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ABSTRACT

The rate of delays in early childhood development in Indonesia si quite worrying. It is also feared that
the flow of globalization has the potential to diminish children’s love for their homeland, local wisdom
values, and the practice of Pancasila values. Therefore, it is necessary to stimulate Pancasila values
based on local wisdom in early childhood, but appropriate stimulation media are still very limited. This
research aims to develop an educational game in the form of giant snakes and ladders containing
local wisdom to stimulate the development of Pancasila values in early childhood. This research is
research and development with the ADDIE model. Data collection was carried out using
questionnaires, interviews, observation, and documentation. Data analysis was carried out
quantitatively and qualitatively. Implementation involved 31 children aged 4-6 years at Kasih Ibu
Kindergarten, West Lombok, West Nusa Tenggara. The research results show that the giant snake
and ladder that was developed is very feasible and effective in stimulating the development of
Pancasila values in early childhood. Children increasingly understand concepts and are able to apply
Pancasila values in everyday life after being stimulated by giant snakes and ladders..

1. INTRODUCTION

Individual development is a process that can actually be predicted, where an individual's success
or failure in mastering tasks at one stage of development will influence his readiness and ability to master
developmental tasks at the next stage (Monks et al, 2004; Potter & Perry, 2005). The relationship
between these stages of development underlies the importance of 0-6 years as the golden age period
because children's growth and development during this period is much more rapid than at later ages.
However, even though the government has provided guidance regarding achieving child development, in
reality there are still many cases of obstacles to child development that occur in the field. Data from the
World Health Organization in 2018 illustrates that the prevalence of developmental deviations in children
aged less than five years in Indonesia is 7.51%, where 5-10% of children are projected to face
developmental delays (Inggriani et al., 2019). It is estimated that 1-3% of children under five years of age
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experience developmental delays in general, and 1 in 20 students experience impaired motor
coordination, even though the numerical data regarding general developmental delay is not yet known
certainly (Anggarani et al.,, 2022). Data from the Ministry of Health of the Republic of Indonesia notes that
16% of toddlers in Indonesia experience developmental disorders in the form of hearing loss, gross and
fine motor skills, reduced intelligence, and speech delays. Basic Health Research data also states that the
stunting rate in West Nusa Tenggara reached 45.3% and is one of the worst in Indonesia (Hening Prastiwi,
2019). This reinforces the idea that real intervention is needed from various parties to optimize the
growth and development of early childhood in Indonesia. Apart from that, it is also feared that the
onslaught of globalization has the potential to erode children's love for their homeland if they are not
equipped with adequate knowledge and a sense of nationalism.

Regarding nationalism in early childhood, the government through Minister of Education, Culture,
Research and Technology Regulation Number 5 of 2022 has added the value of Pancasila as an aspect of
early childhood development. Instilling Pancasila and moral values in early childhood is very important to
prepare children's future (Hasanah et al.,, 2022; Nafisah et al., 2022). However, in reality, data in the field
from preliminary data collection illustrates that early childhood education teachers still experience
difficulties in providing maximum stimulation of Pancasila values to early childhood. These difficulties can
be caused by many causes, one of them is the lack of learning medias. Previous research also describes
that the problem faced by kindergarten level education units in implementing aspects of Pancasila values
in learning is the lack of availability of learning guides that teachers have and can be used practically to
design stimulation according to the learning achievements of the Merdeka curriculum (Lestariningrum et
al., 2023). Basically, developmental stimulation needs to be provided in accordance with the achievements
and developmental needs of early childhood. Providing stimulation that is not in accordance with the
child's developmental needs, whether excessive or insufficient stimulation, will cause the child to
experience developmental problems (Monks et al.,, 2004). One of the things related to stimulating early
childhood development that parents and teachers need to pay attention to is the media used to provide
stimulation. Developmental stimulation in early childhood requires media that suits the characteristics of
those who tend not to understand imaginary concepts, which are not captured by their five senses.
Appropriate media will support a learning process that is more real and easy for children to understand so
that stimulation goals will be more easily achieved (Guslinda & Kurnia, 2018). Educational game tools are
an example of stimulation media that are suitable for young children because they apply the principles of
play which is a typical activity during early childhood. Playing is an activity that is fun, healthy and
enhances children's growth, development and intelligence (Hani & Hibana, 2022). Educational game tools
are play tools that are provided and prepared for students to optimize their growth and development
according to the standard level of child development achievement (Nurfadilah et al., 2021).

