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ABSTRACT 
This study explores the implementation of Project Creativity Time and Challenge 
Boards at Bimba Bintang Junior and examines the opportunities and impacts on 
early childhood development. Using a qualitative descriptive approach, data were 
collected through observation, interviews, and documentation to understand how 
these learning strategies are applied in daily activities. The data analysis technique 
uses the Miles and Huberman model, which includes data reduction, data display, 
and conclusion. The findings indicate that Project Creativity Learning Time aligns 
with the principles of Project-Based Learning (PjBL), which encourages children 
to learn through meaningful, exploratory, and problem-solving-oriented project 
activities. Project Creativity Time enhances creativity, cognitive abilities, 
language development, motor skills, and social-emotional competencies through 
hands-on and collaborative projects, while the Challenge Board strengthens 
motivation, self-regulation, social-emotional, and learning attitudes through 
structured challenges and gamification elements. The novelty of this study lies in 
the integration of Project Creativity Time and the Challenge Board as a contextual 
pedagogical strategy tailored to the developmental characteristics of early 
childhood in informal educational institution. Pedagogically, these findings imply 
the strengthening of more flexible, participatory, and child-centered learning 
designs while also making a tangible contribution to the development of innovative 
and sustainable early childhood education practices. 
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INTRODUCTION 
Early childhood education is not just about mastering literacy and 

numeracy (reading, writing, arithmetic), but is an effort to develop various 
aspects of a child’s growth, including creativity, cognitive skills, motor skills, 
social emotional development, and moral values. In the modern era, such skills 
are becoming increasingly important as preparation for a child’s future life. 
Therefore, traditional learning models are becoming less adequate in responding 
to the holistic developmental needs of young children. In Indonesia, early 
education institutions or learning playgrounds that combine academic and 
character aspects with enjoyable methods hold an important place. This is 
considered important because early childhood is a sensitive period for instilling 
values and character (Arin & Akbar, 2023). Bimba Bintang Junior (BBJ) is one of 
the early childhood informal education institutions that implements the smart 
fun learning method, a system designed so that the process of learning to read, 
write, and count (calistung) and other basic skills runs effectively while still being 
enjoyable for children (Bimba Bintang Junior, 2025).  

BBJ not only focuses on the cognitive aspect but also develops six areas of 
child development: language, motor skills, socio-emotional, cognitive, moral, and 
arts. Among its learning programs, there are two distinctive elements: Project 
Creativity Time and Challenge Board. Through Project Creativity Time, children 
are invited to engage in creative activities and experiments, giving them space to 
explore their imagination, practice independence, and produce original work. 
Meanwhile, through the Challenge Board, achievements and learning processes 
are monitored visually and rewarded, motivating children to be active and 
participate enthusiastically. This type of learning resembles a project-based 
learning model, or Project Based Learning (PjBL). Previous studies show that the 
implementation of PjBL significantly improves creativity and art skills among 
learners (Abdellah et al., 2022). In addition, models like PjBL promote critical 
thinking, collaboration, and communication, as well as 21st-century 
competencies and independence that are beneficial for child development 
(Tumbel, 2024). Other research states that the Challenge Board is an effective play 
tool for developing gross motor skills in young children (Barua & Bharali, 2023; 
Tristya, 2024). These findings indicate that the approach has been widely studied 
and proven effective in enhancing the creativity and meaningful abilities of 
children.  

Despite extensive studies on PjBL, empirical evidence on structured 
creativity time combined with visual challenge-based reinforcement in early 
childhood contexts remains limited. Most PjBL studies focus more on project 
outcomes or cognitive achievements, while specific time arrangements for 
creativity and the use of visual challenge media as tools for motivation and 
learning regulation in early childhood have not been explored in depth. Unlike 
previous research, this study focuses on the learning process, children's 
interactions, and the role of educators in integrating Project Creativity Time and 
the Challenge Board continuously into daily activities. Thus, this study fills a gap 

https://jurnal.staidaf.ac.id/index.php/jabm


Mayashofa Rhoyachin, Syaifudin Zuhri 
Project Creativity Time and Challenge Board in Informal Education: Opportunities and Impact on Child Development 

Jurnal Al Burhan 
Vol. 6(1), 2026 

603 
 

by providing a contextual understanding of how the combination of these two 
approaches can support children's development. 

