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Objective: Social skills are one of the basic skills that students must have. 
How important social skills students must have. Elementary school students 
are expected to be able to recognize and implement social skills in their 
future lives. However, in practice at school, students have fewer social skills. 
Due to the lack of interaction and joint learning activities between students in 
elementary schools. Through learning activities at school, communicating, 
and even playing. This research aims to analyze the types of games that can 
foster interaction and social skills in elementary school students. Method: 

This research uses a qualitative research method with a descriptive 
approach. The research subjects were 15 elementary school students in 
Wringinrejo, Mojokerto. Research stages (1) in the preparation stage, the 
researcher pr, prepares a research plan and creates interviews, observations, 
documentation, and guidelines. (2) Implementation Stage, the researcher 
conducted a field study by carrying out observation and interviews, as well 
as taking documentation; 3) Findings Results: The researcher analyzed the 
findings and made conclusions from the research results and continued with 
the final stage, namely (4) Research Reporting Stage using observation data, 
interviews, and documented. Result: The results of this research show that 
the social skills of elementary school students are excellent through group 
play activities such as mazes and marbles are suitable for solitary and social 
play because they are proven to stimulate children to interact socially in the 
physical process and improve their social skills.Novelty: The researcher's 
hope for future researchers is to look more deeply at students' social skills at 
the elementary school level to have more innovative strategies, media, or 
other methods in instilling students' social skills. 
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INTRODUCTION 
Children in elementary school typically use play activities in the classroom to 
communicate. In addition to posing health dangers, a lack of extracurricular activities 
for kids can harm their social lives and social skills (Jiang et al., 2022; Kim et al., 2024; 
Manitsa, 2023). Children between the ages of seven and twelve will be interested in 
social play. Youngsters start elementary school at this point, and social connections 
become crucial. Communication with others can be successful and productive when 
they possess social skills. Children can learn to adapt to society by developing the 
following skills: striking up a discussion on any subject, asking for assistance or 
information, saying "thank you," "I am sorry," expressing opinions, showing respect for 
others, asking for permission, being responsible, and following rules. 

The skills that students need and must possess have been identified as important for 
overall social competence, such as effective initiation of interactive social games 
(Salamah, 2022), offering help, empathy, forming friendships, negotiation, and 
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compromise (such as negotiating in games or negotiating game rules), sharing limited 
play tools (sharing toys or preferred activities), cooperation during competitive games 
with limited resources, and decision-making. Other skills that shape and maintain 
friendships include influencing others, leadership, cooperation and collaboration, 
teamwork, and self-control. However, skills that provide context for the selection of 
appropriate behaviors, such as non-verbal communication, listening, exchanging 
information, expressing and recognizing intentions and emotions, attracting others' 
attention, sympathy, social patterns (observation and imitation), joint attention, and 
shared perspectives (Bekker et al., 2020). All these factors contribute to their 
communication with others. 

A review of studies on social skills for school-aged children shows that social skills 
can be changed and perfected and should be taught as early as possible. PlayPlay is a 
means to enhance activities related to social skills and stimulate children to cooperate. 
The implementation of physical education activities for preschool-aged children can 
also lead to an increase in social skills (Mačak et al., 2022; Martinez-Merino & Rico-
González, 2024; Senol, 2021; Wu et al., 2024). Regarding the enhancement of social 
interaction among children. Sepahpour et al. (2015) designed augmented tabletop 
games for children to promote social interaction among participating players. The 
results show that social interactions occur through cooperation and competition within 
and between teams designed for fun interactive toys. 

