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INTISARI 

 

Minimnya inovasi platform pembelajaran digital berbasis anak di Indonesia, 

khususnya dalam aspek antarmuka pengguna (user interface) dan strategi 

keterlibatan (engagement), menjadi faktor penghambat perkembangan literasi dan 

numerasi usia dini. Studi ini bertujuan merancang solusi berbasis web (Marica.id) 

yang mengintegrasikan pendekatan desain berpusat pengguna (user-centered 

design) dan analisis komparatif produk untuk menciptakan lingkungan belajar 

interaktif, aman, dan sesuai kebutuhan kognitif anak, dengan fokus pada penguatan 

numerasi melalui buku anak yang berbasis cerita. Kerangka kerja hybrid Agile-

Design Thinking diadopsi melalui empat tahap: (1) identifikasi kebutuhan 

pengguna via observasi pengguna dan target pasar, (2) analisis kompetitif platform 

edukasi global, (3) desain antarmuka berbasis prinsip cognitive load theory dengan 

prototyping iteratif (Figma), serta (4) implementasi teknis menggunakan Laravel 

dan Unity. Platform yang dikembangkan menawarkan sistem multi-role 

(admin/pengguna), koleksi buku anak interaktif yang mengintegrasikan cerita 

naratif dengan konsep matematika dasar, dan mekanisme reward berbasis 

pencapaian. Penelitian ini memperkenalkan kerangka inovatif yang memadukan 

analisis produk kompetitif dengan desain iteratif berorientasi pengguna, 

menghasilkan solusi berbasis cerita untuk pembelajaran matematika yang 

kontekstual bagi anak Indonesia. Temuan mengonfirmasi bahwa pendekatan hybrid 

Agile-Design Thinking efektif dalam menghasilkan solusi ed-tech yang skalabel, 

dengan desain visual naratif yang mendorong keterlibatan aktif dalam pembelajaran 

matematika. Implikasi praktis mencakup rekomendasi integrasi konten berbasis 

cerita dan evaluasi berbasis pengguna (user-driven evaluation) dalam 

pengembangan platform pendidikan di Indonesia. 

 

Kata kunci: Metode Agile, UI/UX, User-centered Design, Design Thinking, 

Edukasi Anak 
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ABSTRACT 

 

The lack of innovation in child-centric digital learning platforms in 

Indonesia, particularly in user interface (UI) design and engagement strategies, 

hinders the development of early literacy and numeracy skills. This study aims to 

design a web-based solution, Marica.id, integrating user-centered design (UCD) 

and comparative product analysis to create a safe, interactive, and cognitively 

appropriate learning environment, with a focus on strengthening numeracy through 

story-based children’s books. A hybrid Agile-Design Thinking framework was 

adopted through four stages: (1) user needs identification via user observation and 

market analysis, (2) competitive analysis of global educational platforms, (3) UI 

design based on cognitive load theory principles with iterative prototyping (Figma), 

and (4) technical implementation using Laravel (backend) and Unity 

(gamification). The developed platform features a multi-role system (admin/user), 

a collection of interactive storybooks integrating narrative storytelling with 

foundational mathematics concepts (e.g., addition, measurement), and an 

achievement-based reward mechanism. This study introduces an innovative 

framework combining competitive product analysis with iterative user-oriented 

design, delivering a contextually relevant story-based mathematics learning 

solution for Indonesian children. Findings confirm that the hybrid Agile-Design 

Thinking approach effectively produces scalable ed-tech solutions, with narrative 

visual designs fostering active engagement in mathematics learning. Practical 

implications include recommendations for integrating story-driven content and 

user-driven evaluation in developing educational platforms in Indonesia. 

. 

Keyword: Agile Methodology, UI/UX, User-centered Design, Design Thinking, 

Children's Education


