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Abstract: The Effectiveness of Playdough on The Fine Motor Skills of Autism. The purpose of this research is to analyze the influence of playdough games on the fine motor skills of autistic students. The method used in this research is the experimental method with single subject research (SSR) research design. The results of this research indicate the influence of the use of playdough games on the fine motor skills of autistic children.
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INTRODUCTION
Every activity from playing to writing is inseparable from the use of gross motor skills and fine motor skills. From the results of observations at the preliminary study the researchers found that one of the autistic students at SMALB had difficulty in taking objects, writing and sewing which included aspects of fine motor skills. Students that is have movement hands that still look stiff and slow and childstill not yet can focus objects held so that the intended direction not irregular. According to Hasnita & Hidayati (2017) almost all autistic children have gestures that look stiff and rough, have difficulty holding a cutlery and bribing food to their mouths and other movements which include delays in fine motor development.
If the fine motor is not sharpened or enhanced it can result participants students' difficulties in when follow learning activities such as writing. Various kinds of games can help children to improve their fine motor skills. Plasticine is one of the media games that are often used to help children train fine motor skills. A soft and easily shaped plasticine texture makes the kids love it. However, the composition of plasticine that is not good if it is consumed by children makes children need supervision when playing. The game tool that has the same texture and function as plasticine but is made from safe material is playdough flour. According Difatiguna, et al (2015) Playdough can help develop all aspects of child development and includes tools educational games that are not harmful use by children. Make and forming playdough can helpful for improve ability fine motor. Activities forming the playdough can develop eye and hand coordination skills that can help stimulation of fine motor development. Playdough is made from food ingredients such as flour and food coloring so it is safe to be played by children.
Autism of autos in Greek means "own" children with autism seemed to have their own world, they prefer solitude and often does not respond even sometimes avoid social contact. According Huzaemah (2010) Autism is a brain development that does not fit and interference pervasive whose symptoms are impaired social skills such as social interaction and a sense of social, communication skills, impaired in the ability to play, impaired language development, behavior, feelings and emotions, sensory perception, and the limited and repetitive behaviors like.
There are several opinions about classification in autism , that is wrong the other is by Maulana in Kusuma (2012) based on the level of his wit Autism is divided into: based on the level of intelligence Autism is divided into: (1) Autism pure autism, with the level of normal intelligence, sometimes even above average, memory is very strong, but the difficulty in solving problems relates to logic, such as solving story problems in mathematics. (2) Autism Plus is autism with a level of intelligence below the average, which is usually accompanied by mental disorders.
Children with autism have special characteristics as well as its own unique characteristics and not the same as other children. Some children with autism are difficulty in performing activities involving motor skills include fine motor and gross motor skills. According Yuwono (2012) other barriers that normally experienced by autistic children is motor coordination and sensory perception is such difficulty in throwing, catching, jumping, and covered their ears when they hear certain sounds.
The development of motor skills consisted of gross motor and fine motor skills. Fine motor skills is a motor skills associated with the part of the small muscles as well as the coordination of eye and hand. Umama (2016) states fine motor skills is the ability to control the small muscles, such activities take small objects with way squeeze, holding stationery using his fingers, move small objects from one container to another with the fingers and so on.
Games are usually performed by children. The game is a fun activity. According to Yumarlin (2013) game is play activities that are included with a rule that can be done either individually or together to achieve a goal.
Game tools are all tools used to play for example, such as marbles, puzzles, paper folding and more. Educational game tools that the game serves as a media of learning that can be entertaining and interesting for children. Tools used games can have a shape and color that can make children interested and are interested to try it. According to Wati, and Shukri (2014) educational game tool is media that has an interesting shape and unique and contains elements which are also attractive colors that can be used as an introductory message and information on the child as a toy origami paper, modeling clay and color blocks.