Children's imagination and sense of duty toward toys encourage socialization. In 
order to develop engaging interactions, players should be allowed to establish their 
own game rules and objectives (Bekker et al., 2020). Additionally, they create a variety 
of chances for players to cooperate and engage in competition. They conclude that the 
objectives and regulations of games encourage participants to interact with one another. 
The game's openness provides an opportunity for social interaction during play, as 
negotiation about the goals and rules of the game is required. In the open-ended play, 
children play games in groups with different patterns of social interaction (Eidsvåg & 
Rosell, 2021; Rochanavibhata & Marian, 2022; Salminen et al., 2021; Sysoev et al., 2022; 
Veitch et al., 2021). The interaction structure between players, the game, and other 
players is called the player interaction pattern. For example, single-player versus 
cooperative games (Fullerton, 2021). Assistance and cooperation in autistic children 
using several entertainment tools designed in such a way that they cannot be played 
individually, and also designed interactive toys consisting of a moving body and three 
controllers. Traditional cooperative games, particularly those with cultural elements, 
have improved elementary school students' social skills, interpersonal behavior, and 
communication (Hartanto et al., 2021; Harahap, 2023). When combined with cognitive 
behavioral therapy techniques, these games can effectively change negative thought 
patterns and boost social abilities (Harahap, 2023).  

Digital games also offer promising results, with 3D collaborative games promoting 
student cooperation in tertiary education. Furthermore, a randomized controlled trial 
demonstrated that a computer-based social skills development game significantly 
improved social literacy, reduced social anxiety and bullying victimization, and 
increased social satisfaction among children aged 7-11 with social skills deficits. These 
findings highlight the potential of both traditional and digital games in enhancing social 
skills across different age groups and contexts. Various types of games can enhance 
social skills and interaction. Traditional games promote pro-social behavior and 
cognitive empathy among children, improving their ability to observe and interact with 
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their environment (Krishnaveni & Ahmedov, 2022). Massively Multiplayer Online Role 
Playing Games (MMORPGs) offer opportunities to learn social skills such as meeting 
people, managing groups, and coordinating with others through self-organization, 
instrumental coordination, and downtime sociability. Simulation-based games show 
potential for enhancing social skills development and knowledge retention in children 
with Autism Spectrum Disorders (ASD), although more empirical evidence is needed. 
These diverse game types provide valuable platforms for developing and practicing 
social and communication skills in different contexts.  

Each user has one controller and points it in a specific direction. The body moves in 
the direction of the combined active controllers. The body moves faster when users 
point their remotes in the same direction. Although there are currently many products 
for team games, the effects of these products on the improvement of social skills have 
not been found in previous research. In addition, children's games vary by country, city, 
culture, and season. With the following research questions: (1) Which game do students 
like to play at school? (2)Which games help improve social skills and interaction? (3) 
How does the process of evaluating games go?  

 
RESEARCH METHOD 
The research method used in this study is qualitative with a descriptive approach, as it 
aligns with the research objectives of exploring and describing a natural condition that 
emphasizes processes, meanings, and understandings in the form of words. The 
research subjects are 14 elementary school students in the Wringinrejo area of 
Mojokerto. The subjects were chosen based on the limited interaction of students in 
Wringinrejo. The data collection techniques used by the researcher are interviews, 
observations, and documentation. The research procedure follows: (1) Preparation 
Stage: At the preparation stage, the researcher prepares the research plan and creates 
interview, observation, and documentation guidelines. (2) In the Implementation Stage, 
the researcher conducts field studies by carrying out observation, interview activities, 
and documentation collection. The instruments used include interview guidelines and 
observation guidelines. In the (3) Findings stage, the researcher analyzes the findings 
and concludes the research results, followed by the final stage (4), the Research 
Reporting stage.  
 

 
Figure 1. Research flowchart. 

 
The data analysis used in this research refers to qualitative data analysis by Miles 

and Huberman, which has three stages: data reduction, data display, conclusion, and 
verification. In analyzing the development of students' social skills, the researcher uses 
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the social skills development indicators according to Gresham et al. (2011), which 
consist of cooperation, assertiveness, responsibility, empathy, and self-control, as 
shown in Table 1. 

 
Table 1. Social skills indicators. 

Social Skills Social Skills Indicator 

Cooperation a. Sharing knowledge, information, and insights with others  
b. Following the agreement  
c. Forming heterogeneous groups  

Assertion a. Giving information to others  
b. Explaining to others  
c. Speaking clearly  
d. Speak politely  

Responsibility a. Accept the assigned task  
b. Completing tasks with full responsibility  

Empathy a. Caring about others  
b. Helping or assisting others  
c. Responding to others  

Self-Control a. Expressing opinions in turn  
b. Accepting others' input with an open heart  
c. Accepting others' advice and criticism with an open heart  
d. Controlling emotions when speaking or giving opinions  
e. Solving problems well  

 
RESULTS AND DISCUSSION 
Results 
Based on the focus of this research, the results include an analysis of the types of games 
that can foster interaction and social skills among elementary school students. The 
findings are as follows.   
 
