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ABSTRACT

Empathy is a crucial aspect of early childhood social-emotional development, yet it has not been
optimally addressed in early childhood education (PAUD), which still tends to focus on academic
and verbal aspects. A lack of direct social experiences and excessive use of electronic devices also
contribute to low levels of empathy in children. Therefore, there is a need for interactive learning

media that can help teachers stimulate empathy in a concrete way.

This study employs a design method using Robin Landa’s 5-phase design process approach. Data
were collected through observation, interviews, and Focus Group Discussions (FGDs), and
analyzed using the SW+1H method, fishbone analysis, and Consumer Insight to develop the

concept and design direction.

The design outcome is an educational board game based on role-play, designed as a social-
emotional learning medium for children aged 5—6 years. This game integrates everyday life
scenarios and sensory play activities to help children recognize emotions, understand others’

perspectives, and practice prosocial behavior through direct experience.

The designed medium is expected to assist teachers in delivering social-emotional learning in a
more interactive manner, so that children not only understand the concept of empathy theoretically

but are also able to apply it in their daily lives.

Keywords: Social-Emotional Learning, Early Childhood Education, Learning Media, Board
Game, Role-play
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This design is motivated by the importance of developing empathy and prosocial behavior in early
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‘22 and all parties who have assisted and supported the process of designing this report until its

completion.

In closing, the author hopes that this report and design can be beneficial and serve as an alternative

social-emotional learning medium for early childhood.

Surabaya, 20 May 2026

Chatarina Wihelmina

vi



TABLE OF CONTENT

DN o 1 20 D V. N N N R II
AGREEMENT PAGE ....uouiiiinininnisninsisisisessesssssssssisssssissssssssssssssssssssssssssssossssssssssssssssssssons 11
ABSTRACT ..cuuiuiiirinnnssisnississisissesssssssssssssssisssssissssssssssssssssssssssssssstssssssssssssssssssssssssssssssssssssssssss \%
FOREWORD......oouiitiiinininsnntisnissississississsssssssssssssisstsstssssssssssssssssssssssssssstossesssssssssssssssssssssanes VI
TABLE OF CONTENT ....couiniiinininicsinsenssssssssississssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssons VI
TABLE OF FIGURES.......uuonitiitininininsenssnsnisanssississsssssssssssssssssssssstsssssssssssssssssssssssssssssssossossns X
LIST OF TABLE ...uucouiiinininninisnicissisissssssssssssissssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssses XTI
CHAPTER 1 INTRODUCTION ...cucoviirinrensensunssnssessississessessessssssssssssssssssssssssssssssssssssssssssssssssssanes 1
L1, BacK@IOUNG ..ottt ettt ettt ettt e et e rbe e e nbeenseeenaeenne 1
1.2 Problem Identification ............ccocuoriiiiiiiniiieei ettt 3
1.3, ReSearch QUESTION .......c..iiiuiiieiiie ettt ettt et e et eeaa e e etaeeeteeeeabaeeeaseeessseeennseeennns 4
1.4, Research LIMITAtIONS ........coouiiiiiriiriiiiiienieeteeit ettt ettt sttt ettt enne s 4
1.5, DESIZN ODJECLIVES. ..cccutieiieeiiietieeiieeiee et ettesteesttesteebeesabeesseesabeesseessseeseessseenseassseenseessseenns 4
1.6. Benefits 0f the DESIZN .....oovviiiiiiiieiiecie ettt ettt e e et e saae e 5
1.6.1.  Benefits for the ReSearcher............coceiiiiiiniiniiiineeee e 5
1.6.2.  Benefits fOr SChOOIS ......ccuiiiiiieiiiieeee e 5
1.7.  DeSign FrameWOTK .........c.cocuiiiiiiiiieiieeiieie ettt ettt et iae et e b e et e snae e 6
CHAPTER 2 LITERATURE REVIEW AND EXISTING STUDIES.....ccccccceesrrareccscassecsnes 7
2.1.  Operational Definitions of the Title..........ccoociiiiiiiiiniieiee e 7
2.1.1.  Definition of Board Game .............ccecueriiiierieniiiienieieeiesiese et 7
2.1.2. Definition 0f ROIE-Play.......c.cccoiiiiiiiiiiiiiieeieeee et 7
2.1.3.  Definition of Educational Media ...........cccoeoieriiiiniiniiiiiieinieseeieeeseeesee e 7
2.1.4.  Definition of Social-Emotional...........cccecirieriiiiiniiiieienieeeieseeeee e 7
2.1.5.  Definition of Early Childhood ...........cccoiiiiiiiiiiiiiiieeeee e 8
2.2, Theoretical FrameWOTK .........ccccooiiiiriiiiiiiiiieieniete ettt st 8
2.2.1.  Early Childhood Development .............ccoovieiiiiiiiiniieiieeieeieeeie e 8
2.2.2.  Empathy in Young Children ..........ccccoooiiiiiiiiiiniiiiieieeie et 9
2.2.3. Prosocial BEhavior........ccccoouieiiiiiiiiiieiieieeieeeeeee e e 10
2.2.4.  Early Childhood EAUCAtiON.........ccceeiiiiiiiiiiieiiieiieie ettt 10
2.2.4.1 Social-Emotional Learning (SEL) ......ccccooiiiiiiiiiiiiiiiieieeieeeeee e 11
2.2.4.2 Role-Play in Early Childhood Education.............ccccceevieriieniiiniiinienieeieeieeene 12
2.2.43  Sensory Play Learning ..........cccceeeeuieriieriieniienieeiee et et ste et e e eieeeveessaeensae s 12