One of the educational games that we often encounter is playdough. According Jatmika (2012) Playdough is a toy shaped dough made by a mixture of flour and a more modern form of clay. In addition playdough is a toy that the material is cheap and easy to make at home and is safe for children. Definition of playdough by Sari & Rakimahwati (2018) is a toy made by a mixture of flour dough that is helpful and useful for all aspects of development in early childhood. Meanwhile, according to Sumardi, et al (2017) who suggested that playdough is a dough that can be formed according to desire and the child's imagination so could make activities that is as pleasant experience for child as well help as a stimulus on several aspects of child development.
Playdough game is educational games that has many benefits. According Rahmawati (2014) play playdough serves to train the fine motor stimulation and concentration can help children in learning activities so that they would be happy to do the movements in play.
The purpose of this study to determine the effect of playdough game against the fine motor skills of children with autism. Effect of playdough game against the fine motor skills of children with autism in this study can be seen from the difference in the score and the mean level at baseline and intervention phases.
METHODS
This research method is using the experimental method. In this study researchers used a single subject research design, also called SSR. one subject carried out repeatedly on a specific time period. The form of research design used is A-B-A pattern with 3 phases and is a development of the A-B pattern design. In the design of A-B-A 'repetition baseline (A'). The target behavior is measured on an ongoing basis to the baseline phase (A1) with a certain time period and then measuring the intervention condition (B) measurement at baseline conditions of the second (A2) be given (Sunanto, et al 2005: 59). Measurements at baseline 2 (A ') is a control that allows to infer the existence of a relationship between independent and dependent variables. 
The subjects in this study were autistic students of grade XI SMALB who had difficulty with fine motor skills. The behavior that is often seen in the subject is passive behavior where the subject has difficulty in making social contact. The subject has not been able to interact with peers but has been able to respond to the call from his teacher quite well. Besides that the subject already able to receive and respond command simple from the teacher . In the academic field the subject is able to write the letters instructed by the teacher, can recognize colors. The ability to memorize is quite good, this can be seen from the ability to follow songs that he has often heard.
Data collection techniques used in this study is the method of observation and tests. Use of observation instruments aimed so that during the observation carried out by researchers more focused and structured so that the data obtained during observation can be processed with ease. Instruments of this test is the test instrument works. Grating used in this proficiency test instrument consists of student activity before using playdough and during the process of playing playdough.
Data analysis techniques used in this research is descriptive statistical analysis technique, which is about the data enhancement of fine motor skills. Sugiyono (2015: 207) concluded that descriptive statistics are statistics used to analyze the data with the depiction or description of the data set in accordance with existing data without having to conclude a general purpose or generalization. Sunanto, et al (2005) explains that some important points that need to be concerned on data analysis using visual analysis are: the number of data points (score) for each condition, the number of dependent variables are changed, the level of stability and change in the level of data on a condition or between the conditions, the direction of change in the condition as well as between the conditions.
RESULT
The description of the data presented in the results of this study is the elaboration of the data obtained from the study of the influence of playdough play on the fine motor skills of autistic children at SMALB. Baseline 1 phase of data obtained through tests of fine motor skills that are 9 tests include aspects of cutting ability, squeezing, holding and folding. The implementation of baseline 1 has the purpose of knowing the ability of fine motor starters of students. 
Intervention phase carried out after data scores at baseline phase 1 is stable. The provision of interventions for each session lasts approximately 60 minutes. Intervention provided a game of playdough aimed as a tool to help improve fine motor coordination of hand and eye in particular. 
Activities undertaken during the intervention include some aspects of fine motor skills is an activity cutting, forming and sticking. Giving the intervention is done by making the shape of citrus fruits and apple-shaped mosaic attached using playdough as exemplified researchers. The same activities performed at each session on the intervention phase.
Phase 2 is the phase repetition baseline from the baseline phase 1, which is the measurement without administration intervention. Implementation of baseline 2 has the goal of obtaining a relationship between independent variables and the dependent variable explicitly. This phase is carried out for 3 sessions. Each session at this phase lasts for 40-50 minutes per day
Scores were then calculated by summing the scores for each session divided by the maximum score and multiplied by 100%. The final results of each session is then rounded and the end of the baseline values ​​obtained 1. Score value overall fine motor skills at baseline phase 1, intervention and baseline 2 can be depicted visually in chart 1.