Students' Favorite Games at School 
The research results at the school show that students have favorite games; they are 
more interested in solitary or group games. This is also supported by the teacher's 
statement explaining that around 80% of the students like this game. Most students are 
interested in playing solitary or social games; their perceptions indicate that they are 
attracted to solitary games because they can play with other friends as social games. 
The following student statement supports this. "We enjoy playing solitaire because we 
can play with other friends, it is fun, and we can have a group. Playing alone is less fun, 
less interesting, and gets boring quickly."  Next, the children also mentioned several 
types of games they like, namely digital and analog games, although not many, only 
about 20%. 
 
Student Interaction  
The analysis results provided information about improving interaction and social skills 
through group play activities. Moreover, it explains games, play activities, interaction, 
and social skills and identifies children's needs regarding play and toys. These results 
can be used to determine what toys they like and can also enhance children's interaction 
and social skills. The average scores of children's interest in solitary or social games 
indicate that children enjoy solitary and social games at the same level. Social games 
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include competitive and collaborative activities that provide opportunities for social 
interaction and learning social skills. Enhancing interaction and social skills is very 
important. It should be reinforced in several areas, including initiating effective 
interactive social games, negotiation and compromise, teamwork, taking turns, sharing 
limited resources, responsibility, and following game rules. 3. Game Evaluation The 
evaluation results show that Stick-Ball, Foot-Balance, Hand-Balance, and the Golden 
Music Circle effectively enhance teamwork, are suitable for competitive games and 
improve student interaction and social skills. The research results at the school show 
that students have favorite games; they are more interested in solitary or group games. 
This is also supported by the teacher's statement explaining that around 80% of the 
students like this game. Next, the children also mentioned several types of games they 
like, namely digital and analog games, although not many, only about 20%. Field 
observations indicate that 10 of 17 social skills are important in reducing conflicts. 

 
Discussion  
The researcher presents the discussion in this section. There are several discussions 
based on the researcher's findings during fieldwork. Based on the focus of this research, 
the results and discussion include the analysis of types of games that can foster 
interaction and social skills among elementary school students. The findings are as 
follows.  
 
Students' Favorite Games at School 
The pleasure of playing is achieved when desired feelings emerge, and predicted 
outcomes are attained. Children's favorite games encourage them to play and interact 
with each other. Most students are interested in solitary or social play; their perceptions 
indicate that they are drawn to solitary play because they can play with other friends as 
social play. The following statements from the students support this.  
 

"We enjoy playing solitaire because we can play together with other friends; it is fun, and we 
can have a lively time. Playing alone is less fun, less interesting, and gets boring quickly”.  

 
There is the same educational value in competitive and cooperative games. Children 

will exhibit cooperative behavior amidst competition because they must agree on and 
adhere to the rules, all of which require cooperation to compete. Social skills in 
children's play activities are inseparable from conflicts. Although conflicts in play 
activities are typical, they are also important for creating situations and conditions 
where children are trained to interact and understand one another, and automatically, 
social skills will also be developed (Ali et al., 2021; Maksum et al., 2021; Rizadatun & 
Banten, 2023; Taufan & Basalamah, 2021; Yao et al., 2022). Although the conflicts that 
arise must be resolved, they are very engaging for them in their peer environment. 

According to them, the interactions are not free from conflicts among children. The 
conflicts that occur indicate issues such as differences in power and leadership styles, 
using other children's toys without permission, sharing toys, choosing games and toys, 
taking turns, game rules and students' unfair attitudes, assigning role-playing games to 
individual teams, and losing or winning in competition. The most important factor that 
can create conflict among children is the lack of negotiation and compromise skills, 
which leads to power and authority conflicts, choosing games and toys, and assigning 
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role-playing tasks to individual team members. A child psychologist categorizes these 
issues to identify the child's social skills.  
 
