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ABSTRACT: Education has long been the target of utopian interventions, and with technological
interventions, offering to change drastically or even eliminates classroom-based learning, traditional
education research needs to focus on introducing technology tools at an early age through media
literacy. The purpose of this study was to determine the effect of media literacy and cognitive abilities
on the introduction of laptop-based media. This study used a quasi-experimental design involving 46
children. Data collection techniques through tests and data collection tools using statement sheets,
which were processed using t-test. The results showed that the experimental class using the original
laptop media had a high average value of 86.66 compared to the control class using the imitation
laptop media which had a value of 81.66. There is a significant effect of media literacy and cognitive
ability on the introduction of laptop-based media in children. On the introduction of laptop-based
media in children, media literacy and cognitive capacities can have a big impact. The comparison of
the average value of the control and experimental classes demonstrates this. When children are
introduced to media via a genuine laptop, they become more excited and engaged in the experimental
lesson.
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1 INTRODUCTION

Children are in the middle of a large unplanned experiment, surrounded by digital
technology that is rarely available (Hirsh-Pasek et al., 2015). Mobile touch screen
technology also referred to as tablet technology (Goodwin, 2012) is revolutionizing
children’s interactive digital experience (Hwang et al., 2015). When the pandemic comes,
distance learning for early childhood, often laptops are the choice for online learning. The
largest intervention in computer-based learning since 2014 has taken place, the One
Laptop per Child (OLPC) project, with 2.5 million laptops in use worldwide. Ames
explores how children interpret regular laptop use as "learning” (Ames, 2016).

The paper of Papadakis et al., (2016) reviews empirical research on using four coding
applications to help young children develop Computational Thinking and Fluency. The
key finding is that all applications have a good impact on the development of
computational thinking abilities in youngsters. According to the author, researchers and
designers must make difficult decisions in relation to software production to encourage
Computational Thinking and Fluency for young children. Researchers must also work in
this sector and experiment with novel techniques that capitalize on useful concepts
(Papadakis et al., 2021). During a pandemic, it is the right time to improve children's
computational thinking skills, because distance learning cause's children to be constantly
involved with digital devices, including laptops.

Seftiani (2019) stated that interactive learning was often known as laptop-based
learning, especially when distance learning. The use of laptops and gadgets in the learning
process is needed to make the learning process interesting. Digital literacy learning can
increase children's interest in acquiring knowledge so that children can improve their
cognitive abilities and knowledge of media literacy through this laptop-based media.
Mobile technology, in combination with interdisciplinary approaches can provide a
creative and dynamic learning environment but a didactic approach for early childhood
instructors should use, such as developing mixed teaching strategies in a harmoniously
enhanced way ICT in the form of computers or tablets (Papadakis et al., 2016b). Although
some educators are experienced and knowledgeable technology users, this does not
indicate that they fully comprehend the consequences of ICT goods and services when
used by young children, and this lack of comprehension may limit their ability to educate
their pupils (Ebbeck et al., 2016). While there are hundreds of applications accessible
today, selecting the best appropriate educational apps for children is challenging and
troublesome for both instructors and educators, according to Papadakis and
Kalogiannakis (2017) findings.

In addition to the ability of early childhood educators in their experience of introducing
digital technology devices such as laptops to children, several other factors such as media
literacy or children's cognitive abilities also influence in recognizing and even using
laptops as learning media. The Buckingham study examines the aspects of media literacy
and studies on how children’'s media literacy develops, breaking down the three main
categories (access, comprehend, and create) into more precise sub-categories. It also
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points out some of the issues and challenges that come up when attempting to quantify or
assess media literacy (Buckingham et al., 2015). Cognitive ability effects to using
computers, in which one's performance is redefined and enhanced during intellectual
collaboration with the computer, are distinguished from impacts of computers, in which
such partnership leaves long-lasting and generalizable cognitive residues (Salomon,
1990).

Problems in the field, it was found that children have not been able to know the parts
of a laptop (low digital media literacy) and less varied learning in improving children's
cognitive abilities related to digital technology. Based on the background of the problem,
this study aims to determine the effect of media literacy and cognitive abilities on the
introduction of laptop-based media so that children can follow the development of the
current era of technology and information industry.