Against this introduction, this study aims to analyze the learning of Project 
Creativity Time and Challenge Board at BBJ by assessing the success, challenges, 
and impact on the overall development of children. Scientifically, this research 
contributes by enriching the theoretical understanding of creative learning in 
early childhood education in the context of Indonesia. In addition, this study also 
offers a methodological contribution through a qualitative case study approach 
that allows for an in-depth examination of learning processes and child 
interactions in the learning environment, which can be replicated or further 
developed in subsequent early childhood education research. 
 
METHOD 

This study uses a qualitative approach with a case study design (Ridlo, 
2023). The qualitative approach was chosen to explore the processes, experiences, 
and meanings that emerge from the natural interactions between children, 
educators, and the learning environment. Meanwhile, the case study design is 
used to examine these phenomena intensively in the real context of BBJ, thus 
providing a more contextual and in-depth depiction of learning dynamics and 
facilitation strategies, as well as changes in children's behavior and abilities. The 
stages of the qualitative case study conducted at BBJ are illustrated in Flowchart: 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Flowchart 1. The Stages of the Qualitative Case Study Research Conducted at BBJ 
Kediri 

 

This study followed six stages, as presented in Flowchart 1: problem 
formulation, literature review, qualitative case study design, data collection 
through observation, interviews, and documentation at BBJ, data analysis using 
the Miles and Huberman model with triangulation, and final conclusion and 
reporting of the developmental outcomes and educational implications of the 
learning strategies applied at BBJ. The participants consisted of 10 children 
enrolled at BBJ, 4 tutors, 1 coordinator, and 3 parents whose children actively 
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participated in the learning activities. These participants were selected 
purposively based on their direct involvement in the planning, implementation, 
and observation of children’s development during Project Creativity Time and 
Challenge Board activities. The study was conducted at Bimba Bintang Junior 
Kediri, located at Jl. KH. Wachid Hasyim, Gg. V, Mojoroto, Kediri, East Java.  

Data were collected through observation, interviews, and documentation 
(Abdussamad, 2021). Non-participatory observations were conducted to examine 
the implementation of Project Creativity Time and the Challenge Board at BBJ, as 
well as children’s behaviors and responses. These observations took place over 
three months, once a week for 30 minutes per session, providing a consistent view 
of learning dynamics and student engagement. In-depth interviews with parents, 
tutors, and the BBJ coordinator were carried out to explore planning, 
implementation, and perceived developmental impacts. Documentation, 
including activity photos, learning records, children’s work, and institutional 
documents, was used to support and validate the collected data. Data analysis 
followed the Miles and Huberman interactive model (Miles, 2014). Interview data 
from parents, tutors, and the BBJ coordinator were transcribed, and classroom 
observations of Project Creativity Time and the Challenge Board were organized 
systematically. Relevant findings were reduced and presented in narrative and 
tabular form, integrating observational, interview, and institutional data. The 
conclusions were then validated through triangulation across children’s 
behaviors, educators’ perspectives, and supporting documents from BBJ.  

 
RESULTS AND DISCUSSION 
RESULT 

The implementation of Project Creativity Time and the Challenge Board at 
BBJ was examined through classroom observations, interviews with tutors, 
coordinators, and parents, as well as analysis of institutional learning documents. 
The findings are presented by integrating these data sources to provide a 
coherent account of learning practices, children’s engagement, and supporting 
evaluation mechanisms. The implementation and learning outcomes observed 
from the Project Creativity Time and Challenge Board at BBJ are summarized in 
Table 1. 
 

