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Abstract 

 

Education can be interpreted as teaching because education in general always requires instruction. In today's 

education and learning system, the presence of teachers in the teaching and learning process still plays an 

important role. The purpose of this study was to identify playdough games as an alternative to developing 

childrens’ creativity through playdough games in early childhood education. This study used a quasi-

experimental method with a post-test control group using 22 students, a control class of 11 students, and an 

experimental class 11 students. Data collection techniques in this study using observation and documentation 

techniques. Check List is done by observing directly to the research location. The documentation technique was 

used to obtain data about the profile of an early chilhood education in Rangkasbitung, Indonesia, obtain data on 

the names of students who will be used as research samples, and obtain data on student test scores. Based on the 

results of this study, we found that role-playing affects childrens’ creativity in early childhood education, with 

values significance of 0.021 < 0.05. From the results of observation of the ability creativity of children, it can be 

concluded that thus the game playing a role, there is an influence on the creativity of children early childhood 

education. Based on the follow-up of this research suggest that teachers make innovations in learning, both in 

models, strategies, methods, and techniques and the quality of schools are better again. 
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INTRODUCTION  

Education is essential to ensure the development and survival of a nation. Education 

itself has an understanding, namely a conscious effort to prepare students through guidance, 

teaching, and training activities for their role in the future. Students mean National Education 

are community members who try to develop their potential through a learning process 

available at specific paths, levels, and types of education (Luthfiah & Alfriansyah. 2019). 

Every Indonesian citizen has the right to obtain an education at any stage in their life journey. 

The improvement and distribution of education is one aspect of development that gets the 

main priority of the Indonesian government. The current national education system is 

regulated through the national education law. 

Education can be interpreted as teaching because education in general always requires 

instruction. In today's education and learning system, the presence of teachers in the teaching 

and learning process still plays an important role (Juwita and Tasu’ah, 2015) . The role of the 

teacher in the teaching and learning process cannot be replaced by machines, radios, tape 

recorders, or even the most modern computers. It is because humans have many elements, 

including attitudes, value systems, feelings, and motivations. This is where the advantages of 

humans, in this case, are teachers, from technological tools created by humans to help and 
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simplify their lives (Darmi, 2015). The learning process is a dynamic interaction activity 

between educators who carry out teaching tasks and students who carry out learning activities, 

in order to achieve predetermined goals. According to (Setiyowati & Arifianto, 2020), 

education is basically an interaction between educators and students, to achieve educational 

goals, which takes place in a certain environment. learning is a process of interaction of 

students with educators and learning resources in a learning environment, so teaching and 

learning activities cannot be separated from the process of interaction between educators and 

students. This interaction process is very important in the continuity of the teaching and 

learning process. In teaching and learning interactions students are the main key to successful 

learning during the learning process carried out (Ismuwardani et al., 2018). The learning 

process is a psychic activity with respect to learning materials. Learning activities are 

experienced by students as a process, namely the process of learning something. These 

learning activities can also be known by the teacher from the treatment of students towards 

learning materials  (Asiyah et al., 2020). Teaching and learning are two things that are closely 

related and cannot be separated in educational activities. Teaching and learning are a form of 

education that creates an interaction between teachers and students. Teaching and learning 

activities carried out, in this case, are directed to achieve specific goals that have been 

formulated before teaching is carried out (Pane & Dasopang, 2017). 

Early Childhood Education is a massive investment for family and nation because as the 

successor of the nation so that they can build a character from an early age. A child who 

grows and develops well to succeed will make everyone proud is around it. Early age is a 

significant sensitive period for education. This period can give a lasting and robust mark long. 

If there is an error in providing direction, guidance, and education to children, it will repair a 

problematic long-term negative effect. In the National Education System Law No. 20 of 2003, 

article 1 paragraph 14 argued that Early Childhood Education is an effort coaching aimed at 

children from birth to the age of six years carried out through the provision of educational 

stimuli for help physical and spiritual growth and development so that children have the 

readiness to enter further education. Early childhood is very important for the development of 

children's lives next. Early Childhood Education aims to develop the full potential of children 

so that later they can function as complete human beings according to the philosophy of a 

nation. Children are individuals who are new to the world so that children are learning to 

communicate with others and learn to understand other people. Children need to be guided to 

know about this world, such as natural phenomena and skills or abilities required to live. 

Play is the most influential factor in children's self-development, including the physical 

and social world. In other words, playing is to children's growth through the communication 
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system. Creativity is an ability that everyone possesses with a high level of variation. Because 

everyone is born with creative potential that can be developed, nurtured, and directed. The 

birth of creative work requires more than intelligence. If one is faced with problems, he will 

be called intelligent if he can solve the problem quickly and precisely, even though the answer 

is given in general. But for creative people, it will enrich problem-solving with various 

alternative solutions. One of the games that can provoke early childhood creativity is a 

playdough game that can improve creative thinking skills and train originality in their work. 