2 THEORITICAL STUDY

2.1 Media Literacy

Media literacy in Indonesia became popular in the 2000s as an effort to study media
audiences so that they become powerful viewers who live in a world crowded with media.
This is also in accordance with the expression of the research results Leena Rantala (2011)
suggested media literacy is putting communicators, teachers, scientists, authorities, the
technology industry, the media, and civil society together while understanding the
challenges of media literacy as part of a global education. This means attributing to media
competence the enormous role that is had in a world of global communication and
knowing how to take advantage of the potential that the ICTs must improve our world.
However, none of this will happen if it is not accepted that this task must be directed by
the values and practices of a new humanism that we must all regain and invent. Only this
humanism will lead us to peace. The challenges of education in the 21st century when
dealing with children who are digital natives, media literacy is critical (Syarah et al.,
2020).

Media literacy is the ability or expertise that a person has to seek, learn, and utilize to
be smart in dealing with the media. Syarah et al., (2020) defined media literacy as the
ability to derive personal meaning from the visual and linguistic symbols we encounter
daily in television, advertising, movies, and other forms of digital media. (Potter, 2010,
p. 680) It proposes a media literacy framework based on seven specific skills (analysis,
evaluation, grouping, induction, deduction, synthesis, and abstraction) and five sets of
knowledge structures (media effects, media content, media industries, real world, and the
self). On the other hand, in pedagogy, media literacy may unintentionally activate
boomerang effects, in which instruction increases rather than decreases desired outcomes
(Hobbs, 2011). Media literacy entails more than merely asking pupils to comprehend
information. They must be critical thinkers capable of comprehending and producing in
the media culture that surrounds them. The principle of media literacy is to provide skills
to individuals who include cognitive, emotional, aesthetic and moral dimensions, and
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media contain the value. Bedford (2021) in his research found that self-confidence is not
the same as ability and what we must stimulate in children is the ability to train children's
confidence to practice information literacy with laptop media. One of the abilities that
can be developed is cognitive ability. The previous study on media literacy which can
recognize and understand information comprehensively to realize critical thinking, such
as Questions and Answers, analyze and evaluate the information (Juditha, 2013). One of
the tools to train children's abilities, namely a laptop, can train children's confidence.
Thus, learning carried out using media literacy can train responsiveness, confidence,
knowledge, ability, and understanding. Understanding of limited information obtained
comprehensively to realize critical thinking in children.

2.2 Children's Cognitive Ability

Early childhood is in the golden age so that optimal stimulation will optimize the child's
growth and development. All aspects of child development affect each other with other
aspects. Therefore, Kindergarten education plays a very important role as a vehicle in
ensuring and optimizing children's growth and development. As according to (Colom et
al., 2007) that childhood is the basis for continuous learning, health, personality, social
behavior, and self-preservation for further development. Early experiences that children
have will shape their ability to deal with problems or pressures from the environment.
The use of media and teaching materials will determine the success of the teaching and
learning process.

Many studies have shown that cognitive abilities such as fluid intelligence (Colom et
al., 2007), processing speed (Dodonova & Dodonov, 2012), and working memory
contributes to the prediction of mathematics and reading achievement, which is consistent
with the investment theory. Recent meta-analyses, on the other hand, found that fluid
intelligence, working memory, and processing speed were only marginally connected
with reading and mathematics (Ren et al., 2020). This suggests that general cognitive
ability explains about half of the variance in academic success, leaving much of the
variance to be explained by additional variables like CT. In addition, it is also disclosed
Ferguson et al., (2018) in the results of his research that cognitive abilities in children can
be developed by incorporating early childhood development activities into the health
system to reach vulnerable children so that there are no problems in behavior, adaptation
and other social problems. Thus, cognitive abilities in early childhood are abilities that
must be possessed by children to carry out optimal thinking processes and be able to adapt
in solving problems faced by children.

2.3 Laptop Media

Laptop media is a small technology medium who can be used to introduce technology
to children for (Arsyad, 2013) grouping learning media based on technological
developments into four classes, including: 1) media produced by print technology, 2)
media produced by audio-visual technology, 3) media produced by technology based on
laptops, 4) media resulting from a combination of print and laptop technology. A laptop
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or portable computer is a mobile computer that is relatively small and light, weighing 1-
6 kg, depending on the size and material specifications of the laptop. The laptop is a small
portable and can be carried anywhere easily integrated into the case where it looks like a
computer shape that emphasizes ability or easy to carry anywhere. So, a laptop is a small
and light device that can be carried everywhere. However, the research results from
Seftiani (2019) stated that interactive learning was often known as laptop-based learning.
The use of laptops and gadgets in the learning process is needed to make the learning
process interesting. Laptop-based technology is a way of producing or delivering
materials using microprocessor-based sources.