Table 1. Implementation and Learning Outcomes of Project Creativity Time and 
Challenge Board 

 

Learning 
Component 

Implementation 
Features 

Observed Child 
Engagement 

Tutor Roles 
Supporting 

Evidence 

Project 
Creativity 
Time 

Routine activity 
(15 minutes 
before opening 
prayer); use of 
tutor-prepared 
modules and 
simple 

Child-initiated 
material 
selection; hands-
on project work; 
peer interaction 
(sharing, turn-
taking, 
dialogue) 

Facilitator: 
provides initial 
guidance, 
encouragement, 
and informal 
observation 

Classroom 
observations, 
tutor 
interviews, 
children’s 
project 
artifacts 
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Learning 
Component 

Implementation 
Features 

Observed Child 
Engagement 

Tutor Roles 
Supporting 

Evidence 

classroom 
materials 

Challenge 
Board 

Visual star-
based progress 
tracking, 
updated 
periodically 

Goal awareness; 
effort–reward 
association; 
participation 
with parental 
involvement 

Recording 
achievements; 
awarding stars 
based on 
criteria and 
observed 
behaviors 

Institutional 
reports; 
evaluation 
documents 

Learning 
Processes 

Flexible, project-
based activities 
without fixed 
outcomes 

Planning, 
creating, and 
completing 
individual or 
small-group 
projects; motor 
and verbal 
engagement 

Monitoring 
engagement; 
adapting 
activities when 
attention 
decreases 

Observation 
records; 
interview 
excerpts 

Integrated 
Use 

Parallel 
implementation 
within daily 
routine 

Balance between 
exploration and 
structured 
reinforcement 

Linking 
observational 
insights to 
evaluation 
records 

Triangulation 
of 
observations, 
interviews, 
and 
documentation 

 

Table 1 shows that Project Creativity Time provided a routine, child-
initiated learning space where children explored materials, completed hands-on 
projects, and interacted with peers, with tutors acting mainly as facilitators. In 
contrast, the Challenge Board functioned as a visual system to track progress, 
strengthen goal awareness, and reinforce effort through structured rewards. 
Implemented in parallel, both strategies balanced exploration and structure in 
daily learning, as supported by triangulated evidence from observations, 
interviews, and documentation. 

Observational data indicate that Project Creativity Time and the Challenge 
Board were implemented as distinct yet parallel components of the daily learning 
routine. Project Creativity Time was conducted regularly for approximately 15 
minutes prior to the opening prayer, using tutor-prepared modules or simple 
materials available in the classroom environment (Bimba Bintang Junior Pusat ex 
Rainbow Kids, 2025b). During this activity, children were observed 
independently selecting materials and determining the form of their activities 
according to personal interests, either individually or in small groups. Hands-on 
tasks such as crafting, assembling objects, and experimenting with materials were 
carried out without predetermined outcome targets (L. M. Al Jihan, personal 
communication, 2025). 

Children’s engagement during Project Creativity Time was characterized 
by active participation in planning, creating, and completing simple projects. Peer 
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interaction was frequently observed, including sharing materials, taking turns, 
and engaging in brief task-related verbal exchanges (I. Faashichah, personal 
communication, 2025). Documented activities such as constructing cardboard 
houses, designing musical instruments from recycled bottles, creating 
collaborative classroom murals, and planting and caring for plants demonstrated 
the integration of motor, cognitive, and verbal engagement within the learning 
process (A. Lailatul Inayah, personal communication, 2025). 

Observations further revealed that tutors adopted a facilitative role during 
Project Creativity Time. Tutors provided initial explanations, simple 
demonstrations, and verbal encouragement while allowing children autonomy in 
determining their approaches to task completion (Z. Nisa, personal 
communication, 2025). When children’s attention decreased, brief ice-breaking 
activities were introduced before returning to the learning module. If time 
remained after module completion, supplementary activities such as singing, 
coloring, playing with Lego or puzzles, casual conversation, storytelling, and 
reading short surahs or Ayat al-Kursi were observed (Bimba Bintang Junior Pusat 
ex Rainbow Kids, 2025a). 