Graph 1 Data Overall Baseline-1, Intervention, and Baseline-2 Phase

Based on the graph 1 can be seen that of the three sessions conducted at baseline phase-1 the highest value obtained in session 2 and 3 at 53% and lowest scores were in session 1 is 47%. In the first session the students get a score of 47%. In the second session early fine motor ability score increased to 53% later in the session 3 score increases and are likely to remain at a score of 53%. Baseline phase was stopped because the data obtained scores have stabilized. While the intervention phase learners the highest score is 63% are obtained at the 10th session. The lowest score is 50% of students gained at sessions 5 and 6. During the session 5 to session 6 scores obtained has increased tends to be stable. Giving the intervention was discontinued in the 10th session since the data he scores have increased and stabilized. Baseline Phase 2 aims to determine the ability of the end of the learners after getting intervention using playdough game which has been conducted for 6 sessions in the intervention phase. Baseline Phase 2 done 3 sessions to gain the highest score by 69%. In the first session the students get scores by 67% and session 2 scores of students increased to 69% later in the session 3 value fixed at 69% score. Giving baseline 2 discontinued due to have obtained the data is stable. In the first session the students get scores by 67% and session two scores of students increased to 69% later in the session 3 value fixed at 69% score. Giving baseline 2 discontinued due to have obtained the data is stable. In the first session the students get scores by 67% and session two scores of students increased to 69% later in the session 3 value fixed at 69% score. Giving baseline 2 discontinued due to have obtained the data is stable.
In this research using descriptive statistical analysis that accompanied the graph. The data analyzed is data obtained from the results of tests of fine motor skills of children with autism. There are two categories that will be analyzed by an analysis of data on the conditions and analysis of data between conditions. The components will be analyzed under conditions including length conditions, the estimated inclination direction, inclination stability, trace data, the level of stability and range, as well as any changes level.
The results of data analysis in the overall conditions are summarized in table 1.

Table 1 Results of Data Analysis In Conditions
	Conditions
	A1
	B
	A2

	1. Long of Conditions
	4
	6
	4

	2. Inclination Directions Estimates
	
(+)
	
(+)
	
(+)

	3. The Tendency of Stability
	100%
(stable)
	83%
(stable)
	100%
(stable)

	4. Data Traces
	

(+)
	

(+)
	

(+)

	5. Level of Stability and Range
	(Stable)
47% - 53%
	(Stable)
50% - 63%
	(Stable)
67% - 69%

	6. Level Changes
	53% - 47%
(+6%)
	63% - 50%
(+13%)
	69% - 67%
(+2%)



Long of condition that determines the amount of data residing on the condition or the number of sessions provided in each phase. The length of the current research conditions defined baseline condition of the level of stability data. The length of the baseline condition in phase 1 (A1) is 3, the intervention phase 6 and the baseline-2 phase  (A2) is 3.
Estimates tendency aims to determine the direction of data changes from session to session within a state. Inclination Directions Estimates direction of the fine motor skills in the baseline phase-1 shows the direction of the trend increases. In the intervention phase and baseline-2 shows the same trend direction is increased.
The tendency is to show the level of homogeneity stability data on a condition. The study used the criteria of the stability of 15%. Generally data may be mentioned stable when 80% -90% of the data is still at 15% above and below the mean (Juang, 2005). The tendency of the stability of baseline data on the phase-1 shows the percentage of 100%. In the intervention phase showed a percentage of 83.33% and baseline phase-2 of 100%. Then the data in the study conducted in learners with autism with the target behavior of fine motor skills can be inferred stable.
Footprint data is the turn of the data from one data to other data on a condition. Baseline Phase-1 trace data is likely to increase. Intervention phase trace data indicates the direction of data increases. At baseline phase-2 trace data shows the same direction that the data is likely to increase.
The range is the distance data between the data from one to the latest data in a condition. Level stability on-1 stable baseline phase where data range 47% -53%. Intervention phase stability data showed a stable level with the data range of 50% -63%. Phase-2 shows the baseline level of stable stability with the data range 67% -69%.
Level changes can be obtained by calculating the difference between the first data with the data last one in each state. Baseline Phase-1 level changes from session 1 to 3 of + 6%, which means that in this phase the target behavior that fine motor skills have increased. Intervention phase showed levels of change of + 13%, which means an increase. Baseline Phase-2 increased with the level of change as much as + 2%.
The second category to be analyzed is data between the conditions. Overall inter-state component analysis can be summarized in Table 2.
Table 2 Summary of Data Analysis Inter Conditions
	Compared Conditions
	B/A1
	A2/B