Other things were also found in the research results of Faigenbaum et al., (2018)
conducted interviews on children using laptops that children use laptops to play games
by doing interest and character comparisons to watch the games they watch. A previous
study found that laptop media promotes student-centered learning (Rusydiyah et al.,
2020). Several studies have found that laptop students' computer skills have improved as
a result of their use, that laptop students performed better on tasks requiring verbal
abilities, and that laptop use in mathematics may reveal a stabilizing effect of laptops in
classrooms on students' academic achievement (Trimmel & Bachmann, 2004). So,
laptop-based learning media is an introduction to technology-based learning in delivering
material to be effective in helping children's understanding. With activities that are
interesting and fun for children, children will quickly accept what is presented by the
teacher, so that the ability to introduce media literacy and children's cognitive abilities to
laptop-based media will develop well. This study aims to determine how much influence
media literacy and cognitive abilities have on the introduction of laptop media in Daud
Kholifatulloh Islamic Kindergarten, Padang.

3 METHOD

3.1 Research Approach

The study's approach is quantitative research using quasi-experimental design
(Campbell & Stanley, 2015).

3.2 Participants and data collection

This research was held at Daud Kholifatulloh Islamic Kindergarten, Padang with 46
children in grades B1, B2, and B3. The samples used in class B1 and B2 were due to
considerations of number, age, ability level, learning facilities, the same background
ability of teachers and recommendations from teachers of both groups and the principal
of the Daud Kholifatulloh Islamic Kindergarten, Padang. The sampling technique used is
the cluster sampling technique with data collection in this study using pre and post-test.
Pre-test carries out before treatment, and post-test carry out after treatment.
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3.3 Research Design

The research design of these studies used quasi-experimental pre and post-test design
with control and an experimental group selected by the researcher targeted, which is
shown in table 1. The research procedure begins with determining the research
participants, children in early childhood education institutions. Then the researchers
determined the control class and the experimental class to be given treatment. After the
pre and post-test, using a t-test to analyze and interpretation were carried out. The data
obtained were analyzed quantitatively based on a checklist format for instrument
assessment. Before the instrument is used, the instrument is tested first. Furthermore, a
trial was conducted the introduction of laptop media. The data obtained were analyzed
according to the purpose and truth of the hypothesis. The t-test was carried out when the
data was normal and homogeneous to find comparisons.

Table 1. The Pre-test and Post-test of Quasi-Experimental Design

Class Pre-Test Treatment Post-Test Statlstu_:al
Analysis
Experiment
(introduction of laptop media Y1 X1 Y3
with real media) -test
Control
(Introduction of laptop media Y2 X2 Y4

with imitation)

3.4 Data analysis

The data obtained in the study were analyzed through several stages of statistical
testing. The first stage is to test the normality of the data using the Lilliefors normality
test to find out if the data obtained is normal or not. Then the next step is to test the
homogeneity using the Bartlett test to find out the data obtained are homogeneous. After
performing the normality and homogeneity tests, the next step is to perform a t-test,
namely a type of statistical test used to compare the means of two groups in a quasi-
experimental design. After knowing the results of the t-test, data interpretation and
conclusions were drawn.

4 RESULT AND DISCUSSION

4.1 Result

4.1.1 Pre-test and Post-test result

Data were analyzed using t-test to test the improvement in the experimental class and
control class before and after being given treatment.
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Table 2. Recapitulation of Pre-test Results

Media Introduction

Variable Experiment Class Control Class

N 15 15
The highest score 75 68,75
Lowest value 50 50
Total value 918,75 868, 75
Average 61,25 57,91
SD 7,79 6,64

2 60,68 44,08

SD

Thus, the results obtained by the experimental class and the control class in the pre-test

have the same ability.

Table 3. Recapitulation of Post-test Results

Media Introduction

Variable Experiment Class Control Class

N 15 15
The highest score 93,75 87,50
Lowest value 75 75
Total value 1300 1225
Average 86,66 81,66
SD 8,68 7,76

2 75,43 60,21

SD

Thus, the results obtained by the experimental class and the control class there are

significant changes.

4.1.2 Pre-test data analysis

This normality test used the Lilliefors test as stated in the data analysis technique.