vii



2.2.5. GAIMIES ..ottt ettt e e e e e e ettt eeee e e e e et e et aeeseeeeaaaaaaeseeeeerar s 13

2.2.6. Bo0Ard GAMES. ... .eoueiiirieriieieeiesit ettt sttt st a ettt st 13
2.2.6.1. Board Games for Children ...........ccccooevieiiiiiinieiiiencee e 14
2.2.6.2. Board Game COMPONENLS ......cc.eerrieriierrieriienieeieeateesseesreeseessseenseessseesseassseenseens 16

2.2.7.  Visual Communication DESIN..........ccocueriiieriiiiiiieniieeiienie ettt iee e 18

2.2.8.  EXISHNG STUAIES ..eoovieiiiieiieiiieiieeie ettt ettt ettt e ettt e eteeseesbe e seeenbeeseesnseenseens 22

2.2.9. ComMPArative StUAY.....cc.eeiiieiieiieeieeee ettt ettt et eeebe s ennas 24

CHAPTER 3 METHODOLOGY OF DESIGN ....uucoieiivinrensensunssnsnnssnssissessesssssssssssssssssssssssnces 27
3.1, DeSiN MEthOd......cooiiiiiieiiece ettt ettt aee 27
3.2, DESIZN ODJECL....eiuiieiiieiiieiie ettt ettt et ettt e et e et e tbe et e et e e bt e snbeeteeeabeenbeasnneesaens 28
3.3, Data Collection TEChNIGUES .........ceocuieriieriieiieeieeie ettt ettt sire et e seneesee s 28

