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Abstract

Purpose — This study aims to determine the effect of the lego game on lego games
in increasing the development of creativity in children aged 4-5 years at TK
Aisyiyah ABA Konang Glagah Lamongan. Following the problems found in the
field, the lack of learning the media used by teachers results in children feeling
bored more quickly in carrying out teaching and learning activities and only
emphasizing their academic development so that the development of creativity is
not given enough attention.

Design/methods/approach — This type of research uses a quantitative approach
with a pre-experimental type and a one-group pretest-posttest design in collecting
the data, namely making initial observations before being given treatment,
treatment, and final observations after being given treatment. Data collection
techniques used observation and documentation; data analysis used IBM SPSS
with paired samples t-test. In this research, researchers conducted data mining
using research instruments on children aged 4-5 years in TK Aisyiyah ABA
Konang Glagah Lamongan.

Findings — The results of the study show that the influence of the use of lego
games increases the development of children’s creativity—the output of the
paired sample t-test evidence this A significant value is obtained, namely 0.008 <
0.05. It indicates that Ho is rejected and H, is accepted, meaning that there is a
significant influence on increasing the development of children’s creativity using
lego games.

Research implications/limitations — This research only focuses on children aged
4-5 years with a limited number of 15 whose area is only in TK Aisyiyah ABA
Konang Glagah Lamongan and in this study only uses lego games as a medium
to increase the development of creativity in children.

Practical implications — The results of this study are expected to help parents
understand the creative talents possessed by children so that they can stimulate
this development with the right strategies and methods.

Originality/value — This research provides an in-depth understanding of one of
the early childhood learning media to enhance creativity development using lego
game media.
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Introduction

Early childhood is a child under the age of eight, as stated by NAEYC (Amini Mukti, 2014). The
National Association for the Education of Young Children (NAEYC) in Soemiarti Patmonodewo
suggests that early childhood is a child from birth to the age of eight years. At the age of 0-8 years,
children have a very rapid increase in intelligence. Therefore this period is Golden Age (Golden
age). Period Golden Age is a time for children to explore what they want to s, like develop
attitudes, potential intelligence, and creativity in children as much as possible (Watini, 2020). In
order to be able to develop all the potential in children, they need stimulus from more adults
(Green et al., 2021; Kauschke et al., 2019; Rhodes et al., 2020). In this effort, providing education
for early childhood is very important for the next life as the nation’s successor (Liang et al., 2020;
Yuliantini et al., 2021).

Early childhood education is a suitable place to carry out learning activities and play for
children (Bers et al., 2014; Brostrom, 2006). Children can recognize rules, discipline,
responsibility, and independence from this education, interact with their environment, develop
empathy, and work with friends (Fahyuni & Arifin, 2021; Utomo & Alawiyah, 2022). Playing
skills in children vary depending on the development of the child itself. From playing, the child
will generate big imagination to add to the child’s interest in these toys (Davis et al., 2022;
Veraksa et al., 2022). Bruner said that emphasizing play’s function is a means to develop
creativity and flexibility (Susanto, 2021). As seen from the natural function of play, what is more,
important for children is the meaning of the play and not the result (Albanese et al., 2019;
Tedjasaputra, 2001).

Sternberg & Lubart also said that “creativity is the process of generating ideas that are
novel and bringing into existence products that are appropriate and of high quality” (Barton,
2014). Creativity is a way to trigger ideas and produce them in a natural product. Therefore,
creativity must be adapted to the curriculum that applies to early childhood education because the
curriculum must indeed cover all developments at each stage to be developed. Children’s
creativity will develop more optimally if the family environment supports it, so it is not only in
the school environment. Because children’s creativity can develop if the surrounding environment
is also supportive, but it is often found that parents want their children to be talented as well as
creative, but they do not know how to stimulate talent in their children, and some do not even
want to know what the characteristics of a child are. Creative.

After observing the activities, researchers found problems in creativity in that some
children aged 4-5 years at Kindergarten Aisyiyah ABA Konang Glagah Lamongan have been
unable to improve their abilities in developing creativity. It is caused by the teacher conducting
learning only by providing a blank paper, which is used as a drawing medium for children, so
some children are still confused about what to draw. Another example is that the learning media
is mainly based on student worksheets because teachers usually place more emphasis on academic
development. Some of these things make children prefer copying their friends’ activities, are
reluctant to create, and prefer to talk to their friends so that their creative talent will not be known
to children. Though if you want m Knowing the characteristics of creative children, they can use
specific methods to stimulate development, for example, using games, because games are one of
the media to increase creativity and reduce children’s boredom while learning.

