BLIBIOGRAPGHY

Alim, B., & Darmo, B. (2023). REDESIGN LOGO OF INTERIOR DESIGN COMPANY AS AN EFFORT
TO IMPROVE COMPANY’S IMAGE. International Journal of Application on Social Science and
Humanities, 1(1), 364-373. https://doi.org/10.24912/ijassh.v1i1.25818

Alotaibi, M. S. (2024). Game-based learning in early childhood education: A systematic review and meta-
analysis. Frontiers in Psychology, 15. https://doi.org/10.3389/fpsyg.2024.1307881

Ambrose, G., & Harris, P. (2018). The fundamentals of graphic design (First ed). AVA Publishing SA.
https://doi.org/10.5040/9782940476008

Arjulayana, A. (2025). Sensory Play in Early Childhood Education: The Key to Stimulating the Brain and
Creativity of Young Children. Journal of Gemilang, 2(3), 23-33. https://doi.org/10.62872/rtjsfx19

Asmara, B., & Rulyansah, A. (2024). Play to Resolve: Educational Games as a Pathway to Conflict Resolution
for Early Learners. AL-ISHLAH: Jurnal Pendidikan, 16(3).
https://doi.org/10.35445/alishlah.v1613.5528

Astuti, B., Purwanta, E., Bhakti, C., Kurniasih, C., & Ghiffari, M. (2024, April 30). Mining the Gold:
Development of a Board Game to Increase Social Awareness of Junior High School Students’ Social-
Emotional Learning. Proceedings of the 2nd International Conference on Environmental, Energy, and
Earth Science, ICEEES 2023, 30 October 2023, Pekanbaru, Indonesia.
https://eudl.eu/doi/10.4108/eai.30-10-2023.2343080

Bulgarelli, C., & Jones, E. J. H. (2023). The typical and atypical development of empathy: How big is the gap
from lab to field? Jepp Advances, 3(1), €12136. https://doi.org/10.1002/jcv2.12136

CASEL. (2020). About CASEL. CASEL. https://casel.org/about-us/

Chen, J. J., Rivera-Vernazza, D. E., Lin, J. C., & Spricigo, A. (2026). An Observational Study of Prosocial and
Antisocial Behaviors in Preschool Children: Behavioral Patterns, Developmental Trends, and
Contextual Differences. International Journal of Early Childhood, 58(1), 499-525.
https://doi.org/10.1007/s13158-026-00491-3

Costa Martins, M., Santos, C., Fernandes, M., & Verissimo, M. (2022). Attachment and the Development of
Prosocial Behavior in Children and Adolescents: A Systematic Review. Children, 9(6), 874.
https://doi.org/10.3390/children9060874

Eisenberg, N., Zuffiano, A., & Spinrad, T. L. (2024). Are prosocial tendencies relevant for developmental
psychopathology? The relations of prosocial behavior and empathy-related responding to
externalizing problems, internalizing problems, and autism spectrum disorder. Development and
Psychopathology, 36(5), 2207-2217. https://doi.org/10.1017/S0954579424000063

Garcia-Fernandez, C. M., Romera, E. M., Monks, C. P., & Ortega-Ruiz, R. (2023). Peer Aggression and
Victimisation: Social Behaviour Strategies in Early Childhood in Spain | Early Childhood Education
Journal. 51, 837-849. https://doi.org/https://doi.org/10.1007/s10643-022-01348-9

Hinebaugh, J. P. (2009). 4 Board Game Education: Rowman & Littlefield Publishers.
https://doi.org/10.5771/9781607092612

Hoffman, M. L. (2001). Empathy and Moral Development: Implications for Caring and Justice. Cambridge
University Press.

Indriati, T., Sutrisno, S., & Yuniarti, Y. (2025). Penggunaan Gadget Dalam Perkembangan Sosial Emosional
Anak Usia Dini. Jurnal Caksana : Pendidikan Anak Usia Dini, 8(1), 127-133.
https://doi.org/10.31326/jcpaud.v8il.2256

Indriyani, R., Taswadi, & Sobandi, B. (2024). Analysis of Cognitive Development Theory by Jean Piaget on
Color Games on Early Childhood Development. EdulLine: Journal of Education and Learning
Innovation, 4(4), 504-511. https://doi.org/10.35877/454R1.eduline3068

INP Polri, P. (2023). 36 Percent of Student Vulnerable to Bullying: National Assessment Reports | INP |
Indonesian National Police. https://inp.polri.go.id/artikel/36-percent-of-student-vulnerable-to-
bullying-national-assessment-reports

Juul, J. (2011). Half-Real: Video Games between Real Rules and Fictional Worlds. MIT Press.

83



Kaur, S., Espenhahn, S., Bell, T., Godfrey, K. J., Nwaroh, C., Giuffre, A., Cole, L., Beltrano, W., Yan, T.,
Stokoe, M., Haynes, L., Hou, T. Y., Tommerdahl, M., Bray, S., & Harris, A. D. (2022). Nonlinear age
effects in tactile processing from early childhood to adulthood. Brain and Behavior, 12(7), €2644.
https://doi.org/10.1002/brb3.2644

Kemendikdasmen. (2021). Data Kebudayaan Kemendikdasmen.
https://referensi.data.kemendikdasmen.go.id/pustaka/paud?utm_source

Komdigi. (2025, February 27). Kementerian Komunikasi dan Digital. Komitmen Pemerintah Melindungi Anak
Di Ruang Digital. https://www.komdigi.go.id/berita/artikel/detail/komitmen-pemerintah-melindungi-
anak-di-ruang-digital

Kurnianingrum, T. P. (2023). DARURAT KASUS PERUNDUNGAN ANAK DI DUNIA PENDIDIKAN
INDONESIA.