Interview data corroborated these observations, indicating that Project 
Creativity Time was intentionally designed as part of BBJ’s institutional learning 
strategy and scheduled consistently within the daily routine (I. Faashichah, 
personal communication, 2025). Tutors emphasized that their primary focus was 
on observing children’s interests, responses, and learning behaviors rather than 
directing final outcomes. These informal observations were subsequently used as 
references for providing individualized learning support (A. Ningsih, personal 
communication, 2025). In parallel, document analysis showed that the Challenge 
Board functioned as a visual tracking tool for children’s learning achievements 
and participation. Children’s accomplishments were represented by stars placed 
on the board, as recorded in the Laporan Perkembangan Anak Didik Bimba 
Bintang Junior (Laporan Perkembangan Anak Didik Bimba Bintang Junior, 2025). 
Observations supported by documentation indicated that children actively 
participated in placing stars on the board, often accompanied by their parents, 
and that updates were conducted periodically in accordance with recorded 
achievements (A. Mardliyah, personal communication, 2025). 

Evaluation documents further revealed that star allocation followed 
predefined criteria outlined in the rules of the Challenge Board (Aturan Main 
Challenge Board, 2025), including full attendance within a given month, 
progression to a higher module level, and achievements outside the institution. 
Tutors were also authorized to award up to one additional star per month based 
on observed positive behaviors, such as helping peers, maintaining learning 
materials, and demonstrating cooperative attitudes. These records were 
maintained systematically as part of the institutional documentation system, 
indicating that the Challenge Board served both motivational and evaluative 
functions. 

Parental interview data provided additional perspectives on learning 
participation beyond the institutional setting. Parents reported increased 
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willingness among children to engage in learning-related activities at home, as 
well as greater independence in completing assigned tasks (A. Wijaya, personal 
communication, 2025). Several parents also noted that children more frequently 
shared their learning experiences verbally, suggesting continuity between 
institutional learning practices and children’s daily behavior outside BBJ (F. 
Purwaningtyas, personal communication, 2025). Taken together, the findings 
indicate that Project Creativity Time primarily supported exploratory, child-
initiated learning processes through flexible project-based activities, while the 
Challenge Board provided a structured mechanism for recognizing effort, 
achievement, and learning-related behaviors. The parallel implementation of 
these strategies reflects a balance between open-ended exploration and 
structured reinforcement within BBJ’s learning environment, forming an 
empirical basis for the discussion on holistic early childhood development. 
 
DISCUSSION 

The study finds that Project Creativity Time at BBJ applies a flexible, 
project-based approach that encourages children to explore materials, express 
ideas, and collaborate. Children were observed exploring various learning 
materials, expressing their ideas creatively, and collaborating with peers and 
tutors during activities. These processes were found to contribute significantly to 
children’s cognitive development, creativity, motor skills, language abilities, and 
social-emotional growth. Furthermore, the study reveals that the Challenge 
Board effectively tracks children’s progress through visual and gamified 
methods. Through this strategy, children demonstrated an increased ability to 
recognize learning goals, associate effort with rewards, and participate in social 
interactions within the classroom. The results show that the Challenge Board 
positively supports the development of motivation, self-regulation, social-
emotional skills, and constructive learning attitudes. 

The findings indicate that the combined use of Project Creativity Time 
and the Challenge Board provides a balanced learning model. This integration 
supports holistic early childhood development by strengthening both creative 
exploration and structured learning outcomes at BBJ. A summary of the learning 
strategies and the associated developmental domains observed at BBJ is 
presented in Table 2. 
 