Therefore, this study uses learning media in the form of Lego games so that they can be
used as learning media to enhance the development of children’s creativity. This game was chosen
because it increases children’s creativity and is fun. Playing lego requires the imagination and
intellect of the players. Lego is also a popular game in the world with various versions. Lego is a
constructive game classified as productive (Kartini & Susilawati, 2018). Following the results of
the initial observations, the researchers found that when they were at TK Aisyiyah ABA Konang
Glagah Lamongan, especially at the age of 4-5 years, they found problems regarding the level of
creativity of children who were considered to be still low, this is seen when the child’s learning
is lacking exploratory.
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Research on the problems found during these observations researchers has reviewed several
previous studies relevant to their research. Research first, namely: regarding the effect of the
application of lego games on the cognitive abilities of group A children in the Surabaya Toddler
Palace Kindergarten, shows that the use of the lego game stated there was a significant influence
on cognitive abilities with the output of the analysis prior to treatments 16.27 and after treatments
36.17 where the value of t count <t tanie, 1.€. 0 <16 (Santi, 2013).

The second study, entitled the influence of lego games on the development of creativity in
children aged 5-6 years at PAUD Melati, Martapura Village, Attitude Dalam, was a quantitative
study and the results of the study stated that the value of pretest the level of undeveloped children
is higher than after being given treatment, so the level of undeveloped children is decreasing day
by day after being given treatment, it is proven from the output values for three days, namely: the
first day of the post-test is 80%, and the pretest results are 45%, the second day it increases to
85% and 60% pretest, and then on the third day the development of creativity is 90% and 65%
pretest so giving lego games is the right way to increase creativity in children aged 5-6 (Diswiko,
2020).

Recent research on the application of learning through play in increasing creativity and fine
motor skills of early childhood in Alkhairaat 1 Kindergarten, precisely in Palu City, states that
the use of learning through unit block games has a significant effect on increasing children’s
creativity and fine motor skills. At the same time, conventional approaches do not affect
increasing creativity. Early childhood in Alkhairaat Kindergarten, so it can be concluded that
learning to use unit blocks is a learning model that can increase creativity and fine motor skills in
early childhood. As the results of the research study above, there are differences with the research
conducted: research locations, learning models, and enhanced development. Thus, this study
examines the influence of the application of lego games in increasing the development of
creativity.

Methods

A research approach is a quantitative approach to the type of experimental research. In this
experiment, the type of pre-experimental design was used. Pre-experimental designs are designs
that have not been truly experimental. With the type of one-group pretest-posttest design, the
method of development is by taking one measurement at the beginning (pretest) before the
treatment and after that another measurement (post-test). The population specified in this study
were all children aged 4-5 years in Aisyiyah ABA Konang Glagah Lamongan Kindergarten,
totalling 15 children.

Research has something important, namely data collection techniques. Because data
obtained from the field through research instruments must be processed and analyzed so that the
results obtained can be used to answer questions in research, the first data collection technique in
this research is observation, used to observe children’s activities before being given treatment
(pretest) and also after being given treatment (post-test). When giving treatments in learning using
lego games, after obtaining the results from observations, the assessment of the instrument used
is the form of a checklist (V), and the measurement scale used is Rating Scale. The second is
documentation in the form of photos of the activities and the results of the children’s work at TK
Aisyiyah ABA Konang Glagah Lamongan, starting from the results of the pretest, treatment, post-
test, which are used as a complement to the research that has been carried out. While the data
analysis used is a Test analysis Paired Sample T-Test using the help application IBM SPPS
Statistics Subscription in facilitating the calculation of research output.

Result and Analysis

Research data shows that the use of lego games has a significant influence on the development of
creativity in children. The data obtained shows that almost all have increased. The average increase
can be seen by analyzing the data before and after giving treatments. The diagram can be presented
to see the improvement of each child starting from the pretest and post-test as follows figure 1.
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PRETEST AND POSTTEST SCORES

Pretest [ Posttest

10
5
0
Figure 1. Pretest and Posttest Scores
Tabel 1. Descriptive Statistics
N Minimum Maximum Means std. Deviation
Pre_Test 15 3 7 4.60 1,352
Post_Test 15 5 10 7,47 1,457
Valid N (listwise) 15

Figure 1 clarified using table 1, and it is found that the minimum and maximum pretest
values are respectively 3 and 7 while the minimum post-test value is five and the maximum post-
test value is 10. The results of the pretest and post-test data can be said to be mutually normally
distributed, so a normality test was carried out using the Shapiro-Wilk test because the sample
used in this study was less than 50 samples (N<50), which aims to be able to get precise and
accurate results.