Stimulating development with educational game tools that contain educational value, are
designed to motivate activity and creativity, are constructive, and are safe for young children will help
children develop all their potential. Educational game tools that contain local wisdom values will provide
added value because apart from being able to introduce and preserve local culture, they can also apply the
noble values of local cultural heritage in the care and education of children and can create a sense of love
for the homeland in children (Suryana & Hijriani, 2022). One type of educational game tool that can be
used to stimulate the growth and development of early childhood is the giant snakes and ladders game
with local wisdom content. Previous research states that snakes and ladders media can improve children's
speaking skills (Jendriadi et al., 2023), develop children's cognitive abilities (Angkur et al., 2023), develop
moral and social emotional aspects (Hani & Hibana, 2022), and increase children's self-confidence
(Fransisca et al., 2020; M. A. Putri et al., 2022). The snakes and ladders educational game tool refers to a
medium that resembles the snakes and ladders game, where several boxes contain questions and each
player must go through and answer these questions. The snakes and ladders game aims to make students
enjoy learning. Through this snakes and ladders game, it is hoped that children will be motivated and
understand the material more easily (Kurniasih & Watini, 2022). It's just that there has been no published
research on the development of giant snakes and ladders based on local wisdom to stimulate aspects of
the development of Pancasila values in early childhood. A giant snakes and ladders game where children
can move directly as players instead of plastic pieces/pawns will be able to stimulate children's physical
motor skills. Games equipped with questions about cultural values and local wisdom will stimulate early
childhood cognitive abilities, language and Pancasila values. Games played in groups with certain game
rules will stimulate the religious, moral and social-emotional aspects of young children's attention, making
it easier for the stimulation process to be carried out. Referring to the gap phenomenon and research gap
above, the research problem can be formulated as the lack of development of learning media in the form
of giant snakes and ladders with local wisdom which can be used to stimulate aspects of the development
of Pancasila values in early childhood. The background to this problem is the basis for conducting
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research related to the development of the giant snake and ladder educational game tool containing local
wisdom to stimulate the development of Pancasila values in early childhood.

2. METHOD

This study used the ADDIE model of research and development (R&D) method. Borg and Gall
define research and development as the process of creating and evaluating educational materials. A
research method that is purposefully, methodically, aimed/directed to find, formulate, improve, develop,
produce, test the efficacy of goods, models, strategies/means/methods, services, and specific procedures
that are better, novel, productive, efficient, and meaningful is also known as research and development
(Kiromi & Fauziah, 2016). Product design and testing are done through field testing procedures, which are
a function of research and development (Hermawan, 2021). The research and development procedure in
this study consisted of five stages of ADDIE model (Figure 1), namely: 1) Analyze, 2) Design, 3)
Development, 4) Implementation, and 5) Evaluation (Sugiyono, 2019).

Analyze Design Development Implementation Evaluation

Figure 1. Research Procedure

The population in this study is the entire student in Kasih Ibu early childhood education, West
Lombok, West Nusa Tenggara, Indonesia, which amounts to 31 children. The sample in this research is the
whole population or a saturated sample. The results of potential and problem analysis that were carried
out at the beggining illustrated that in Kasih Ibu early childhood education the available learning media is
still very limited so children have to take turns using the existing media. Apart from that, there is no
learning media in the form of educational games that are specifically designed to stimulate the
development of Pancasila values in early childhood. There are two types of data used in this study:
primary and secondary. The key data used in this study came directly from early childhood education
teachers as well as media and material specialists who rated and commented on the enormous snake and
ladder that was being created. On the other hand, secondary data originates from relevant literature,
statistical data, documents, and other sources related to the research issue. This study includes both
quantitative and qualitative data, depending on the nature of the data. The outcomes of expert
assessments and student responses are scored to produce quantitative statistics. In the meantime,
perceptions and messages from early childhood, expert comments and ideas, and interviews with early
childhood education professionals provided qualitative data. A combination of observation,
documentation, interviews, and questionnaires were used in the data collection process. The
questionnaire method was used to obtain validation from media and material experts and to determine
the feasibility level of the product according to early childhood (Sugiyono, 2019).