Table 2. Summary of Learning Strategies and Observed Developmental Domains 
 

Learning 
Strategy 

Main 
Characteristics 

Observed Learning 
Processes 

Developmental 
Areas Addressed 

Project Creativity 
Time 

Project-based, 
child-initiated, 
flexible activities 

Exploration of 
materials, idea 
expression, 
collaboration, 
dialogue 

Cognitive, 
creativity, motor 
skills, language, 
and social-
emotional 

Challenge Board Visual, gamified 
progress tracking 

Goal recognition, 
effort–reward 

Motivation, self-
regulation, social-
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Learning 
Strategy 

Main 
Characteristics 

Observed Learning 
Processes 

Developmental 
Areas Addressed 

association, social 
interaction 

emotional, and 
learning attitudes 

Integrated Use Complementary 
and concurrent 
implementation 

Balance between 
exploration and 
structure 

Holistic early 
childhood 
development 

 

As presented in Table 2, learning practices at BBJ place emphasis on early 
literacy and numeracy while simultaneously addressing multiple developmental 
domains, including cognitive, creativity, motor skills, language, social-emotional 
motivation, self-regulation, social-emotional, and learning attitudes 
development. Activities are designed to align with children’s developmental 
stages and are structured to provide constructive learning opportunities. Project 
Creativity Time and the Challenge Board serve distinct instructional functions; 
however, their concurrent implementation contributes to a cohesive learning 
environment that supports sustained child engagement. At BBJ, learning 
methodologies are implemented through an integrated and child oriented 
approach that combines academic activities with creative and motivational 
elements. This approach is operationalized through the Smart Fun Learning 
model, particularly via Project Creativity Time and the Challenge Board, which 
are embedded in daily learning routines (Bimba Bintang Junior, 2025).  The 
structure of Project Creativity Time corresponds conceptually with the principles 
of Project-Based Learning (PjBL). Previous studies have documented that PjBL in 
early childhood settings facilitates creativity, problem-solving skills, and learner 
engagement through exploratory and contextualized activities (Aisyah et al., 
2025; Sadaruddin et al., 2025). Field findings at BBJ reflect similar patterns, where 
project-based activities provide opportunities for children to express ideas, 
explore materials, and integrate cognitive, motor, and socio-emotional elements 
within a single learning experience. 

Consistent with prior research indicating that PjBL can enhance creativity 
and learning outcomes even in small-classroom contexts (Hastuti et al., 2023; 
Kwon & Lee, 2025). Project Creativity Time at BBJ allows children to experiment 
with ideas, tools, and simple techniques in art and skill-based activities 
(Suryandika et al., 2025). The projects observed were adapted to children’s 
abilities and interests, reflecting contextualized applications of PjBL principles. 
Other studies have noted that the effectiveness of PjBL is influenced by contextual 
factors and instructional design, particularly in supporting aspects of creativity 
such as cognitive flexibility and willingness to experiment (Afriani et al., 2025; 
Julaeha, 2025). Within BBJ, Project Creativity Time provides an open framework 
for exploration, while the Challenge Board functions as a complementary 
mechanism for documenting participation and progress. Together, these 
strategies create a learning context that balances flexibility with basic structure. 

The role of teachers is closely associated with the implementation of these 
strategies. Previous literature emphasizes that PjBL requires pedagogical 
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preparedness, including the ability to plan projects, provide guidance, and adapt 
activities to children’s developmental needs (Ambarwati et al., 2024; Widiarini et 
al., 2024). Findings at BBJ indicate that teachers primarily assume facilitative 
roles, supporting learning processes rather than directing outcomes. Regarding 
the Challenge Board, the findings indicate that it operates as a visual and 
interactive medium that supports children’s engagement with learning activities. 
Studies suggest that challenge boards and similar visual media can assist children 
in understanding learning goals, receiving feedback, and maintaining focus 
(Keijser et al., 2025; Kuswanto et al., 2023). The use of gamification elements, such 
as incremental challenges and visual reinforcement, allows children to associate 
effort with achievement in a manner that does not emphasize excessive pressure. 