These results are obtained by looking at the significance value. If the significance value is
> 0.05, then the data is normally distributed. If it is like that, then a paired sample t-test will be
carried out. However, if the significance value is <0.05, an alternative test will be carried out
using the Wilcoxon Test because the data is not normally distributed. This test uses the IBM SPPS
Statistics Subscription application. Following are the results of the normality test process using
the Shapiro-Wilk test.

Table 2. Tests of Normality

Kolmogorov-Smirnov 2 Shapiro-Wilk
Class  Statistics Df Sig. Statistics Df Sig.
Lego Game Results 1 184 15 .185 .890 15 .067
2 243 15 .018 .925 15 231

a. Lilliefors Significance Correction

These results show that the value of df (degrees of freedom) before and after is 15. The
number of data samples for each group is less than 50, so the test is used. Shapiro-Wilk rightly
said. Then to take the results of the output above by using the Sig value before the treatment,
namely 0.067 and Sig after being given the 0.231 treatment, this proves that the two Sig> 0.05
then take the results from the test Shapiro-Wilk can be concluded that the data is normally
distributed and can be continued with the test Paired Sample t-test.

Test paired sample t-test is a test to find the difference in the mean of two samples with
different treatments, provided that the data distribution is normally distributed, such as from the
output results before and after being given lego games in the development of children’s creativity.
This test uses the same software as the normality test, namely the IBM SPPS Statistics
Subscription Application, with the following results table 3.
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Table 3. Paired Samples Statistics

Means N std. Deviation std. Error Means
Pair 1 Pretest 4.60 15 1,352 .349
PostTest 7.47 15 1,457 .376

In the data output of Table 3, a summary of the results of the descriptive statistics was
obtained from the two samples studied, namely the pretest and post-test for using lego games to
increase the development of creativity, the scores of which were respectively between the pretest
and post-test, namely 4.60 and 7.47.

Table 4. Paired Samples Correlation

Significance
N Correlation One-Sided p Two-Sided p
Pair 1 PreTest & PostTest 15 .681 003 005

Table 4 shows the output of the correlation test between the two pretest and post-test data
for using lego games to increase creativity development. Unknown correlation 0.681, the Sig
probability value using one-sided 0.003 <0.05 and two-sided 0.008 <0.05. The previous
correlation value of 0.681 indicates that the correlation before and after has a strong and positive
relationship in using lego games.

Table 5. Paired Sample Test
Paired Differences Significance

95% Confidence
Interval of the

std. i
std. Error Difference One-  Two-
Means Deviation Means Lower Upper Q df  Sidedp Sidedp
Pair Pretest—  -2,867 1.125 291 -3,490 -2,243 - 14 <001 <.001
1 Posttest 9,865

According to the output data in table 5, it is known that the sig value is 0.001 <0.05, so it
can be said that there is a difference in the average pretest and post-test results. It indicates that
there is a significant difference. Therefore Ho rejected and Ha. accepted means that there is a
significant influence on children’s creativity using lego games.

Discussion

Research on the use of lego games in increasing children’s creativity was conducted in October
with five meetings, namely a pretest, three times treatments, and a post-test. The sample in this
study were 5-6-year-old children at TK Aisyiyah ABA Konang Glagah Lamongan, totalling 15
children. Before conducting research at TK Aisyiyah ABA Konang Glagah Lamongan, the
researcher asked permission from the head of the kindergarten.

At the first meeting, the researchers held a pretest or initial observation of children using
indicators that had been designed and found that subjects FAF, FAS, NF, DD, A, KN, and
MHhadlow scores among their friends. Researchers obtained this using two tests through student
worksheets colouring a picture flower garden. The test is also used when performing post-test.
Nothing is different between the pretest and post-test, so we can determine whether there is an
influence before and after treatments.

Treatment in this study was carried out for three consecutive days. Treatment first started
by giving the child the to make a house using lego games with the model ocean toy block container
256 pcs. On the second day of treatment, the children were introduced to a slightly tricky lego
model, namely lego bricks, to make a game they saw in their schoolyard, and the last day of
treatment was to make whatever they wanted using lego sticks.
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This research has proven that lego games can increase creativity in children aged 4-5 years.
It was proven before the treatment of children when given activities regarding their skills. They
still copied many activities, their friends were reluctant to create according to their imagination,
and there was also the same from an existing example that did not want to add any more shapes.
Not only in terms of self-confidence, but if the activities are monotonous, they will feel bored, so
when learning various things such as tracing, cutting, and colouring, children will prefer to talk
to their friends from here it is evident that the lack of creativity in children.