Student Interaction  
The analysis results provided information about improving interaction and social skills 
through group play activities. It also explained play, play activities, interaction, and 
social skills and identified children's needs regarding play and toys. These results can 
be used to determine what games they like and can also enhance children's interaction 
and social skills. The average scores of children's interest in solitary or social games 
show that children enjoy solitary and social games at the same level. Social games 
include competitive and collaborative activities that provide opportunities for social 
interaction and learning social skills (Ke et al., 2020; Laakso et al., 2021; Putu Wulantari 
et al., 2023; Sumani et al., 2022; Zhong et al., 2022). Therefore, the better type of game 
used to enhance interaction and social skills is social games aimed at encouraging 
children to interact with each other. They are not forced to play together. There are 
educational values in competitive and cooperative play; children will exhibit 
collaborative behavior amidst competition. The improvement in interaction and social 
skills is significant. It should be reinforced in several aspects, including initiating 
effective interactive social games, negotiation and compromise, teamwork, taking turns, 
sharing limited resources, responsibility, and following game rules.  
 
Types of Games That Can Enhance Interaction and Social Skills 
Based on the results of observations and interviews from this research, four games were 
selected out of several games provided for students. The first game is the golden music 
circle, a musical instrument containing three music machines. When a child turns the 
handle of the individual music machine, its sound can be heard. Each machine creates 
one sound from the trio. Complete music can be heard when three children turn 3 
handles regularly and harmoniously. Considering that children may not accurately 
diagnose the correct application, this operation was transformed into an objective by 
using 3 colored strips on the toy's body. In this way, the rotation of each strip represents 
the implementation of each machine. Music is applied correctly precisely when the 
strips rotate regularly, and similar colors align while rotating. Only in this situation is 
there no phase difference between the three parts. This device is helpful in solitary or 
social games and is suitable only for cooperative play. This concept uses music to 
require the harmony of the team group. 

 
            
    

 
 
 
 
 

 
                                              

 
 

Figure 2. The golden music circle. 
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The second game is Stick-Ball: This is a playing table with several sticks where 
children hit the ball to score goals. When the ball hits the noisy surface of the table's 
walls, it results in simple path deflections and unpredictable movements. This drama 
has different patterns of social player interactions. For example, group members 
cooperate and try to defeat the opposing team. Also, if one side is considered an 
imaginary opponent's goal, someone tries to score a goal, or group members work 
together to score a goal. They can close the opposing sticks to block the ball from 
returning to their goal; in this case, cooperative and collaborative play has been 
implemented. 

 
 
 
 
 
 
 
 
 
   
                
 
 
 

Figure 3. Stick-Ball 
 

The third game is Foot-Balance: This is a basic balance toy. When the children stand 
on the podium, they make it unbalanced and move some marbles. The balance board 
returns to its essential horizontal position when it steps down from the podium. Social 
and solitary games and competitive and cooperative games are possible. In solitary 
play, a child guides the marbles by pressing the podium, going down one side and up 
the other. In social play, children work together to guide the marbles, and they can also 
compete against each other. For example, the winner is the one whose marble reaches 
its goal. The rounded shape of the product encourages children to share and interact 
with each other. Children cannot place their feet on the transparent ball cover and walk 
on it because of its round shape.                    
 

                            
 

      
 
 
 
 
 
 
 
 

 
Figure 4. Foot-Balance 
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The fourth game is Hand Balance: This concept is similar to Foot Balance in many 
ways, but the balance board does not wobble and is in an unstable equilibrium. Thus, it 
can be pushed from any point with little effort. As a result, it descends and remains in 
the same state, where there is no access to lift it from the same point again. The 
implementation of the game is complex individually because changing the direction of 
the balance board must first be done in horizontal mode. Thus, the child needs 
cooperation to tilt the board and move the marbles, as it will be controlled by hand. 

 
 
 
    

 
 
 
 
 
 
 
 
 

 
Figure 5. Hand Balance 

 
Game Evaluation 
The evaluation results show that Stick-Ball, Foot-Balance, Hand-Balance, and Golden 
Music Circle are effective in enhancing teamwork, suitable for competitive games, and 
improving student interaction and social skills. However, compared to Foot-Balance 
and Hand-Balance, Foot-Balance is superior to Hand-Balance due to the nature of the 
play activity. This shows that the chosen concept can encourage children to engage in 
social play and enhance their social skills. To play easily and quickly, a player needs the 
help of others who can provide requests or offers of assistance and initiate effective 
interactive social games. In social games, children cooperate to guide marbles, and they 
can also race to direct the marbles to the target. Competitive games also require player 
cooperation; all players are responsible for their roles. Also, they might need a leader 
for teamwork. 
 