Interviews are used to obtain information related to facts, beliefs, feelings, desires, and so on
that are needed to fulfill research objectives (Newman, 2013). Interviews were used to get an overview of
needs, qualitative input from media and material experts, as well as responses from children and teachers.
Observation is an observation made intentionally and systematically about social phenomena with psychic
symptoms for further recording (Moleong, 2017). Observations were carried out during the stimulation
and implementation process to determine conditions during stimulation and implementation.
Documentation is done by collecting data through written records such as archives or progress reports on
early childhood owned by teachers, literature books, journal articles or other scientific papers, and other
relevant references, as well as documentation of the giant snake and ladder development process. Data
analysis was carried out qualitatively and quantitatively. Qualitative data analysis in this study used
descriptive qualitative techniques which included: data classification, data reduction, and data
interpretation. Quantitative analysis of expert validation data was carried out using the Gregory formula
with two experts (two media experts and two material experts). Table 1 displays Gregory's formula with
two experts.

Ni Luh Drajati Ekaningtyas / Educational Game Innovation: Giant Snakes and Ladders with Local Wisdom to Stimulate Pancasila
Values in Early Childhood



Journal of Psychology and Instruction, Volume 8, Issue 1, 2024 pp. 1-11 4

Table 1. Two-Expert Gregory Expert Validation Tabulation Formula

Expert 1
Expert 2 C(-+) D (++)
B (+-) A(-)

The formula description in the table above is D : Both experts agree. C : Expert 1 disagrees, expert
2 agrees. B : Expert 1 agrees, expert 2 disagrees. A : The two experts disagree (Dantes, 2021). The content
validity formula is displayed in Table 2.

Table 2. The Gregory Content Validity Formula

D
A+B+C+D

Content Validity =

Quantitative analysis of the eligibility level was carried out using the criteria reference
assessment with the raw scores being processed and converted to percentiles with the categories as show
in Table 3.

Table 3. Eligibility Category Based on Criteria Reference Assessment

No Score Intervals (%) Eligibility Category
1 90 - 100 Very Eligible

2 80 -89 Eligible

3 65-79 Decent

4 40-64 Less Eligible

5 0-39 Very Inadequate

3. RESULT AND DISCUSSION

Result

The results of the potential and problem analysis carried out as the first stage of the ADDIE model
provide an illustration that the achievements of early childhood development in several early childhood
education institutions in Mataram City are quite uniform even though there are several cases of special
delays related to children's health, parenting patterns and social conditions. family economy. However,
more diverse cases can be found in early childhood education institutions located outside the city of
Mataram, for example in West Lombok Regency. The results of data analysis illustrate that early childhood
education in West Lombok is still very limited in terms of supporting learning infrastructure, including
learning media. The socio-economic class and parenting patterns of parents are also quite different when
compared to children who go to school in Mataram City. Sadly, this turns out to have an impact on the
developmental achievements of early childhood. One example is the case of Kasih Ibu early childhood
education, Lamper Hamlet, Jagaraga Village, Kuripan District, West Lombok Regency.

Some children in Kasih Ibu early childhood education still experience developmental obstacles,
especially in aspects of Pancasila values including awareness of maintaining cleanliness and health of
themselves and the environment, good manners, helping each other, responsibility and self-discipline,
literacy and the introduction of tolerance, including understanding of local culture. The influence of
parental parenting at home is the trigger for children not being used to developing these aspects. Parents
hope that all growth and development stimulation will be provided at school. However, teachers
experience difficulties in providing maximum stimulation due to the limited educational game tools they
have. The limitations of existing educational game tools make the learning process less than optimal
because children find it difficult to focus and get bored quickly, making it difficult to capture the essence of
learning. The results of the potential and problem analysis as well as the document study carried out
provide researchers with an idea of the need for educational game tools in the form of giant snakes and
ladders containing local wisdom to stimulate the development of Pancasila values in early childhood. The
researcher then entered the design stage of the ADDIE model. At this stage the researchers prepared a
design for a giant snake and ladder which will be developed by applying three criteria for making
educational game tools, namely educational, technical and aesthetic. In general, researchers designed this
giant snake and ladder containing local wisdom so that it can be used to stimulate the development of
Pancasila values in early childhood as well as introduce local culture. The researchers designed this giant
snake and ladder design to be child friendly, full of interesting images and can be found in children's
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everyday lives. Contains statements and questions that will stimulate children's cognitive and language
abilities, also contains religious and moral values, and local culture. The researchers designed this giant
snake and ladder measuring 2x2m using thick, waterproof Korean vinyl banner material so that it can be
played classically by children so as to stimulate their social and emotional development. This giant size
also allows children to jump directly into pieces and step on giant snakes and ladders or use jumbo pieces
that are moved by the child as the game progresses. The dice used in this game are also jumbo sized with
bright and attractive colors. Apart from being interesting for children, this type of game can also stimulate
their physical and motor development. The researchers designed all the content in this design by referring
to the needs in the field and the standards for the level of achievement of children's development that
have been determined. The initial design of the giant snake and ladder before being developed with the