Because creativity is needed to face the future due to increasingly tight global competition,
creativity has many uses for one’s life and society’s life because, without creativity, life will not
progress either individually or in society (Virdianasari, 2021). As is well known, creativity is a
characteristic of individuals according to their environment to bring up new ideas and innovative
products from creative individuals.

Creativity can be an artistic pursuit or a synthesis of ideas that results in more than a
summary (Sitepu, 2019). Creativity may be in several ways, such as making new patterns by
combining information obtained through previous experience so that it is used as a thing to create
new situations (Mariyaningsih & Hidayati, 2020). Creativity must fulfill a function and not just
follow fantasy. The resulting form is in the form of art or procedural, or methodological.

Therefore, in this study, it can be concluded that children’s creativity has increased after
being presented with learning resources using Lego games. It is because children are so excited
and happy using Lego games as a learning resource during the learning process. Following the
treatment given in this study using lego games as a learning resource, they were not only used
during breaks. They began to improvise when assembling and forming legos according to the
teacher’s order. This lego formation activity is also adjusted to the theme used during learning,
not just forming the lego game.

This lego is a game tool that can foster children’s imagination and creativity because it
instils a love of learning in children and motivates them to work. Following the opinion of Jean
Piaget and Lev Vygotsky, children construct their knowledge through reflection on their
experiences. Therefore lego is called a constructive game, as well as blocks or other constructive
games (Acesta, 2019). Lego is a toy used to make buildings, cars, animals, etc. This was disclosed
by Ismail (Kartini & Susilawati, 2018) .

Each lego game model must require the ability to find the right shape of the block both in
size and shape and how to work it in pairing it (Marifah, 2018). It can be a reason to grow self-
confidence in children. They start thinking about the use of colour and suitability in creating their
models. This lego media is a game almost the same as block media, which has similarities in its
constructive nature so that children can build something with the available lego or block media
(Maulida et al., 2018).

This lego game is designed to increase children’s creativity and fine motor skills for
children aged 4-5 years (Rahmandany, 2020). It is obtained following research which proves that
lego games can significantly influence creativity in early childhood. In addition, children can also
recognize mathematical concepts such as heavy, light, long, short, big, small, high, and low.

Following the description of the discussion, the learning process that uses lego is only
centred on the students, not on the teacher, but the teacher is only someone who gives
understanding to children to create processes according to the passion of children in developing
their creative potential. Therefore, one of the exemplary efforts to achieve the goal is to implement
and practice one of the media that can stimulate, such as lego.

The proper stimulation to be given to children should be in the form of learning activities
that are fun and interesting, make children comfortable so that learning does not feel monotonous
and will make it more effective. It is reinforced by a statement from Lloyd & Howe, which
explains that children will not set a time to play alone or engage in certain activities (Wahyu &
Sari, 2013). Similar to Miarso’s opinion that learning media is a tool that can be used to convey
messages and can stimulate thoughts, feelings, and attention in order to increase children’s
learning motivation and provide a planned and managed learning process (Sapriyah, 2019).
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Because if you use suitable media to stimulate children’s development, then it will be one
of the strategies that can be offered to bring out the effect of happiness for children in doing work
and provide support for children to be even more creative. The goal is to be able to express
children’s creative talents through encouragement from learning media. Following a study by
Howard Jones, who conducted research on 52 children aged six years and they were invited to
play lego for 25 minutes. The results showed that children who played lego had a higher level of
creativity than children who were not given Lego games (Kartini & Sujarwo, 2014). Thus the
discussion of the research results obtained by researchers to determine the level of success of lego
games in increasing the development of children’s creativity at Kindergarten Aisyiyah ABA
Konang Glagah Lamongan which shows a significant influence on increasing the development of
children’s creativity, therefore Lego games are an excellent choice to encourage creative power
children.

Conclusion

As with the results of the research above, this study concluded that there was an influence of lego
games in improving the cognitive development of children aged 4-5 years at TK Aisyiyah ABA
Konang Glagah Lamongan. It is evidenced by the average results of when pretest and post-test,
each of which has a value of 4.60 and 7.47, then analyzed using test paired t-test output the
probability value, namely Sig by using one-sided 0.003 < 0.05 and two-sided, namely 0.008 <
0.05. it indicates that Ho rejected and Ha accepted means that there is a significant influence on
increasing the development of children’s creativity by using lego games.