Presenting learning materials in board game formats increases children’s 
engagement and persistence in learning activities (Haq et al., 2025). Research on 
project-based and game-based learning shows that these approaches support 
higher creativity compared to conventional learning (Fatiya & Hayati, 2025). 
Recent studies also emphasize creativity and collaboration as key outcomes of 
PjBL (Yusri et al., 2024). At BBJ, these ideas are implemented through the 
Challenge Board, which turns learning content into simple game-based 
challenges that encourage active participation and creative exploration. 
Literature on educational games and gamification highlights the importance of 
aligning challenges with learning objectives and learner characteristics (Nautiyal 
et al., 2024; Sa’diyah et al., 2025). The board games and gamified activities 
increase participation, motivation, and collaborative problem-solving (Sitorus et 
al., 2025; Yonwilad et al., 2025). In line with this perspective, the Challenge Board 
at BBJ is not solely positioned as a motivational device but also as a medium that 
supports social interaction, including turn-taking, collaboration, and emotional 
regulation during learning activities. 

The integration of Project Creativity Time and the Challenge Board is 
associated with observations of children’s social-emotional engagement 
alongside cognitive participation. Previous studies have shown that PjBL can 
support communication and teamwork skills through collaborative activities 
(Setyowati et al., 2023). Field observations and parental reports at BBJ indicate 
that children increasingly participate in verbal expression and demonstrate 
willingness to engage in new activities. These findings are presented as 
contextual evidence rather than generalized claims. Children’s learning 
experiences are further characterized by the use of natural materials and 
environment-based projects within Project Creativity Time. This practice aligns 
with studies indicating that the learning environment can function as a 
meaningful resource that enhances engagement and contextual relevance 
(Andriani & Rakimahwati, 2023; Permatasari et al., 2025). Such approaches were 
observed in BBJ through collaborative projects and the utilization of recycled 
materials. 

Recent research suggests that the integration of gamification elements 
into PjBL can enhance learner engagement when designed in alignment with 
instructional objectives (Fuchs, 2023; Merliana et al., 2025). Experimental studies 
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further indicate that well-integrated gamification may support children’s 
emotional and cognitive development (Coelho et al., 2025). In the BBJ context, the 
Challenge Board is implemented as a supportive mechanism for project-based 
activities rather than as an isolated reward system. From a linguistic and 
cognitive perspective, PjBL has been associated with the development of 
expressive language through interaction, dialogue, and reflective activities 
(Lesyani et al., 2024; Qomariyah et al., 2024). Observations at BBJ indicate that 
during Project Creativity Time, children engage in conversations, storytelling, 
and simple presentations, which form part of their everyday learning 
interactions. Overall, the integration of Project Creativity Time and the Challenge 
Board represents a contextual learning practice that combines project-based 
learning with gamification elements in early childhood education. Unlike 
previous studies that have tended to examine these strategies separately, this 
study highlights their simultaneous application within routine learning activities. 
The findings provide contextual insights into the implementation of an engaging 
and creative learning model aligned with early childhood developmental 
characteristics. 

 
CONCLUSION 

Based on the research findings, it can be concluded that the 
implementation of Smart Fun Learning through Project Creativity Time and the 
Challenge Board at BBJ effectively supports children’s holistic development in a 
fun, positive, and pressure-free learning environment. Project Creativity Time 
enhances creativity, cognitive abilities, language development, motor skills, and 
social-emotional competencies through hands-on and collaborative projects, 
while the Challenge Board strengthens motivation, self-regulation, social-
emotional, and learning attitudes through structured challenges and gamification 
elements. The novelty of this study lies in the integrated application of project-
based learning and gamification specifically within an early childhood education 
context, combining creative projects and visual challenge systems into a unified 
learning model that has rarely been examined simultaneously. The findings 
imply that this integrated approach can serve as a practical and innovative 
reference for early childhood educators and institutions in designing 
developmentally appropriate learning strategies that promote creativity, 
motivation, and school readiness in a balanced and sustainable manner. 
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