	1. Variable Total
	1
	1

	2. The trend changes direction and effect
	

	


	
	(+)            (+)
	(+)              (+)

	3. Stability Changes
	Stable to Stable
	Stable to Stable

	4. Level Changes
	50% - 53%
(- 3%)
	67% - 63%
(+ 4%)

	5. Overlap Percentage
	3 : 6 x 100% =  50%
	0 : 3 x 100% = 0%




The number of variables that are changed indicates the number of variables that change from one condition to another condition. In this study, the variables are changed on the baseline to the intervention condition is one that is of fine motor skills. Many variables will change in baseline to the intervention phase-2 is one.
Changing trend direction and the effect can be determined by taking the data on the analysis of the condition. Meaning to change the graph on the trend towards inter-state baseline and intervention shows the change in the target behavior in accordance with the objectives of the intervention. In the baseline condition-1 to the intervention showed a trend toward increased. While the baseline to the intervention condition showed changing trend in the same direction is increased. Changing trends upward trend indicates that the target behavior on the subject of fine motor skills have increased.
Determining the changing trends of stability can be done by entering a baseline phase stability tendency-1, intervention and baseline-2 on the analysis of the data in those conditions. Comparison of the phase-one interventions with baseline and baseline-2 with intervention equally indicate changing trends of stability from stable to stable.
Determining the level changes can be done in a way; specify the data points in the first state in the last session and the first session on the second condition then calculate the difference between the two. changes in the intervention to the baseline level-1 decreased (-3%), whereas in the baseline phase-2 to intervention increased by (+ 4%). The decrease and increase in the level change indicates a decrease and an increase in the fine motor skills in the subject.
Overlap percentage is the percentage of data that overlap (overlap) or the occurrence of the same data between the two conditions. The data show that the absence of overlap between the two conditions change. The smaller the percentage of overlap, the better the effect of interventions on the target bahavior in this research that fine motor skills. that the data are overlapping (overlap) at baseline conditions-1 with the intervention condition as much as 3 of 6 data points of intervention condition. After the calculation, the percentage of overlap by 50% which means that the effect is quite good intervention on the subject. While in the intervention condition with baseline conditions-2 after the calculation, the overlap percentage equal to 0%, which means after the intervention a good effect on fine motor skills on the subject.
DISCUSSION
Fine Motor Ability Games Before Awarded Playdough
Fine motor skills is the main thing that must be shared by everyone, including children with autism. Almost all the activities carried out every day require fine motor skills such as writing and playing activities. Having a drag on the fine motor skills can lead learners will be dependent on others. Most children with autism have obstacles in their fine motor skills.
The ability of learners with autism in fine motor before it exerts game playdough contained in the baseline phase-1 (A1). Baseline Phase-1 to see the beginning of fine motor abilities of learners researchers used ability tests. Media used in the initial capability test or the baseline phase, namely scissors, patterned paper, paper folding (origami), rice, bottle caps, and a pencil. There are nine indicators of tests prior knowledge of fine motor done on the subject of cutting the paper in a straight line, cut the paper with a square pattern, cut the paper with a circular pattern, cut the paper with a triangular pattern, take the rice grains with queezing, take a bottle cap with squeezing, taking pencil with squeezing, pencil grip with the entire surface of the fingers and the last fold the paper into 2 equal parts. Indicator tests conducted in accordance with the Umama (2016) opinion that concerning the fine motor states fine motor skills is the child's ability to control the small muscles, such as the activities taking small objects by means squeezing, holding stationery using his fingers, move small objects from one container to another with fingers etc. Fine motor ability tests beginning this was done about 40-50 minutes per day or per session.
Baseline Phase-1 performed a total of 3 sessions 1 session done in 1 day. In the first session the students could not use scissors. Learners have difficulty in fine motor skills related to cutting aspects so that all initial capability test fine motor aspects of the subject cutting AL got a score of 1. The results of these tests are relevant to the statement Wardah & Khairiyah (2018) "On child with needs specifically, development of fine motoric experience delay Compared with normal child. "the statement explained that the delay in the development of fine motor skills in children with special needs. While people eat rice squeezing test results and the subject of paper folding AL got a score of 2. On squeezung bottle cap, holding a pencil and a pencil got a score of 3.
Scores of fine motor skills of students with autism in this phase is increased, namely 47, 53 and 53. The results of the analysis in conditions showed a mean level of 51 and a level of change increased 6%. Increased scores in this phase due to learners getting used to the tests performed.