 
 
 
 
 
 
 
 
 
 

Figure 6. The process of moving the marble from position 1 to 4 
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The next game is a maze and marble game contained within a maze, creating 
opportunities for players to set their own goals and rules. In some parts of the maze, 
gates behind other sections lead to the possibility of success or failure. The player's 
success in achieving the game's objective requires fine motor skills and reasonable 
control of the balance board. 
 
 
 
 
 
 
 
 

 
Figure 7. Maze and marbles in a transparent container 

 
Round-shaped toys encourage children to share, and round shapes make children 

constantly interact and communicate. The toy's edges with teeth indicate the children's 
standing position and push points. The body is formed from three secondary colors 
(green, orange, purple) that are not about gender stereotypes. According to cognitive 
ergonomics, the relationship between color, shape, and function is considered in 
addition to color psychology when selecting product colors. At this age, children can 
classify objects based on definable criteria (Bystrova & Tokarskaja, 2023; Cañete et al., 
2021; Li et al., 2024; Skulmowski et al., 2022; Solorzano Alcivar et al., 2025). Three mazes 
and three marbles in three colors (blue, pink, yellow) encourage children to group them 
and create situations for open play. The color of these hand shapes determines the best 
position to place the hands and push the toy body. The shape of the hand encourages 
children and demonstrates the product's performance. Therefore, the chosen and used 
toys should be in groups, not individual or single-player games. Also, provide solitary 
and social games; however, focus more on social games to develop children's social 
skills and encourage their collaborative behavior.  

 
CONCLUSION 
Fundamental: Based on the results of observations conducted at the Wringinrejo 
playground, Sooko, Mojokerto, there has been an improvement in the social skills 
possessed by elementary school students. Students are encouraged to interact through 
group play activities and competitive games and can minimize conflicts through the 
social skills they acquire. Elementary school students learn many things through group 
play activities, including the effective initiation of interactive social games, negotiation 
and compromise, teamwork, taking turns, sharing limited play equipment, 
responsibility, and following game rules. Implication: Group games are suitable for 
stimulating children to interact socially and enhance their social skills. In this study, the 
analysis of players' social interaction patterns is used to design other games further to 
enhance interaction and social skills. Limitations: This research is limited to analyzing 
games that enhance interaction and social skills among elementary school students. 
Future Research: The hope for future researchers is to design game products to enhance 
student interaction and social skills through toy design. 
                        



Analysis of Student Interaction and Social Skills in Game Activities in Elementary School in Indonesian Context 
 

 

52 

REFERENCES 
Ali, M., Nugraha, H., & Aqobah, Q. J. (2021). Traditional games and social skills of 

children in the pandemic era. JPSD (Jurnal Pendidikan Sekolah Dasar, 7(1), 1-11. 
https://dx.doi.org/10.30870/jpsd.v8i2.16699  

Bekker, A., Krapež, B., Slack, J. F., Planavsky, N., Hofmann, A., Konhauser, K. O., & 
Rouxel, O. J. (2012). Iron formation: The sedimentary product of a complex 
interplay among mantle, tectonic, oceanic, and biospheric processes—a reply. 
Economic Geology, 107(2), 379–380. https://doi.org/10.2113/econgeo.107.2.379 

Bystrova, T. Y., & Tokarskaja, L. V. (2023). Designing tabletop games for individuals 
with disabilities through student project activity. In D. Bylieva & A. Nordmann 
(Eds.), The world of games: Technologies for experimenting, thinking, learning (pp. 143–
159). Springer Nature Switzerland. 