Declarations

Author contribution statement

Id’ha Tutfi Ulkhatiata conceived the presented idea and developed the theory of early childhood
education, lego games, and creativity. Sigit Purnama verified the analytical methods. All authors
discussed the results, and contributed to the final manuscript.

Funding statement

This research received no specific grant form any funding agency in the public, commercial, or
not-for-profit sectors.

Data availability statement

The datasets generated during and/or analysed during the current study are available from the
corresponding author on reasonable request.

Declaration of interests statement

The authors declare that they have no known competing financial interests or personal
relationships that could have appeared to influence the work reported in this paper.

Additional information
Correspondence and requests for materials should be addressed to idhatutfiulkhatiata@gmail.com.
ORCID

Id’ha Tutfi Ulkhatiata https://orcid.org/0000-0001-7498-2578
Sigit Purnama https://orcid.org/0000-0002-9763-3802

183



The Effect of Lego Games... Id’ha Tutfi Ulkhatiata, et al

References

Acesta, A. (2019). Kecerdasan Kinestetik dan Interpersonal Serta Pengembangannya. Media Sahabat
Cendekia.

Albanese, A. M., Russo, G. R., & Geller, P. A. (2019). The role of parental self-efficacy in parent and child
well-being: A systematic review of associated outcomes. Child: Care, Health and Development,
45(3), 333-363. https://doi.org/10.1111/CCH.12661

Amini Mukti. (2014). Hakikat Anak Usia Dini. Universitas Terbuka

Barton, G. (2014). Literacy in the Arts: Retheorising Learning and Teaching. Springer Science & Business
Media.

Bers, M. U., Flannery, L., Kazakoff, E. R., & Sullivan, A. (2014). Computational thinking and tinkering:
Exploration of an early childhood robotics curriculum. Computers & Education, 72, 145-157.
https://doi.org/10.1016/J.COMPEDU.2013.10.020

Brostrom, S. (2006). Care and education: Towards a new paradigm in early childhood education. Child and
Youth Care Forum, 35(5-6), 391-409. https://doi.org/10.1007/S10566-006-9024-9/METRICS

Davis, P. E., King, N., Meins, E., & Fernyhough, C. (2022). “When my mummy and daddy aren’t looking
at me when I do my maths she helps me’; Children can be taught to create imaginary companions:
An exploratory study. Infant and Child Development, e2390. https://doi.org/10.1002/ICD.2390

Diswiko, E. (2020). Pengaruh Permainan Lego Terhadap Perkembangan Kreativitas Anak Usia 5-6 Tahun
di PAUD Melati Desa Martapura Kec.Sikap Dalam. Institut Agama Islam Negeri Bengkulu.

Fahyuni, E. F., & Arifin, M. B. U. B. (2021). Child-Friendly Through Hizbul Wathan in Indonesia
Muhammadiyah School. Proceedings of the 1st Paris Van Java International Seminar on Health,
Economics, Social Science and Humanities (PVJ-ISHESSH 2020), 535, 132-139.
https://doi.org/10.2991/ASSEHR.K.210304.030

Green, J., Staff, L., Bromley, P., Jones, L., & Petty, J. (2021). The implications of face masks for babies
and families during the COVID-19 pandemic: A discussion paper. Journal of Neonatal Nursing,
27(1), 21-25. https://doi.org/10.1016/J.JNN.2020.10.005

Kartini, K., & Sujarwo, S. (2014). Penggunaan Media Pembelajaran Plastisin untuk Meningkatkan
Kreativitas Anak Usia. JPPM: Jurnal Pendidikan dan Pemberdayaan Masyarakat, 1(2), 199-208.
https://doi.org/10.21831/jppm.v1i2.2689

Kartini, & Susilawati, I. (2018). Pengaruh Media Pembelajaran Lego untuk Meningkatkan Kreativitas Anak
Usia Dini. Dunia Anak: Jurnal Pendidikan Anak Usia Dini, 1(2), 34-43.
https://doi.org/10.31932/jpaud.v1i2.386

Kauschke, C., Bahn, D., Vesker, M., & Schwarzer, G. (2019). Review: The role of emotional valence for
the processing of facial and verbal stimuli - positivity or negativity bias? Frontiers in Psychology,
10(JULY), 1654. https://doi.org/10.3389/FPSY G.2019.01654/BIBTEX

Liang, L., Li, H., & Chik, A. (2020). Two countries, one policy: A comparative synthesis of early childhood
English language education in China and Australia. Children and Youth Services Review, 118,
105386. https://doi.org/10.1016/J.CHILDYOUTH.2020.105386

Marifah, A. (2018). Peningkatan kemampuan kognitif dalam mengenal bentuk geometri melalui permainan
konstruktif pada Kelompok A di TK Hikari. UIN Syarif Hidayatullah Jakarta.