illustrator was as shown in Figure 2.
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Figure 2. Initial Design of the Giant Snake and Ladder

In this design stage, researcher also developed the rules of the game for this giant snake and
ladder. The rules of the game in the giant snakes and ladders game are basically similar to the rules of the
game in the usual snakes and ladders, namely:

a. The game equipment consists of a giant snake and ladder board, pawns (which in this game can be
replaced by the children themself), and giant dice with soft materials and bright colors.

b. The Children is guided by the teacher/parent to determine the order of players

c. The first player rolls the dice, and moves according to the number or dice that appears.

d. Players carry out commands or answer questions in the box where their steps stop.

e. If the player is on the box which is the bottom of the ladder and can answer the question on the box
well, then he can climb the ladder. If they fail to answer, the player remains in place.

f. If the player is on a box containing a snake's head, if he is able to answer the question on the box, then
the player stays where he is. But if he fails, he must go down to the snake's tail.

g. Players who get a number or six on the dice can roll the dice again after completing the mission in their
first goal box. The next stage in the ADDIE model is the development stage. At the development stage,
researchers brainstormed with illustrators to align perceptions regarding the concept of giant snakes
and ladders that would be developed. While the illustrator created an illustration of a giant snake and
ladder, the researcher compiled a questionnaire to test the validity of the giant snake and ladder design
which would be completed by two media experts and two material experts. The researchers continued
to develop the giant snake and ladder design until the researchers felt that the design developed was
worthy of being validated by experts. The snake and ladder design submitted for validation by experts is
as shown in Figure 3.
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Analysis of the results of the material expert's assessment was carried out using the Gregory
formula of two experts. Based on the results of the data tabulation, the content validity coefficient values
of the material experts were obtained as follows: 10/10 = 1. The coefficient value of 1 illustrates that
material experts assess the content validity of the giant snake and ladder being developed as very high.
Analysis of the results of the media expert's assessment was also carried out using the two-expert Gregory
formula. Based on the results of the data tabulation, the content validity coefficient value of the media
experts was obtained: 10/10 = 1. The coefficient value of 1 illustrates that media experts assess the
content validity of the giant snake and ladder being developed as very high. The results of this analysis
illustrate that the content validity of the giant snake and ladder which is being developed in this study is
classified as very high, both in terms of material and media.

The next stage of the ADDIE model is implementation. Implementation in this research was
carried out twice: by limited product implementation or trials and extensive product trials. Limited
implementation was carried out on August 29 2023 with the subject being six class B students (aged 5-6
years) at Kasih Ibu early childhood education, West Lombok. The selection of trial subjects was based on
the practical consideration that the learning activities in the group had already been completed when the
trial was to be carried out so that children could take part in the trial without disrupting their daily
learning. Recording responses of children is assisted by class teachers and accompanying teachers. The
product trial results are displayed in Table 4.