Cañete, R., López, S., & Peralta, M. E. (2021). KEYme: Multifunctional smart toy for 
children with autism spectrum disorder. Sustainability, 13(7), 30-41. 
https://doi.org/10.3390/su13074010 

Eidsvåg, G. M., & Rosell, Y. (2021). The power of belonging: Interactions and values in 
children’s group play in early childhood programs. International Journal of Early 
Childhood, 53(1), 83–99. https://doi.org/10.1007/s13158-021-00284-w 

Fullerton, T. (2014). A playcentric approach to creating innovative games (3rd ed.). CRC 
Press.  

Gresham, F. M., Elliott, S. N., Vance, M. J., & Cook, C. R. (2011). Comparability of the 
Social Skills Rating System to the Social Skills Improvement System: Content and 
psychometric comparisons across elementary and secondary age levels. School 
Psychology Quarterly, 26(1), 27–44. https://doi.org/10.1037/a0022662 

Harahap, A. (2023). Integrating cognitive behavioral therapy techniques with 
traditional games to enhance social abilities. International Journal of Child 
Development and Education, 12(1), 34–47. 
https://doi.org/10.32505/inspira.v4i1.5434  

Hartanto, D., Harahap, A., & Sari, R. (2021). The impact of traditional cooperative 
games on social skills in elementary school students. Journal of Education 
Psychology, 113(2), 245–258. http://dx.doi.org/10.32996/jlds.2024.4.2.5  

Jiang, Q., Horta, H., & Yuen, M. (2022). International medical students’ perspectives on 
factors affecting their academic success in China: A qualitative study. BMC Medical 
Education, 22(1), 574-588. https://doi.org/10.1186/s12909-022-03597-z 

Ke, F., Moon, J., & Sokolikj, Z. (2020). Virtual reality–based social skills training for 
children with autism spectrum disorder. Journal of Special Education Technology, 
37(1), 49–62. https://doi.org/10.1177/0162643420945603 

Kim, S., Hwang, J., Lee, J. H., Park, J., Kim, H. J., Son, Y., Oh, H., Smith, L., Kang, J., 
Fond, G., Boyer, L., Rahmati, M., Tully, M. A., Pizzol, D., Udeh, R., Lee, J., Lee, H., 
Lee, S., & Yon, D. K. (2024). Psychosocial alterations during the COVID-19 
pandemic and the global burden of anxiety and major depressive disorders in 
adolescents, 1990–2021: Challenges in mental health amid socioeconomic 
disparities. World Journal of Pediatrics, 20(10), 1003–1016. 
https://doi.org/10.1007/s12519-024-00837-8 

Krishnaveni, R., & Ahmedov, S. (2022). The effects of traditional games on pro-social 
behavior and cognitive empathy in children. Journal of Play and Learning, 5(3), 150–
162. https://doi.org/10.26911/thejmch.2022.07.01.05  

Laakso, N. L., Korhonen, T. S., & Hakkarainen, K. P. J. (2021). Developing students’ 

https://dx.doi.org/10.30870/jpsd.v8i2.16699
https://doi.org/10.2113/econgeo.107.2.379
https://doi.org/10.3390/su13074010
https://doi.org/10.1007/s13158-021-00284-w
https://doi.org/10.1037/a0022662
https://doi.org/10.32505/inspira.v4i1.5434
http://dx.doi.org/10.32996/jlds.2024.4.2.5
https://doi.org/10.1186/s12909-022-03597-z
https://doi.org/10.1177/0162643420945603
https://doi.org/10.1007/s12519-024-00837-8
https://doi.org/10.26911/thejmch.2022.07.01.05


Analysis of Student Interaction and Social Skills in Game Activities in Elementary School in Indonesian Context 
 

 

53 

digital competences through collaborative game design. Computers & Education, 
174, 1-12. https://doi.org/10.1016/j.compedu.2021.104308 

Li, W., Ma, S., Liu, Y., Lin, H., Lv, H., Shi, W., & Ao, J. (2024). Environmental therapy: 
Interface design strategies for color graphics to assist navigational tasks in patients 
with visuospatial disorders through an analytic hierarchy process based on CIE 
color perception. Frontiers in Psychology, 15, 1–23. 
https://doi.org/10.3389/fpsyg.2024.1348023 

