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ABSTRAK

Penelitian ini bertujuan untuk mengembangkan model permainan tradisional
Engzle (Engklek Puzzle) yang diadaptasi untuk meningkatkan keterampilan
pemecahan masalah pada anak usia 5-6 tahun. Permainan tradisional Engklek, yang
dikenal sebagai permainan lompat kotak, dikombinasikan dengan elemen puzzle
untuk menciptakan kegiatan yang menantang dan edukatif bagi anak-anak. Metode
penelitian yang digunakan adalah Research and Development (R&D) dengan
pendekatan ADDIE (Analysis, Design, Development, Implementation, and
Evaluation). Hasil penelitian menunjukkan bahwa model permainan Engzle dapat
meningkatkan keterampilan pemecahan masalah anak secara signifikan. Uji coba
dilakukan di beberapa taman kanak-kanak dengan melibatkan 24 anak sebagai
subjek penelitian. Analisis data dilakukan dengan mengukur perbedaan
keterampilan pemecahan masalah sebelum dan sesudah menggunakan engzle. Hasil
menunjukkan peningkatan yang signifikan dalam keterampilan pemecahan masalah
anak setelah bermain Engzle. Temuan ini mengindikasikan bahwa Engzle dapat
menjadi  alternatif permainan edukatif yang efektif untuk mendukung
perkembangan kognitif anak usia dini.

Kata kunci: permainan tradisional engklek, Engklek Puzzle, keterampilan
pemecahan masalah, anak usia dini, pengembangan model.



DEVELOPMENT OF THE TRADITIONAL ENGZLE GAMES MODEL
(ENGKLEK PUZZLE) TO IMPROVE THE INTEGRITY OF RESOLVING
PROBLEMS FOR CHILDREN AGE 5-6 YEARS

Ririn Yuniwanti
ABSTRACT

This research aims to develop a model of the traditional Engzle game (Engklek Puzzle)
adapted to improve problem-solving skills in children aged 5-6 years. The traditional
Engklek game, known as the box jump game, is combined with puzzle elements to create
challenging and educational activities for children. The research method used is Research
and Development (R&D) with the ADDIE approach (Analysis, Design, Development,
Implementation, and Evaluation). Research results show that Engzle's game models can
significantly improve children's problem-solving skills. The trials were conducted in
several kindergartens involving 24 children as subjects of the study. Data analysis was done
by measuring the difference in problem-solving skills before and after using engzle. The
results showed a significant improvement in child's troubleshooting skills after playing
engzles. These findings indicate that Engzle can be an effective alternative to educational
games to support early childhood cognitive development.

Keywords: traditional game hopscotch, Engklek Puzzle, problem-solving skills, early
childhood, model development.
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