Analysis of normality in the experimental and control classes.

Table 4. Lilliefors Normality Test Results (pre-test)

Class N A Lo Lt Information
Experiment 15 0,05 0,1704 0,220 Normal
Control 15 0,05 0,213 0,220 Normal
Table 5. Homogeneity test results using the Bartlett test (pre-test)
Class A szalue thable Conclusion
Experiment
0,05 0,5257 3,841 Homogenous
Control
4.1.3 Post-test data analysis
Table 6. Lilliefors Normality Test Result
Class N A Lo Lt Information
Experiment 15 0,05 0,1267 0,220 Normal
Control 15 0,05 0,2019 0,220 Normal
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Table 7. Homogeneity test results using the Bartlett test (pos-test)

Class A X*value Xtable Conclusion
Experiment
Control 0,05 0,5257 3,841 Homogenous

Table 8. Calculation Results of t-test

Results ttable
Class N Average tvalue a 0,05 Decision
Experiment 15 86.66 :
’ Reject H
Control 15 81.66 2,325 2,04841 j 0

Thus, the hypothesis Ha is accepted or HO is rejected. It can be concluded that there is
a significant difference between the post-test results of children in the experimental class
and the control class in introducing laptop media. After calculating the pre-test and post-
test values of the experimental and control classes, a comparison will be made between
the pre-test and post-test values.

Table 9. Comparison of Calculation Results of Pre-test Scores and Post-test Values

Variable Pre-test Post-test

Experiment Control Experiment Control
The highest score 75 68.75 93.75 875
Lowest value 50 50 75 75
Average 61,25 57,91 86,66 81,66

So, it can be concluded that the ability of media literacy and cognitive ability to the
introduction of laptop-based media after being given treatment has a significant change.
Changes occur where the treatment given using the original laptop media is more
influential than the artificial laptop media. This can be seen from the average achieved by
the children, the experimental class 86.66, and the control class 81.66. So, the results
obtained are that there is a significant effect of media literacy and cognitive ability on the
introduction of laptop-based media in Daud Kholifatulloh Kindergarten, Padang.

4.2 Discussion

The results of the data obtained show that the experimental class using the original
laptop media has a high average of 86.66 compared to the control class using the artificial
laptop media has a value of 81.66. It is found that the t-count (3.08024) > t-table (2.04841)
indicates that there are significant effect of media literacy and cognitive ability on the
introduction of laptop-based media in children. This is in accordance with Kellner and
Share's (2007) explanation, which states that critical media literacy broadens the
definition of literacy to embrace other types of mass communication and popular culture,
while also increasing the ability of education to assess critically the relationship between
media and audiences, information, and power. This requires an aptitude for analyzing the
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codes and conventions of media, such as laptops, as well as the ability to discern the
various meanings and messages created by media texts. The finding of a significant
influence in this study also confirms Kellner and Share's (2007) opinion that children
with media literacy can distinguish and analyze media content, critically examine media
forms, explore the impact, and use of media, utilize media wisely, and create alternative
media.

The findings of the research conducted by researchers through observation, interviews,
and documentation show that children have not been able to know the part of laptops and
learning is less varied in increasing media literacy knowledge and children's cognitive
abilities. Thus, the achievement of children's abilities has not developed optimally.
Therefore, the current development of technology and information, researchers have
found solutions to improve media literacy and cognitive abilities in Daud Kholifatulloh
Islamic Kindergarten children in Padang using laptop-based media introduction. The
research was carried out by conducting control class activities using imitation laptop
media and experimental classes using original laptop media.

s

Figure 1. Research in the control class using imitation laptop media
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Figure 2. Research using original laptop media

The data obtained from the pre-test, and post-test were then analyzed. Write the
researcher's own instrument. The data analysis technique used is the t-test. However,
before that, the normality test and homogeneity test were carried out first. Based on the
results of the study, it was found that the implementation of learning through laptop media
for the introduction of media literacy and improving cognitive abilities, made children
more enthusiastic in learning. During learning activities, children focus on the activities
carried out, so they can develop a good understanding of the cognitive aspects of children.
At the time of the study, it was seen that the difference between the experimental class,
and the control class was related to the enthusiasm of children in learning, in the class
using the original laptop media. The children were very enthusiastic and in carrying out
activities.