33,1 Primary Data....c.cooiieiiiiiiciieie ettt ettt e ennee 29

3.3.2. SecoNAAry DAt ........eoiuiiiiiiiieeiiee e 33

3.3.3. Target AUIENCE....c.ueieiieiieeiieie ettt ettt ettt e s eaeeseeennas 33

3.4.  Data Analysis TEChNIQUES........ccoiiiiieriieiiieiieeie ettt et e be et e e e beeseaeeseens 34

34.1. Interview Data ANALYSIS.....ccccoiieiiiiiireiiieiie ettt ettt eee ettt beesne e 34

3.4.2.  Analysis of the Focus Group DiSCUSSION ........cccuieriieriiiesiieiieeiieeieeieeeve e sve e 41

3.4.3.  Analysis of Observation Data ............ccceeriiiiiiiiiiiiiieeeetee e 42

34.4. SW A TH ANALYSIS.c.uiiiiieiiiieiieiie ettt ettt ettt ettt et e e aeeaeeenseenseennnas 44

3.4.5. FiShDONE ANALYSIS ...ccviiiiiiiiieiiieieeeie ettt ettt ettt et esibeebeessaeenseens 46

3.4.6. Consumer Insight ANalySis.......cccccieviiiiiiiniiiiieieeieee e 46

3.4.7. CONSUMET JOUITICY ...eeiuviieauiiieeiiieeniieeniteeritteeriteeeiteesiteestteesabteesabeeesabeeesaseessseesnnseas 47
3.4.7.1. POINt Of CONLACE ..ottt sttt s 49

3.5, Data SYNERESIS...ceiiieiiiiiiiiie ettt ettt et ettt e et eseb e e st e enbeenbeesnbeeseens 49

3.5.1.  Unique Selling Point (USP) ......ccciiiiiiiieiieieee ettt 50
CHAPTER 4 DESIGN CONCEPT AND IMPLEMENTATION .....cccceccevenvensensensensucsassncnees 52
4.1, Concept FOrMUIAtION ........ccviiiiiiiieiieiie ettt ettt et eesaee b e e 52

4.1.1. CreatiVe COMCEPL...cuvieiieeiieeiieriieeiteeeite et e etee et esteeereesaeeesbeenseesnbeebeesnseeseesnsaenseennnas 54

4.1.2. VEerbal CONCEPL ...oevieiiieiieeiieeiteeite ettt ettt ettt et sbe et eeabe e saeesbeeseeenseenseens 55

4.1.3. ViISUAL CONCEPLS ..ouvieniiieiiieiieeiteeie ettt et eette et e stteeteesteeesbeeseesnbeesaessseeseessseenseens 59

414, MeEdia CONCEPLS ..eevieeieeiieiieeiteeite et e ette et estteeteestteebeessaeenaeeseesnseenseessseeseesssesseens 64

4.2, DESIZN PTOCESS ...eeeuvieiieiiieiie ettt ettt ettt et estte e te e st e e bt essaeebeeesseesseassseenseesnseenseennnas 65

421, PaWN DESIZN ..eiiiiiiieiiieiiecie ettt ettt ettt ettt e eibe et e e be e teeenbeebeeenbeeneen 65

viii



4.2.2. GAME BOATA ..o 67

4.2.3. SPINNET DESIZN....eiiiiiiiieiieiie ettt ettt ettt e et esateenbeessaeeseesaseenseennnes 68
4.2.4. CATAS .ttt ettt ettt a et h et 69
4.2.4.1. ACHON CATAS ..oviiiiiniiiiieieete ettt sttt 69
4.2.4.2. Problem Cards........ccccocuerieriiriinieieeiesieeteee et 70
4.2.5.  HOTE PUZZIC ....cciiiiiiiiiieeee et 71
4.2.6. EmOtiON MINIALUIES ......ovuieiieiiiiieiiiiesiteteete sttt sttt st sie et sb et saee e 72
4.2.77. Packaging DESIZN.........ccciiiiiiiiiiiiieiieiie ettt ettt ettt e et e et e enbeebeeenseeneen 73
4.3, Design ImMplementation...........ccceeieeriierieeiiienie ettt ettt et e e e beesaaeenbeenenas 74
43,1, Main MEIUML ..ottt ettt sttt s 74
3.5.2. SUPPOTEING MEAIA......cuiieiiiiiieiieie ettt ettt et e b e enseesenes 78
3.6.  Project Bud@et Plan.........cocoooiiiiiiiiiieiece e 80
CHAPTER 5 CONCLUSION....ccoiiinicsinsensenssnsssssissessisssssssssssssssssssssssssssssssssssssssssssssssssssssssssnses 82
5.1 CONCIUSION. ...ttt ettt sttt ettt et st e bt et eaeenaes 82
5.2 ReCOMMENAALIONS......cc.titiriiirtieieriierteete ettt ettt et et ste ettt sb et satesbeebesaeesbeenteeaeenaes 82
BLIBIOGRAPGHY ...uucuiiinininninnisnissississessessssssssssssssssssisssssssssssssssssssssssssssssssossssssssssssssssssssanes 83
APPENDIX .cucouiiiiiinistinisinissessssssnssissississssssssssssssssssssssssssstossossssssssssssssssstssssssosssssssssssssssssssssns 86
AL Pt LETEET ..ottt sttt sttt ettt et 86
B. Thesis Assistance Record FOrM.......cccoviiiiiiiiiiiiiiiiiiceeeee e 87
C.  Observation and INTEIVIEWS .........ccueiiiriiriiiieniieie ettt sttt ettt sttt 90
D. Exhibition DOCUMENtAtION ........ccueiiiiiiriiiiiiiieniceieet ettt e 97

