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Abstract:

Advanced technology has invaded our daily lives in a big way, and it has become difficult for a person to be able to
dispense with it, because it makes a person daily work easier, so the designer must not ignore the role of advanced
technology and the extent of its impact on product design, especially products for preschool children, as advanced
technology has become widely available in the hands of young children, which prompted us to study the Deploying of
advanced technology to develop innovative products for preschool children that suit the skills of each child individually.
The research explained a brief summary of the concept of advanced technology, its types and applications in the field of
children's products. Also explained cognitive thinking of pre-school children and their mental and physical abilities,
discussed the research through surveys and interviews with specialists from teachers and professors of faculties of
education, a group of products for children after adding advanced technology and studying the impact of this technology on
children and finally trying to determine the expected advantages and risks It will occur in the future as a result of the
intervention of evolution Technology for the children's world. Research Problem: The problem of the research lies in the
lack of scientific research on the study of the deploying of advanced technology on children’s products and the study of
how to take advantages of this technology that has become easily circulated in their hands in developing personalized
innovative products that contribute to the development of cognitive thinking for these special age group . Research
Objectives: The research aims to study the employment of advanced technology on the products of preschool children and
how to take advantage of the technology available in their hands easily in conjunction with the cognitive thinking of this
age group and their cognitive abilities in developing personalized products that suit each child individually and contribute
to the development of various cognitive skills. Importance of Research: The importance of the research lies in studying
how to employ advanced technology to develop products for pre-school children, whose ages range from 3-5/6 years old,
also studying how to take advantage of this technology in developing innovative products that suit their skills, inclinations,
and individual differences between them, which helps in developing their cognitive skills. Providing them with a lot of
information and experiences and qualifying them to the school stage, which is the next stage for them, while they are
overburdened with the information they have acquired through advanced technology, and they exploit their energy and
benefit from it. Research Methodology: The research follows (Inductive approach - Deductive approach) followed by a
qualitative and a quantitative approach: Results: When designing the product for children, it must be considered that the
design is admired by the guardian at the beginning, because he is considered the first financier and the decision-maker, and
if he is not convinced of the value in the product, he will not buy it even if the child wants it. The product must be full of
cheerful colors and graphics to catch the attention of the child and the guardian. The product is better and stronger when it
contains one of the children’s favorite characters or the product is part of the nostalgia, i.e., parents played with in their
childhood and now they buy it for their children in a new way. The product must be well manufactured and finished and
made of high-quality materials that do not affect the environment and are not toxic to children. The environment factor
must be taken into consideration when designing toys, especially since children consume a lot of toys, so recyclable
materials must be used and not be a burden on the environment when they are disposed of. It is very important to consider
the ergonomic aspect of the product design, especially that the target group is children. The product must be easy to use,
and the safety aspect should be considered, not having small pieces that can be swallowed or toxic materials that can harm
the child if placed in his mouth.

Keywords:

Advanced technology, Personalized products, educational technology (Edu tech), Augmented Reality (AR)

References:

1. Saghir Ahmad; Dr. Abid Hussain Ch; Ayesha Batool; Khadija Sittar; Dr. Misbah Malik, " Play and Cognitive
Development: Formal Operational Perspective of Piaget’s Theory", Journal of Education and Practice, Vol.7, No.28,
2016.

2. Rabia M. Yilmaz; Sevda Kucuk ;Yuksel Goktas, " Are augmented reality picture books magic or real for preschool
children aged five to six?", British Journal of Educational Technology, Vol 48 No 3 2017.

3. Kimberly Sharkins; Allison B. Newton; James M. Ernest " Preschool Children’s Exposure to Media, Technology,

International Design Journal This work is licensed under a Creative Commons Attribution 4.0 International License


http://creativecommons.org/licenses/by/4.0/

Citation: salwa El Garib et el. (2022), Deploying Advanced Technology to Develop Innovative Products for

Preschoolers, International Design Journal, Vol. 12 No. 6, pp 83-90

9.

10.
11.

12.
13.

14.
15.

and Screen Time:Perspectives of Caregivers from Three Early Childcare Settings”, Early Childhood Education
Journal, August 2015.

Maria Vinogradova, Natalia Ivanova,” Pedagogical Conditions for Role-Playing Game Development in Senior
Preschool Age Children”, ElSevier, 14 May 2016

Meni Tsitouridou; José A. Diniz; Tassos A.Mikropoulos,"Technology and innovation in learning, teaching and
education”, First International Conference, TECH-EDU 2018, Thessaloniki, Greece, June 20-22, 2018, Revised
Selected Papers.

Baken Lefa, " The Piaget Theory of Cognitive Development: An Educational Implications"research gate, eductional
pychology, september2014.

Xiaoyue Wang; Han Sun; Lixin Li<" An Innovative Preschool Education Method Based on Computer Multimedia
Technology" International Journal of Emerging Technologies in Learning. 2019<Vol. 14 Issue 14«p57-68. 12p. 5
Color Photographs1¢ Black and White Photograph3« Charts1« Graph.

Jareen Meinzen-Derr; Susan Wiley; Sandra Grether," Technology-assisted language intervention for children who are
deaf or hard of hearing; a pilot study of augmentative and alternative communication for enhancing language
development, research gate, Disability and rehabilitation. Assistive technology, December 2016

Lydia Plowman," Learning Technology at home and preschool”, Wiley Handbook of Learning Technology, Chapter
6,2016.

Barry Kudrowitz," Emerging Technology and Toy Design", Designing for Emerging Technologies

Infocomme Media Development Authority," Robots For Early Childhood Education”, Youtube, IMDA Singapore,
Feb 16, 2017, 5:09, https://mww.youtube.com/watch?v=NLaDE4QOsjQI

Marli Hoffman," Preschoolers and technology: Marli Hoffman at TEDx Johannesburg Women 2013, Youtube, TEDx
Talks, Dec 17, 2013, 9:45,

https://www.youtube.com/watch?v=fThJS7chYLc

Anuar Reza, Mak Zhou," What Will Schools Look Like in the Future?", Youtue, Freethink, Dec 19, 2016, 6:29,
https://www.youtube.com/watch?v=JZIgYiXzu58

Paper History:

Paper received August 5, 2022, Accepted September 16, 2022, Published 15 of November 2022

International Design Journal This work is licensed under a Creative Commons Attribution 4.0 International License


http://creativecommons.org/licenses/by/4.0/