Activities that media literacies using original laptop media are more interesting because
the media is real, children can see the shape of the laptop. With this very interesting
activity, children are enthusiastic so that learning will be meaningful for children, and the
introduction of laptop media can develop well. Meanwhile, in the control class that media
literacy using an imitation laptop, most of the children are less enthusiastic about doing
activities. Prior study on tablet application or another digital device in preschools has
shown that serious educational apps can improve a variety of abilities in preschool
children. Literacy, geography, art, science, technology, engineering, math, computational
thinking, and cognitive and social control are some of these (Liu et al., 2021).

This can be seen when the teacher carries out learning the children are very active and
very curious. Advances in technology and information that develop in various forms,
children must be equipped with knowledge so that children are able to use things
according to their benefits. Macias and Choi (2021) argues that modern digital
information and communication technology has changed how we live in various ways,
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and we have become dependent on our digital electronic devices to perform the simplest
and routine daily tasks. Thus, the media is one that can improve the achievement of
learning objectives. Learning media is defined as a means, tool or technology used to
convey messages from sender to recipient and can facilitate the learning process. The
purpose of learning media is to arouse children's learning desire, generate learning
motivation, facilitate the learning process, and increase the efficiency of the learning
process. The characteristics of learning media can be used to anticipate learning
conditions that are less effective because they can be independent so that users can use
them without the help of others and are also interactive and can help children improve
understanding and facilitate interpretation which can ultimately improve children's
learning achievement.

The findings in this study of media literacy in the introduction of this laptop add to its
own pleasure when learning to know laptop media, and her children can increase their
knowledge of the various colors that can be seen from the laptop keyboard which is used
as a medium. Like a large laptop from the words lap and top, where lap means "lap,”
while top means "top." Thus, a laptop can be interpreted as a device that can be carried
anywhere and used on the lap. Laptops are small computers that you can take anywhere.
Laptops or portable computers are mobile computers that are relatively small and light in
weight, weighing from 1-6 kg, depending on the size and material specifications of the
laptop. So, a laptop is a small and light device that can be carried anywhere. Laptop
components, in principle, are not much different from computer components, only the
shape and size are different. Laptop components are smaller in size and can be arranged
neatly and compactly so that they are easy to carry and use in various places. Laptop
components are made so that they don't heat up quickly and save more power.

While the disadvantages of this laptop are that the price offered is more expensive, the
performance of the laptop is poor compared to PCs, the flip cable is easily damaged on
the laptop, there is no possibility to upgrade various components in laptops and laptops,
including luxury and light items for use. Carried everywhere so that it becomes the target
of thieves. So, the advantage of a laptop is that it can be carried everywhere because the
laptop is smaller in size, does not waste electricity, can be used as a learning medium,
does not require a large space. While the disadvantages of this laptop are the relatively
expensive price, the components in it are difficult to upgrade, and the laptop's
performance is not satisfactory. Since laptops are not like ‘conventional' technological
devices such as computers, which require fine motor skills to operate properly and can be
challenging for young children, tablets have a simple touch-based interface which makes
them suitable for children aged 2 to four years. In the UK, Livingstone et al., (2015) found
that children aged 0 to five years were skilled tablet users. Children can browse through
apps and take advantage of the capabilities of multimodal devices.

The next findings, media literacy can introduce laptop media in a simple way to
children, where children can show the alphabet keys on the keyboard, children can say
the number of symbols on the number keys on the keyboard, show the monitor screen and
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children can open and close the laptop monitor screen according to the command teacher.
So, a laptop is a small and light device that can be carried anywhere. The advantage of a
laptop is that it can be carried everywhere because the laptop is smaller in size, does not
waste electricity, can be used as a learning medium, does not require a large space. While
the drawbacks of this laptop are the relatively expensive price, the components in it are
difficult to upgrade, and the laptop's performance is not satisfactory, the advantages of
using a laptop early on are improving verbal and communication skills, increasing
personality development, and making time efficient.

The ability to recognize and search can increase the knowledge and ability of children's
confidence in the media used, especially in the introduction of laptop media. It is also
expressed Bedford (2021) in the results of his research that self-confidence is not the same
as ability and what we must stimulate in children is the ability to train children's
confidence to be able to practice information literacy with laptop media. In addition,
improving the knowledge of media literacy is a competence that can be developed,
namely cognitive abilities. The term cognitive has the same meaning as intellectual and
cognitive is related to intelligence.