Fine Motor Ability Games Awarded After Playdough
Intervention phase (B) show fine motor skills after the game gave playdough. During the intervention phase learners are given treatment using playdough games as practice fine motor skills. Playdough in this study serves as a means of educational games. Researchers use playdough with a wide range of colors including red, yellow, orange, green and brown to draw attention to the subject. This is consistent with the statement Wati, and Shukri (2014) that the instrument of educational games is the media that has an interesting shape and a unique and an element of color is also interesting that can be used as a means of giving messages and information on the child as a tool permaianan origami paper, plasticine and color blocks. 
On the implementation of the intervention phase researchers act as a teacher to first compose the theme of learning and the target behavior to be changed. Fine motor skills assessment tests carried out during the learning takes place. During the intervention phase the child looks excited and happy to squeeze and shape playdough although the resulting shapes tend to be less and got a low score. The child's behavior is due to play playdough children feel happy and free. This is consistent with the statement Sutapa, et al (2018) that the play is a process that makes people feel free to explore on various matters in the absence of binding rules. 
Intervention phase is done as much as 6 sessions with one session per day. At the session of 4 and 5 with the acquisition of a score of 50 and 50 after the use of fine motor skills playdough game AL subjects experienced a decrease when compared to the situation before the game gave playdough (baseline-1). This is shown in the results of an analysis of the conditions on-1 baseline level changes and interventions that obtained a decrease of -3%. However, an increase back in session 6, 7, 8 and 9, namely with a score of 53, 56, 69 and 63. When viewed as a whole the fine motor skills AL subjects increased. This statement is shown from the analysis on the conditions on which the intervention phase showed a mean level of 55 and a level of change increased by + 13%. The estimation of direction trends in the intervention phase shows that the trend on the chart rises sharply compared to the baseline phase.