We can see the creative nature of education, for example, competitions to write scientific 

papers, the results of which his findings become a scientific role model. Playdough is one of 

the educational game tools in learning that includes the criteria for cheap and valuable game 

tools flexibility in designing patterns to be formed according to the plans and imagination. 

The development of children's creativity through playdough games has an essential 

position in motoric development. Each child will use their imagination to form a different 

form according to his imagination. In the making, they also use a variety of colors and shapes 

according to their child's imagination. Basically, the work of children made through activities 

making, compiling this Playdough will provide opportunities for children to create their 

creations.   

Based on the researcher's initial observations at one early chilhood education in 

Rangkasbitung, Indonesia. The learning is in progress delivered in coloring activities using 

the same tools. Then you can see creations about plants, animals, and others that are adapted 

to the theme of learning given by the teacher. Playdough game theory is considered an 

alternative for developing children's creativity through playdough games in early chilhood 

education. 

METHOD 

We used quasi-experimental method with post-test group control only. We used 22 

students, the control class is 11 students, and the experimental class is 11 students. The data 

collection technique in this study used the technique of observation and documentation. 

Observation is a complex process composed of various biological and psychological 

processes. Check List is done by observing directly to the research site using the check list    

(√) on the column that is in accordance with the provisions, namely: very well developed, is 

given a score 4, developing as expected was given a score of 3, starting to develop was given 

a score 2, undeveloped given a score of 1. Documentation techniques are used to obtain data 

about an early childhood education profile in Rangkasbitung, Indonesia, obtain data on the 

names of students who will be the research sample, and obtain data on student test scores. 
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We conducted this study around three weeks. Before researching a school, we made 

observations to get information about the ongoing learning process. In the data collection 

process, the first technique used is a test. The test consists of pretest and posttest types, which 

contain learning material tested for showing learning outcomes from both the control and 

experimental classes. After that, data edited and tabulated for further calculation, the next step 

is to analyze and interpret the data obtained. The data from the research results analyzed is the 

score learning outcomes on cognitive aspects consisting of pretest and posttest scores of 

control and experimental groups 

RESULTS AND DISCUSSION 

Table 1. SPSS Calculation Results (Anova) 
Model Sum of 

Squares 

Df Mean Square F Sig. 

      

1     Regression 225.936 1 225.936 6.860 0.021 

     Residual 1309.797 13 100.754   

      

             Total 1535.733 14    

 

Based on the results of this study Table 1, we found that Fcount value is 6.860 > the Ftable 

value of 4.54 then Ho is rejected, and Ha is accepted. It means that role-playing affects 

children's creativity in early childhood education, with p-value is 0.021 < 0.05. From the 

results of observation of the ability creativity of children, it can be concluded that thus the 

game playing a role, there is an influence on the creativity of children in early childhood 

education. 

Research conducted can show that there is an effect of role playing on children's 

creativity. This is possible because the role-playing game model emphasizes active student 

learning by paying attention to the process of achieving children's creativity. After the two 

classes were given different treatment, in which the experimental class was given treatment 

using a role-playing game and the control class was given treatment using conventional 

learning models and based on the analysis of the data obtained it can be seen that there is a 

change in student learning outcomes between the pretest and posttest both in the experimental 

group and the control group. In the data table, it is known that the average value of the initial 

ability of students obtained from the experimental class and control class is relatively the 

same, not much different, the population is normally distributed, and homogeneous. Likewise, 

testing the results of the test of the average difference with the pretest value of the 

experimental class and the control class which showed no significant difference. This matter 

shows that the two classes have relatively the same ability because the school does not make 

special groupings or certain rules. 
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This study also strengthens previous research which states that finger painting games 

can increase children's creativity (Istiqomah, 2012). Playing blocks can develop children's 

creativity (Nurhastuti, 2014). Previous research and current research have something in 

common, namely both games that provide opportunities for children to be free to be creative. 

Finger painting games and playdough games are types of fluid building games while block 

games are types of structured building games. In creativity development activities using 

playdough games, children are very interested in participating in activities that take place 

from usual because the teacher's efforts in developing children's creativity are often through 

coloring activities using children's worksheets and crayons. So that when the researchers 

applied the playdough game the children were very enthusiastic about participating in the 

activities 

CONCLUSION 

Based on the results of this study, we found that Fcount value is 6.860 > the Ftable value = 

4.54 then Ho is rejected, and Ha is accepted. It means that role-playing affects children's 

creativity in Early Childhood Education, with p-value is 0.021 < 0.05. From the results of 

observation of the ability creativity of children, it can be concluded that thus the game playing 

a role, there is an influence on the creativity of children in early chilhood education. 

Based on the follow-up of this research, we suggest that school institutions pay more 

attention to the teaching and learning process and increase the potential of teachers and 

students so that the resulting output is an output that can be competent in the world of 

education. We also suggest that teachers make innovations in learning, both in models, 

strategies, methods, and techniques. With innovation, we expect that we can improve the 

quality of schools so that they are better again 
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