the main key carried out by teachers. The teacher will determine the consequences for
students, whether they understand or do not understand. This is a benchmark in
education, because every child has a different opinion. The use of technology as a
learning medium is very beneficial for students. One of them is that students are able to
use technology well at the age of 10 years. Which, it is not easy for a child to reach this
point, most children at the age of 10 are still thinking about playing, not learning. A
teacher must appreciate students who are able to develop their work well with the
knowledge they have.

Examples of learning media that can be used are YouTube, TikTok, and so on.
Parental supervision of children needs to be supported. Because ajika will not have a
negative impact on children, such as children being lazy about studying, procrastinating
on work, and not wanting to blend in with the surrounding environment. However, the
positive impact that technology has on children's comprehension skills is very effective,
as children can search for information related to the learning they want to make. Apart
from that, children can understand and understand the material they are looking for, so
that the assignments given by the teacher can be completed on time. Then there are
several other supporting applications on the smartphone, such as 4D animation which
displays several types of animal images. So children can choose which animal they
want to look for, then the image will make a sound and appear real.
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This approach shows that technology has a big influence on children, especially
learning media. By utilizing 4D animation applications you can facilitate students'
needs. For example, students work together, collaborate, and make assignments in
groups. With technology, integration of teachers, parents, students and the school can be
carried out well. Because this determines how children develop after implementing the
Animal 4D application at the educational level. The teacher's hope is that students will
be able to increase their motivation to learn both at school and at home. Then the
researchers in this study have a goal that students are able to keep up with technology
according to current developments. Because there are so many challenges in the digital
era, seriousness and responsibility are needed from both students and teachers.
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