Cognitive is more passive or static while intelligence is more active. Cognitive ability
is one aspect of student development related to understanding (knowledge), namely the
realm of knowledge, which is all psychological processes related to how individuals learn
and think about their environment. In line with that, cognitive ability can also be
interpreted as a thinking process, namely the individual's ability to connect, assess, and
consider an event or events. Cognitive processes are related to the level of intelligence
(intelligence) that marks a person with various interests, especially aimed at learning
ideas. Based on revealed by Schaeffer (2021) in the results of his research that cognitive
ability is an ability that can be developed when children carry out learning with direct or
real objects so that they understand more concepts and are meaningful. The main factors
that affect children's cognitive abilities are maturity and experience factors that come
from children's interactions with the environment. From interaction with the environment,
children will gain experience by using assimilation, accommodation, and being controlled
by the principle of balance.

Correspondingly, the findings Zou’bi (2021) revealed that the impact of media literacy
is that children can improve critical abilities. The ability to think critically and remember
with new knowledge is a child's cognitive ability. Through the introduction of laptop-
based media, it affects cognitive abilities. The stimulation or stimulation can be given
according to the needs of the child so that the child's growth and development is achieved
optimally. Cognitive ability is a thought process to develop the potential or abilities that
children must acquire. Thus, learning to recognize laptop-based media can improve
children's cognitive abilities in knowing numbers and letters and other symbols. The
current progress of science and technology, especially information technology, greatly
influences the preparation and implementation of partiality strategies for early childhood.

372



The results of hypothesis testing conclude that there is a significant influence of media
literacy knowledge and cognitive abilities on the introduction of laptop-based media.
Media literacy in the introduction of this laptop adds to its own pleasure when learning
to know laptop media, and her children can increase their knowledge of the various colors
that can be seen from the laptop keyboard which is used as a medium. Not only cognitive
aspects can be developed but also other developmental aspects, likewise, research
conducted on Daud Kholifatulloh Padang Kindergarten children because of the
implementation of media introduction learning carried out by both classes using original
laptop media in the experimental class and artificial laptop media in the control class.
Changes found using the original can provide meaningful learning and hands-on
experiences for children.

Where the implementation of this media literacy activity can also introduce numbers
and letters of the alphabet to children, so that children remember the numbers and letters
of the alphabet on the keyboard. The implication of the results of this study is suggested
that the introduction of laptop-based media can affect the increase in media literacy
knowledge and children's cognitive abilities. The activities use the original laptop media,
there are two laptops used. Media literacy activities using a laptop will be tried by each
child in turns. With this interesting activity, children are enthusiastic so that learning will
be meaningful for children, and the introduction of laptop media can develop well. Efforts
to introduce laptop-based media can improve cognitive abilities.

Basically, children aged 5-6 years, the ability to recognize shapes has entered the stage,
namely children already can recognize shapes. This can be seen by children being able to
mention geometric shapes such as circles, triangles, and squares. Children can show
geometric shapes that have been shown by the teacher. The child can group objects and
pair objects according to pairs of the same shape. Efforts are made to introduce laptop
parts, symbols, numbers, and letters on the keyboard to children, so that children
remember, mention, know, demonstrate, think critically, and solve problems. Based on
the data analysis conducted, the researcher can conclude that there is an effect of media
literacy and cognitive ability on the introduction of laptop-based media in Islamic
Kindergarten children Daud Kholifatulloh.

5 CONCLUSION

Based on the results of the research found, it can be concluded that there is a significant
difference between the introduction of laptop media in the experimental class and the
control class in Daud Kholifatulloh Islamic Kindergarten, Padang. Media literacy can be
affected by the increase through the introduction of laptop-based media. This is evidenced
by the ability to recognize media literacy using original technology tools as a form of
learning media so that the ability to search, study, and utilize media must be introduced
early. Knowledge of media literacy does not only use laptops but can also be done with
other technological media. Children's cognitive abilities can also be influenced by the
introduction of laptop-based media. This is proven through laptop media. Children can
know numbers, letters, symbols, and laptop parts and their functions. Today's
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technological developments require us to know about technological tools and be able to
take advantage of positive things according to their functions. Media literacy and
cognitive abilities on the introduction of laptop-based media in children can have a
significant influence. This is evidenced by the comparison of the average value of the
control class and the experimental class. Children are more enthusiastic and interested in
the experimental class by using media introduction using a real laptop.
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