Mariyaningsih, N., & Hidayati, M. (2020). BUKAN KELAS BIASA: Teori dan Praktik Berbagai Model dan
Metode Pembelajaran Menerapkan Inovasi Pembelajaran di Kelas-Kelas Inspiratif. CV. Kekata.

Maulida, D. A., Hendrawaijaya, A. T., & Imsiyah, N. (2018). Hubungan Antara Permainan Lego Dengan
Perkembangan Kognitif Anak Usia Dini di Play Group Al-Irsyad Al-Islamiyyah Jember. Jurnal
Edukasi, 5(1), 9-11. https://doi.org/10.19184/jukasi.v5i1.8003

Rahmandany, E. (2020). Implementasi Media Lego Konstruktif dalam Mengembangkan Motorik Halus
pada Anak Kelompok B di RA Al Hilal 3 Pucangan Kartasura Tahun 2019/2020. Institut Agama
Islam Surakarta.

184



GOLDEN AGE: Jurnal Ilmiah Tumbuh Kembang Anak Usia Dini Vol. 7(4), December 2022

Rhodes, M., Rizzo, M. T., Foster-Hanson, E., Moty, K., Leshin, R. A., Wang, M., Benitez, J., & Ocampo,
J. D. (2020). Advancing Developmental Science via Unmoderated Remote Research with Children.
21(4), 477-493. https://doi.org/10.1080/15248372.2020.1797751

Sapriyah, S. (2019). Media Pembelajaran dalam Proses Belajar Mengajar. Diklat Reviw: Jurnal Manajemen
dan Pelatihan, 2(1), 470-477. https://doi.org/10.35446/diklatreview.v3i1.349

Sitepu, A. (2019). Pengembangan Kreativitas Siswa. Guepedia.
Susanto, A. (2021). Pendidikan Anak Usia Dini: Konsep dan Teori. Bumi Aksara.
Tedjasaputra, M. S. (2001). Bermain, Mainan dan Permainan. Grasindo.

Utomo, P., & Alawiyah, I. (2022). Family-Based Character Education: The Role of Parenting as the Basic
of Character Education for Elementary Children. Journal of Primary Education (JPE), 2(1), 1-9.
https://doi.org/10.29300/HAWAPSGA.V411.6888

Veraksa, N. E., Veresov, N. N., & Sukhikh, V. L. (2022). The play matrix: a tool for assessing role-play in
early childhood. 30(3), 542-559. https://doi.org/10.1080/09669760.2022.2025582

Virdianasari, N. (2021). Analisis Pengaruh Kreatif Dan Inovatif Di Dunia Bisnis Kewirausahaan Dalam
Perspektif Ekonomi Islam. Niqgosiya: Journal of Economics and Business Research, 1(1), 37-47.
https://doi.org/10.21154/niqosiya.v1i1.81

Wahyu, D., & Sari, P. (2013). Pengaruh Bermain Plastisin Terhadap Kreativitas Anak Usia 5-6 Tahun
Ditinjau dari Bermain Secara Individu dan Kelompok ( The Influence of Playing Playdough Toward
5-6 Years Old Child Creativity Viewed from Individually and Grouply Playing). Jurnal Psikologi
Pendidikan dan Perkembangan, 2(03), 218-225.

Watini, S. (2020). Implementation of Asyik Play Model In Enhancing Character Value of Early Childhood.
Journal of Physics: Conference Series, 1477(4), 042055. https://doi.org/10.1088/1742-
6596/1477/4/042055

Yuliantini, T., Asih, D., Sudiro, A., Apriadi, I., Yuniarinto, A., Suryadhi, J., & Kurniawan, D. (2021).
Online-Learning Program to Develop Leadership on Student Council Organisation. ICCD, 3(1),
303-307. https://doi.org/10.33068/ICCD.VOL3.1S51.366

185



The Effect of Lego Games... Id’ha Tutfi Ulkhatiata, et al

186