Table 4. Limited Implementation Results of Giant Snake and Ladder

Maximum Trial Score Percentage Eligibility
Item
Score

1 6 6 100 Very Eligible
2 6 6 100 Very Eligible
3 6 6 100 Very Eligible
4 6 6 100 Very Eligible
5 6 6 100 Very Eligible
6 6 6 100 Very Eligible
7 6 6 100 Very Eligible
8 6 6 100 Very Eligible

Average 100 Very Eligible

The feasibility conclusion refers to the criteria reference assessment. Based on the results of the
limited implementation of the product, it is known that in general young children consider that the giant
snakes and ladders educational game tool containing local wisdom is very suitable to be used to stimulate
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the development of Pancasila values in early childhood. Six children involved in the limited
implementation stated that they liked the snakes and ladders which were large and full of colorful
pictures that were attractive and beautiful to look at. The trial documentation is shown in Figure 4.

Figure 4. The Limited Implementation of the Giant Snake and Ladder

The results of the limited implementation provide an illustration that in terms of content and
product design there are no revisions that need to be made to the giant snake and ladder being developed.
However, the children involved in the limited implementation felt that it would be more comfortable if the
giant snake and ladder could be made in a larger size. In response to this, researchers revised the size of
the giant snake and ladder, from 2x2m?, to 3x3m2 The choice of the 3x3m? size is not only to
accommodate children's assessments, but also to maintain practical aspects and ease of storage and use of
giant snakes and ladders.

After the researchers printed giant snakes and ladders in a new size, the researchers then carried
out implementation on a wider scale, with the subject being all 30 students at Kasih Ibu early childhood
education. This wide-scale implementation was carried out four times in the period 30 August - 9
September 2023. The results of the large-scale implementation were grouped based on the child's age, so
that the results for class B (5-6 years) and class A (4-5 years) were analyzed separately . The results of the
analysis of the large-scale implementation of the giant snake and ladder APE are as shown in Table 5 and
6.

Table 5. Wide-Scale Implementation Results of Giant Snake and Ladder (5-6 Years)

Maximum Trial Score Percentage Eligibility
Item

Score
1 14 14 100 Very Eligible
2 14 14 100 Very Eligible
3 14 14 100 Very Eligible
4 14 14 100 Very Eligible
5 14 14 100 Very Eligible
6 14 12 85.7 Eligible
7 14 12 85.7 Eligible
8 14 14 100 Very Eligible

Average 96.4 Very Eligible

Table 6. Wide-Scale Implementation Results of Giant Snake and Ladder (4-5 Years)

Maximum Trial Score Percentage Eligibility
Item
Score
1 16 15 93.7 Very Eligible
2 16 16 100 Very Eligible
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Maximum Trial Score Percentage Eligibility
Item
Score

3 16 16 100 Very Eligible
4 16 16 100 Very Eligible
5 16 15 93.7 Very Eligible
6 16 16 100 Very Eligible
7 16 15 93.7 Very Eligible
8 16 16 100 Very Eligible

Average 97.6 Very Eligible

The percentage of large-scale implementation scores for groups A and B, if we look for the
average value, the calculation becomes: (96.4 + 97.6) / 2 = 97 which is classified as very feasible or
eligible. The results of the analysis of implementation scores on children which refer to the reference
assessment criteria above illustrate that in general giant snakes and ladders containing local wisdom are
very suitable for use in stimulating the development of Pancasila values in early childhood. The
documentation of the large-scale implementation is as shown in Figure 5.

PR

Figure 5. The Wide-Scale Implementation of the Giant Snake and Ladder

The final stage of the ADDIE model is the evaluation stage. The evaluation stage in this research
consists of formative evaluation and summative evaluation. Formative evaluation of the educational game
tool being developed is: the educational game tool needs to be equipped with an answer key for each
question in the giant snake and ladder box. This was conveyed by early childhood education teachers who
accompany children during the implementation stage. The teachers were of the opinion that perhaps early
childhood education teachers were not very familiar with the local culture so it would be easier if an
answer key was provided for the teacher to use as a guide or reference. The researcher carried out a
summative evaluation by analyzing the practicality of educational game tools during the implementation
process. Researchers found that it would take a long time for children to reach the finish if the giant snake
and ladder contained a hundred boxes. Meanwhile, children will feel more motivated if they are able to
reach the finish box in one play. This will make him more enthusiastic about playing the next opportunity
and will also motivate other children to reach the finish box too. The researchers realized that this
happened because of the researchers' desire to create an educational game that could stimulate aspects of
children's development while introducing local culture. In the future, it may be necessary to develop a
giant snake and ladder design with fewer boxes (for example 30 boxes) but in terms of quality it can still
stimulate development aspects in early childhood.