X



TABLE OF FIGURES

Figure 1.7.1 Design FramewWork ..........cccoiiiiiiiiiiiiiiienieseeee ettt 6
Figure 2.2.1 Candy Land board Zame..........coceevueriiriiniiiienieienieneeteeeseee e 14
Figure 2.2.2 Snakes and Ladders .........ccceeieriiiieriiniieeeneeeseeeee e 15
Figure 2.2.3 Ludo Board Game.........cc.cecueeieriiiiienieniieieetesetee ettt 15
Figure 2.2.4 Who is it? Board Game ...........coceeveriiniiiniiiienieieeeseeeee e 15
Figure 2.2.5 The Game of Life JUNIOT .........coiiiiiiiiiiiiiiicnieeecceeee e 15
Figure 2.2.6 Outfoxed board ame .............ccoeiviiiiiiiiiiiienieieeeee e 16
Figure 2.2.7 Types of Boards for Board Games ............cccevieveriiniiiinieniereeieeceeeseee e 16
Figure 2.2.8 Example of tokens in board game I...........ccccoocieiiiiiniininiiiccceee 17
Figure 2.2.9 Example of tokens in board game IL..............coccoiiriiiiiiiiiniiieccceee 17
Figure 2.2.10 Example of cards in a board game ..........cccceveeveriinieniinienieeeeccceeseeeee 17
Figure 2.2.11 Example of a board game di€ ...........coceeverieniiniiiiniiiicieeeeeeece e 18
Figure 2.2.12 Example of a board game SPINNET ..........cccuevierierierienieeienieieeeesieeie e 18
Figure 2.2.13 Example of a board game rulebook...........cccoeeviriiniiiiiiiniiiccceeee 18
Figure 2.2.7.1 Example of an illustration on a board game package............ccoeeverciienienciieneennen. 19
Figure 2.2.7.2 Example of a layout in @ board game ............ccceeoueviiiiniinieniniencccceeeee 20
Figure 2.2.7.3 Example of a layout on a board game package ...........ccccoeveeriieiieniieniieniieieeee, 20
Figure 2.2.7.4 Primary COLOTS ....c.oiiiiiiiiiieniieieeteste sttt sttt sttt st 20
Figure 2.2.7.5 SeCONdAry COLOTS ....c..uiiuiiiiiieriiiieiiesieete ettt st 20
Figure 2.2.7.6 NeUtral COLOTS ....coouiiiiiiiiiiiiiniieieee ettt 21
Figure 2.2.7.7 Example of board game typography..........cccceeeeeviieiiieiiieniienieeiieeie e 21
Figure 2.2.8.1 Book Let’s Learn: Doing GOod..........cccerieriiniriiniiniieieneeeseeseeeee e 22
Figure 2.2.9.1 Board Game Feelinks (Second Edition) ...........ccoecueeviieiiienieniieiiecieeeeeeeieee, 24
Figure 2.2.9.2 Board Game Feelinks Game Play...........cccccocieviriiiiiiiiniiniieeeceeee 25
Figure 3.3.1 Documentation of the FGD and observations of students while playing. ................ 31
Figure 3.3.2 Documentation of filling out the guide sheet. ............cccoeevieiiiiiiiiiiienieee, 32
Figure 3.3.3 Documentation of the FGD and student observations during play. ...........ccccuee.e.. 32
Figure 3.3.4 Documentation of observations of visual WOrks. .........ccccecevieririiniincnienienenne 32
Figure 3.4.1 FiShDONE analysis........c.coeiiiiiiiriiiieiieniceiectesee et 46
Figure 3.4.2 Consumer DWAaYNE. ......cc.ccouiiiiriiiriiiiiniiiieeiesttee ettt st 47
Figure 4.1.1 Example of a board game’s visual Style. .........ccccevvieriiiiniiinieninieccceeee 59