Mačak, D., Popović, B., Babić, N., Cadenas-Sanchez, C., Madić, D. M., & Trajković, N. 
(2022). The effects of daily physical activity intervention on physical fitness in 
preschool children. Journal of Sports Sciences, 40(2), 146–155. 
https://doi.org/10.1080/02640414.2021.1978250 

Maksum, A., Wayan, I., & Marini, A. (2021). Path analysis of self-regulation, social 
skills, critical thinking, and problem-solving ability on social studies learning 
outcomes. International Journal of Instruction, 14(3), 613–628. 
https://doi.org/10.29333/iji.2021.14336a 

Manitsa, I. (2023). Conceptualising social inclusion and examining its relationship with 
social competence. British Journal of Visual Impairment. 
https://doi.org/10.1177/02646196231212744 

Martinez-Merino, N., & Rico-González, M. (2024). Effects of physical education on 
preschool children’s physical activity levels and motor, cognitive, and social 
competences: A systematic review. Journal of Teaching in Physical Education, 43(4), 
696–706. https://doi.org/10.1123/jtpe.2023-0183 

Putu, N., Rachman, A., Nurmalia, M., Jola, L., Rofi, A., Saraswati, I. (2023). The role of 
gamification in English language teaching: A literature review. Journal on 
Education, 6(1), 2847–2856. https://doi.org/10.31004/joe.v6i1.3328  

Rizadatun, R., & Banten, S. S. (2023). Improve children’s early reading skills through 
picture word card media. Jurnal AR RO’IS Mandalika (ARMADA), 101–116. 
https://doi.org/10.59613/armada.v3i3.2830  

Rochanavibhata, S., & Marian, V. (2022). Culture at play: A cross-cultural comparison 
of mother-child communication during toy play. Language Learning and 
Development, 18(3), 294–309. https://doi.org/10.1080/15475441.2021.1954929 

Salamah, E. R., Eka, Z., & Rifayanti, T. (2023). Pengaruh pembelajaran student-centered 
learning (SCL) terhadap prestasi akademik dan keterampilan sosial siswa kelas II 
sekolah dasar. Jurnal Ilmiyah Pendidikan Dasar, 6(3), 377–384. 
https://doi.org/10.33603/d4sxv178  

Salminen, J., Muhonen, H., Cadima, J., Pagani, V., & Lerkkanen, M.-K. (2021). 
Scaffolding patterns of dialogic exchange in toddler classrooms. Learning, Culture 
and Social Interaction, 28, 1-11. https://doi.org/10.1016/j.lcsi.2020.100489 

Senol, F. B. (2021). Physical activity and preschool children: Preschool teachers’ 
perceptions. Southeast Asia Early Childhood Journal, 10(2), 132–146. 
http://ejournal.upsi.edu.my/index.php/SAECJ 

Sepahpour, G., Shahabi Haghighi, H. R., & Choopankareh, V. (2015). Designing for 
children’s playground: A social skills improvement approach. Proceedings of the 
International Conference on Engineering Design, ICED, 9, 1–10. 

Skulmowski, A., Nebel, S., Remmele, M., & Rey, G. D. (2022). Is a preference for 
realism really naive after all? A cognitive model of learning with realistic 
visualizations. Educational Psychology Review, 34(2), 649–675. 
https://doi.org/10.1007/s10648-021-09638-1 

https://doi.org/10.1016/j.compedu.2021.104308
https://doi.org/10.3389/fpsyg.2024.1348023
https://doi.org/10.1080/02640414.2021.1978250
https://doi.org/10.29333/iji.2021.14336a
https://doi.org/10.1177/02646196231212744
https://doi.org/10.1123/jtpe.2023-0183
https://doi.org/10.31004/joe.v6i1.3328
https://doi.org/10.59613/armada.v3i3.2830
https://doi.org/10.1080/15475441.2021.1954929
https://doi.org/10.33603/d4sxv178
https://doi.org/10.1016/j.lcsi.2020.100489
http://ejournal.upsi.edu.my/index.php/SAECJ
https://doi.org/10.1007/s10648-021-09638-1


Analysis of Student Interaction and Social Skills in Game Activities in Elementary School in Indonesian Context 
 

 

54 

Solorzano, N. I., Park, D. H., Canizares, J. E., Arce, M. X., & Rubio, A. P. (2025). 
Evaluation of an intelligent educational toy-game prototype for toddlers’ motor 
stimulation and learning. In S. Berrezueta-Guzman, R. Torres, J. L. Zambrano-
Martinez, & J. Herrera-Tapia (Eds.), Information and Communication Technologies 
(pp. 345–363). Springer Nature Switzerland. 