Discussion

Stimulating the development of Pancasila values in early childhood according to their needs and
development is actually not an easy thing to do, especially if faced with the constraints of children's
diverse needs and limited availability of facilities and infrastructure. However, developmental stimulation
must still be provided and made as much effort as possible to support the fulfillment of developmental
tasks so that AUD can grow and develop according to their age. Stimulating aspects of Pancasila values will
foster a sense of love for the country and a democratic spirit in children. Providing stimulation for the
development of Pancasila values in early childhood using giant snakes and ladders filled with local
wisdom is in accordance with the psychology approach to child education, namely that children's learning
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must pay attention to how to attract students' interest or attention so that the material presented can be
understood easily. This is also in accordance with educational psychology theory which states that the
learning phase in children has the characteristic that children need learning that is physical in nature
(Wong, 2008). Researchers specifically designed giant snakes and ladders so that children can move
actively while playing by directly throwing the dice and moving directly as pieces according to the results
of the dice, or moving the giant pieces used in the game. The development of educational game tools when
viewed from the psychological theory of early childhood education is one of the efforts that can be made
to facilitate children's learning process according to their needs and stages of development (Rahmat,
2018). Children can learn from the interesting pictures presented and various activities or behaviors that
are familiar to children's daily lives and activities. This is in accordance with the learning phase according
to early childhood education psychology where children are learning to develop concepts of daily life.

The development of this giant snake and ladder is a manifestation of one of the principles of
constructivist learning theory, namely that adults play a role in helping to provide suggestions,
infrastructure and situations so that children's construction processes run well (H. Putri & Putra, 2019;
Suparno, 2019). Providing stimulation with giant snakes and ladders, if viewed from constructivism
theory, describes how learning in children is carried out by providing stimuli so that children actively
build knowledge by assimilating and accommodating the new information they receive (Sunanik, 2014).
Constructivism theory sees that increasing children's developmental achievements is the result of
children actively constructing continuously so that there is a change in concepts towards more
comprehensive concepts in accordance with scientific concepts. This more comprehensive understanding
will equip children to be able to increase their desire and skills to master various developmental tasks.

After the stimulation, children become more motivated to maintain the cleanliness and health of
themselves and the school environment, children become more orderly and disciplined, children learn to
be responsible, children are more willing to help friends, and children begin to show interest in saving.
Children also start asking for various words in Sasak other than those in giant snake and ladder, such as
the words for study, eat and sleep. The results of this research are also in line with the results of previous
research which stated that giant snakes and ladders media will be able to develop moral, physical,
motoric, cognitive, language, social emotional and artistic aspects in children (Hani & Hibana, 2022), able
to stimulate aspects of children's language development (Jendriadi et al., 2023), improve children's word
recognition abilities (Winarni et al,, 2023), and can increase children's self-confidence (Fransisca et al,,
2020). Apart from having research results that are in line with previous research, this research is
different from research that has been published previously. The difference between this research and
previous research is that this research uses giant snakes and ladders containing local wisdom on Lombok
Island which has never been published in scientific journals before. The development of giant snakes and
ladders containing local wisdom to stimulate the development of Pancasila values in early childhood is
expected to help teachers and parents in providing stimulation according to the characteristics and
developmental needs of children so that children do not experience significant developmental obstacles
and can develop optimally according to their age and be able to appreciate the local culture of the
archipelago and develop a sense of love for the homeland.

4. CONCLUSION

Based on the results of the research that has been done, it can be concluded that the development
of giant snake and ladder to stimulate the development of Pancasila values in early childhood is urgenty
needed considering there is no learning media in the form of giant snake and ladder spesifically developed
to stimulate the implementation of Pancasila values in early childhood. The results of the data analysis
illustrate that the validity of the design dan the feasibility level of the giant snake and ladder are classified
as very high for stimulating the development of Pancasila values in early childhood. The input that the
researchers can give to teachers and parents of early childhood is to continue to stimulate the
development of Pancasila values in early childhood so that it will be firmly attached and children will be
more accustomed to applying the values in daily activities, so that in the end it can increase children's
sense of nationalism and love for their homeland
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