Figure 4.1.2 Example of a board game’s visual Style 2.........ccccoceviiiiniinienenienieecieneeeee 59

Figure 4.1.3 Example of @ decorative fOnt. .........coceiiiviiiiniiniiienieeeeeeeeeee e 60
Figure 4.1.4 POPPINS FONL. ......ooiiiiiiiiiiiiiie ettt ettt ettt et ae et e sateenbeeennas 60
Figure 4.1.5 Bright color Palette. ........c.ooiiiiiiiiiiiiieieeee e 61
Figure 4.1.6 Color palette referenCe. .......cooueviiriiriiriiieetesteeeee e 61
Figure 4.1.7 Example of a board game board. ...........cccoeoueriiiiiiiniiniiienieeeeeeesee e 62
Figure 4.1.8 Example of a board game board 2.............coceviiiiiiiniininieiieeeceeeseee e 62
Figure 4.1.9 Example of board game packaging. ..........c.cccceeviiniiiiieniiieniecie e 62
Figure 4.1.10 Example of board game packaging 2 ...........ccoeceeviieriieriieeniienieeieeeie e 63
Figure 4.1.11 Example of a star COMPONENL. ..........coeeviiiiiriiiiriiiieieeeseeeee e 63
Figure 4.1.12 Example of @ goal puzzle. .........cccooieviiiiiiiiiiiiiieeeeeeeeeee e 63
Figure 4.1.13 Example of a narrative card..........c.cooeeveiieniiniiiinieieeeseeeeeseee e 64
Figure 4.1.14 Example of @ rulebook...........coiiiiiiiiiiiiiiieeeeeee e 64
Figure 4.2.1 Pawn design alterNatiVes. ........coceevueriiriiinieiienieieneseecee sttt 66
Figure 4.2.2 Results of the pawn design poll..........cccoeiiiiiiiiiniiiieeeee e 66
Figure 4.2.3 FInal paWn deSIZN. ....ccuiiiiiiiiiieiieie ettt ettt ettt e b e sateenbeesnnes 67
Figure 4.2.4 Alternative board deSIZN..........coverieriiriiniiiieniiee et 67
Figure 4.2.5 Final Board DESI@N.......cc.covuiiiiiiiiiiiiienieeieeestee ettt 68
Figure 4.2.6 AIernative DESIZI........oviiiiiiiiriiiieiieieee ettt et st 68
Figure 4.2.7 FInal SPINNer deSIZN........c.cevireiiiiriieiiienieeiteeiie et e site et e steeieesiaeesbeesaaeeseesaseenseennnas 68
Figure 4.2.8 Alternative design of action Cards ..........cccoecverieririeniinieieneeeee e 69
Figure 4.2.9 Results of the action card SUIVEY. .......cccceveiierieiiniinieieeeee e 69
Figure 4.2.10 Final action card desi@N.........coceevueriiriiiniiiienieieniesieeteee st 70
Figure 4.2.11 Alternative problem Cards ..........cccocueriiriiienienirieseeeeee e 70
Figure 4.2.12 Final Problem Card DeSIN ..........cocueviiriiiiinieiiiierieeieeeseee e 71
Figure 4.2.13 Alternative HOre PUZZIE ........cocoooiiiiiiiiiiiiiieeeeeeee e 71
Figure 4.2.14 Final "HOTe" PUZZIC ........cc.oiiiiiiiiiiiiee e 72
Figure 4.2.15 Alternative emotion design L........ccccooiiviiiiiniiiiiiinieeeeeee e 72
Figure 4.2.16 Alternative emotion design 2........ccceveivuirierieninienieieeeseeie et 73
Figure 4.2.17 Final emotion deSIZN .....cccuevieriiiiiiriiniiiieeiestteie ettt 73
Figure 4.2.18 Packaging alternatif design...........coceveiviiiiniiniiiiieeeeeeee e 73
Figure 4.2.19 Final PaCKa@ING ..........cooviiiiieiiiiie ettt ettt et e e e e 74
FIgUre 4.3.1 BOAT .....coouiiiiiiiiiieieee ettt sttt et 74