Sumani, S., Kadafi, A., Purnomosasi, L. K. D., & Prasasti, P. A. T. (2022). The impact of 
“Kampus Mengajar MBKM” on students’ social skills. Pegem Journal of Education 
and Instruction, 12(3), 220–225. https://doi.org/10.47750/pegegog.12.03.23 

Sysoev, I., Gray, J. H., Fine, S., Makini, S. P., & Roy, D. (2022). Child-driven, machine-
guided: Automatic scaffolding of constructionist-inspired early literacy play. 
Computers & Education, 182, 1-11. https://doi.org/10.1016/j.compedu.2022.104434 

Taufan, M. Y., & Basalamah, A. (2021). Implementation of teacher social competence in 
improving student learning motivation. Golden Ratio of Social Science and Education, 
1(1), 25–36. https://doi.org/10.52970/grsse.v1i1.99 

Veitch, J., Ball, K., Flowers, E., Deforche, B., & Timperio, A. (2021). Children’s ratings of 
park features that encourage park visitation, physical activity, and social 
interaction. Urban Forestry & Urban Greening, 58, 20-31. 
https://doi.org/10.1016/j.ufug.2020.126963 

Wu, H., Ruan, H., Eungpinichpong, W., & Zhou, W. (2024). The effects of physical 
exercise on fitness and emotion in Chinese preschoolers. BMC Public Health, 24(1), 
2407-2421. https://doi.org/10.1186/s12889-024-19895-8 

Yao, W., Zhen, Y., & Zhang, Y. (2022). Analysis of the influence of rural family 
education environment on school-age children’s social behavior and patterns. 
Journal of Environmental and Public Health, 2022(1), 22-38. 
https://doi.org/10.1155/2022/3594462 

Zhong, Y., Guo, K., Su, J., & Chu, S. K. W. (2022). The impact of esports participation 
on the development of 21st-century skills in youth: A systematic review. 
Computers & Education, 191, 1-20. https://doi.org/10.1016/j.compedu.2022.104640 

 
 

* Dr. Zuni Eka Tiyas Rifayanti (Corresponding Author) 
Primary School Teacher Education  
STKIP Bina Insan Mandiri, 
Jl.Raya Menganti Kramat No.133 Wiyung, Surabaya 60225, Indonesia 
Email: zunieka@stkipbim.ac.id 
 
Evi Rizqi Salamah 
Primary School Teacher Education  
Universitas Hasyim Asy’Ari 
Jl. Irian Jaya No.55 Kec.Diwek, Jombang  61471, Indonesia 
Email: evirizqi2906@gmail.com  
 
Poonkeat Monkonsawasd 
Early Childhood Teacher Education 
Thaksin University,Thailand 
140 Kanjanavanich Rd, Khao Rup Chang, Mueang Songkhla, Thailand 
Email: Pk2018tsu@gmail.com  
 
 
 

https://doi.org/10.47750/pegegog.12.03.23
https://doi.org/10.1016/j.compedu.2022.104434
https://doi.org/10.52970/grsse.v1i1.99
https://doi.org/10.1016/j.ufug.2020.126963
https://doi.org/10.1186/s12889-024-19895-8
https://doi.org/10.1155/2022/3594462
https://doi.org/10.1016/j.compedu.2022.104640
mailto:zunieka@stkipbim.ac.id
mailto:evirizqi2906@gmail.com
mailto:Pk2018tsu@gmail.com


Analysis of Student Interaction and Social Skills in Game Activities in Elementary School in Indonesian Context 
 

 

55 

Shelly Andari 
Undergraduate Program Of Education Menegement 
Universitas Negeri Surabaya 
Jl.Lidah Wetan Kec.Lakarsantri ,Surabaya 60213 
Email: shellyandari@unesa.ac.id  
 

 

 

mailto:shellyandari@unesa.ac.id