Effect of Playdough Game Against Fine Motor Ability
This study aimed to get an idea of ​​the effectiveness of playdough game against the fine motor skills in children with autism. From the overall data analysis obtained able to prove that the use of playdough game effective against the fine motor skills of children with autism.
Playdough game against the effect of the use of fine motor skills can be seen in the results of an analysis of the condition. The increased fine motor skills subjects look at the subject of scores obtained during the baseline AL-1, intervention and baseline-2 continues to increase. This result can be proved from the tendency of direction, change of level, and the mean level of the study. The tendency towards research shows that in the baseline phase-1 increased but not sharply, while the intervention phase and a tendency towards increased sharply in the baseline phase-2 back to increase, but the increase is not too sharp. However, the tendency toward sharp rise could be caused by the length of the condition. In the baseline-1 and baseline-2 phases the conditions are less compared to the intervention phase so that the trend increases look sharper. 
Changes in the level of the baseline phase-one intervention to decrease the level of -3% and the baseline to the intervention phase-2 increased + 4%. This decrease occurred because the subject is not accustomed to using games or playdough. The level changes occur in the intervention phase to the baseline-2 is equal to + 4%. It shows changes in the results of the fine motor skills on the subject before and after the game gave playdough. In phase-1 mean baseline levels at 51 and the intervention phase showed increased subject to the fine motor skills with the acquisition mean baseline level of 55. Phase-2 showed an increase again with the acquisition of the mean level of 68.
During the baseline phase-1 shows the results of the research that the subject of fine motor skills are still lacking. In the first session subjects could not use scissors, he only put one finger on the handle of the scissors so that scissors can not be moved but the sessions 2 and 3 child begins to use it, although still not quite right. Squeeze ability at baseline phase-1 is good enough but children tend squeezing without seeing things that he took as when researchers gave instructions to take one grain of rice with squeezing but subject pinching many grains of rice. Conditions were difficult subject in hand-eye coordination in accordance with the statement Yuwono (2012) about the characteristics of autism that autistic children have barriers that motor coordination and sensory perception is such difficulty in throwing, catching, jumping, and close their ears when they hear certain sounds.
In the intervention phase study shows the subject AL fine motor skills increases. The ability to shape playdough subject quite well during this phase. Subject has been able to make a round shape, oval and flattened by using playdough. The ability to create a flat shape is getting better from the first session to the last session on the intervention phase. Ability in terms of sticking playdough also increased for the better. In the first session on the subject of playdough successfully pressed paper with a pattern of apples, but still uneven. At the fourth session of sticking ability is getting better seen from the mosaic evenly.
Based on observation conducted research for her intervention, the subject looks more enthusiastic when the researcher gave learning with use game playdough. This is visible when researchers invite to play with the game playdough the subject is very excited. The subject enthusiastically followed the instructions given by the researcher. When the subject is given an order to squeeze playdough, the subject does it with enthusiasm. The subject was also enthusiastic and happy in sticking to playdough making an apple-shaped mosaic after being given an example by the researcher. This is in accordance with the benefits of playdough proposed by Rahmawati (2014) which suggests playing playdough functions to train fine motor stimulation and could help concentrate children in learning activities so that they will happy do movements in playing. 
Subjects AL showed an interest in the game because of playdough can be made into various shapes with interesting texture and color are manifold. In addition the game playdough made using materials that are safe for children. This is in accordance with Sumardi, et al (2017) statement who argued playdough is a dough that can be formed in accordance with the wishes and imagination of children so as to make the activity as an enjoyable experience for children as well as help as a stimulus on some aspects of child development. From these opinions in mind that using instructional media and the proper method is closely related to the increase in the fine motor skills of the subject.
Fine motor skills when the baseline phase-2 increased when compared to the baseline phase-1 and intervention. Cutting ability subject in this phase is increasing although some still require physical assistance and verbal. Subject still difficult to cut the paper with a circle pattern. This happens because the subject not long ago could use scissors while such capabilities require flexibility hands. Another capability that has increased is the squeeze ability, hold and retrieve. These capabilities can already mastered the subject without the help physically or verbally.
Based on the translation that has been presented, it was found that the game playdough used for training fine motor skills is said to be quite effective and efficient use and applied to children with autism. The statement was confirmed from the results of the analysis of data between the conditions and in conditions that have been outlined, that the subject of the fine motor skills-first baseline to baseline-2 increased by a margin of +16 and the percentage of data overlap (overlap) is 50% and 0%. This shows that the percentage of overlap of the acquisition value, the better the smaller the effect of the intervention to the target behaviour.

CONCLUSION AND SUGGESTION

Conclusion
The results of the overall study shows that the use of playdough game has an influence on the fine motor skills of children with autism in SMALB YP-2 Kedungkandang Malang. The effect can be demonstrated from the mean level changes in every phase. Based on the research results can be concluded that playdough game is effective in improving the fine motor skills of children with autism in SMALB.

Suggestion
Based on the results of research and discussion stating playdough game effectively used to increase fine motor skills of children with autism, then the school is advised  to conduct and facilitate the needs of students by using playdough games as a medium to improve fine motor skills and creativity. The next researcher can do a related research about the influence of playdough play media on the concentration of learning of students, which allows playdough media to also have an influence on increasing the concentration of learning in students.
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