Xi



Figure 4.3.2 PACKAZING ....cveiiuiiiiiiiiieieee ettt ettt ettt et e et esaae et e e saseenseennnas 75

Figure 4.3.3 Problem Cards ........oc.oiieiiiiiiienieieeeee et 75
Figure 4.3.4 ACHON CATd ....oouiiiiiiiiiieiieiect ettt sttt st e 75
Figure 4.3.5 HOOTAY PUZZIC......cccuiiiiiiiieiie ettt ettt ettt et esate b e ennes 76
Figure 4.3.6 Star MATK ......oooveiiiiiiieiieec ettt 76
Figure 4.3.7 EMOtION MINIALUIE ........ovuiiiiiieriieieeiiesieeie ettt sttt s enae e 76
Figure 4.3.8 RUIEDOOK. .......ooiiiiiiiiiiiiciec et 77
Figure 4.3.9 GUIAE DO0J ....veevieiiiiiiiieieeie ettt ettt sttt et e 77
Figure 4.3.10 Fan and plastiCiNe ..........cccueeieriirieriiniieieeteseteie ettt st e 78
Figure 4.3.11 T-ShirtS MEdia......cc.eooiiiiiiiiieiieieeeeee et 78
Figure 4.3.12 PINS MEAIA ...cc.eeruiiiiiiiiieieeieseeee ettt sttt st 78
Figure 4.3.13 Keychain Media.........coeeiiiiiriiiieiieieeeee et 79
Figure 4.3.14 Wall clock mMedia........cc.oovuiiiiiiiiiiiiiiiiieeeee e 79
Figure 4.3.15 Pen holder Media........ccceouiiiiriiiiiiiiiiiiieeeeee e 80
Figure 4.3.16 SCKET MEAIA ......coouiiiiiiiiiiieieeeeeee ettt 80

Xil



LIST OF TABLE

Table 2.2.8.1 Analysis of EXiStINg StUdI@S ........cccuieriiiiiiiiieiiieieeie et 22
Table 3.4.1 Table of the Informant’s Activities Monday—Thursday ..........cccccecuvevieriienienieennens 47
Table 3.4.2 Table of Friday Guest Speaker Activities Friday ..........ccccceeevieriinciiinieiiieiecieeiee 48
Table 3.4.3 Table of Guest Speaker Activities for the Weekend............cccooeeeviiiiiiniiininniieinn. 48
Table 4.1.1 KeYWOTrd CRATT.........cooiiiiiiiieiii ettt ettt et e ae e e seaeebeessseeseens 52
Table 4.2.1 Results of the Problem Card Interview Poll .............coccieiiiiiiiiiiiiiieieeeeeeiee 71
Table 4.2.2 Results of the Puzzle Interview Poll..........ccccooiiiiiiiiiiiiiiieeeee 72
Table 3.7.1 Project Budget PIan ...........cccooiiiiiiiiiieeeeee ettt 80

Xiii