Kurniati, E. (2025). Teori Sosiokultural Vygotsky untuk Anak Usia Dini. Jurnal Studi Pendidikan Anak Usia
Dini, 1(1), 19-24.

Lin, Z., Zhou, Z., Zhu, L., & Wu, W. (2023). Parenting styles, empathy and aggressive behavior in preschool
children: An examination of mediating mechanisms. Frontiers in Psychology, 14.
https://doi.org/10.3389/fpsyg.2023.1243623

Liverman, E., Antognoli, D., Elaiho, C., McGuire, M., Stoltenburg, A., Navarrete, A., Bates, G., Chelius, T.,
Gundacker, C., Lumelsky, P., Currie, B., & Sr, J. M. (2025). Game-Based Social-Emotional Learning
for Youth: School-Based Qualitative Analysis of Brain Agents. JMIR Formative Research, 9(1),
€67550. https://doi.org/10.2196/67550

Mondi, C. F., Giovanelli, A., & Reynolds, A. J. (2021). Fostering Socio-Emotional Learning Through Early
Childhood Intervention. International Journal of Child Care and Education Policy, 15, 6.
https://doi.org/10.1186/s40723-021-00084-8

Muravevskaia, E., Kuriappan, B., & Schrier, K. (2025). Designing a Role-Play Activity about Social-
Emotional Learning for the Indian Context Based on the Integrated Design Framework for Playful
Learning. European Conference on Games Based Learning, 19(2), 641-647.
https://doi.org/10.34190/ecgbl.19.2.3883

Muslam, H. (2023). Improving Kindergarten Students’ Empathy Using Role-Play Technique at Raudlatul
Athfal (RA) in Genuk, Semarang City. Proceedings of the 2nd Multidisciplinary International
Conference, MIC 2022, 12 November 2022, Semarang, Central Java, Indonesia. Proceedings of the
2nd Multidisciplinary International Conference, MIC 2022, 12 November 2022, Semarang, Central
Java, Indonesia. https://doi.org/10.4108/eai.12-11-2022.2327397

Nasihah, K., & Afrianingsih, A. (2024). Pengaruh Media Pembelajaran Sosial Board Game Terhadap
Perkembangan Sosial Emosional Anak Usia 5-6 Tahun di TK Pertiwi Sowan Kidul. JCE (Journal of
Childhood Education), 8(1), 50-58. https://doi.org/10.30736/jce.v8i1.2001

Nurafifah, L., Hayati, T., & Hidayat, H. (2023). Hubungan penggunaan gadget dengan kemampuan berempati
anak. Jurnal Pendidikan Anak (WEBSITE INI SUDAH BERMIGRASI KE WEBSITE YANG BARU
==> Https://Journal.Uny.Ac.1d/v3/Jpa), 162—175. https://doi.org/10.21831/jpa.v12i2.46932

Patimah, R. T., & Nurhayati, S. (2023). Investigating Sensory Play Implementation with Loose Parts Media In
Early Childhood Education. Jurnal llmiah Profesi Pendidikan, 8(4), 2042-2049.
https://doi.org/10.29303/jipp.v8i4.1635

Qiu, L., & Ghani, D. B. A. (2024). Research on Illustrations and Layout Design of Primary School Textbooks
Based on Children Reading Psychological Characteristics. 622—627. https://doi.org/10.2991/978-2-
38476-222-4 75

Rahmawati, M. (2025). Holistic PAUD Concept: Integrating Aspect Social and Emotional Cognitive. Bulletin
of Early Childhood, 4(1), 38—46. https://doi.org/10.51278/bec.v4i1.1961

Ramadhanty, E., Wulandari, R. T., & Tirtaningsih, M. T. (2022). Abhinaya Circuit Video Media in Online
Learning to Train Physical-Motor Ability of Early Childhood: A Developmental Studies. Child
Education Journal, 4(1), 38—49. https://doi.org/10.33086/cej.v4i1.2824

84



Simon, P., & Nader-Grosbois, N. (2023). Empathy in Preschoolers: Exploring Profiles and Age- and Gender-
Related Differences. Children, 10(12), 1869. https://doi.org/10.3390/children10121869

Smits-van der Nat, M., van der Wilt, F., Meeter, M., & van der Veen, C. (2024). The Value of Pretend Play for
Social Competence in Early Childhood: A Meta-analysis. Educational Psychology Review, 36(2), 46.
https://doi.org/10.1007/s10648-024-09884-z

Suryani, R., Pranoto, S., & Astuti, B. (2020). The Effectiveness of Storytelling and Roleplaying Media in
Enhancing Early Childhood Empathy. Journal of Primary Education, 9(5), 546-553.
https://doi.org/10.15294/jpe.v9i5.43532

Widya, L. A. D., & Juwita, P. (2025). (PDF) Interactive Book Design for Speech Delay Child Therapy.
ResearchGate. https://doi.org/10.31937/ultimart.v16i1.2690

Widyasari, W., Yani, A. R., Wulandari, N., & Imani, E. C. (2021). Perancangan Board Game Edukasi Anti
Bullying untuk Anak Sekolah Dasar. ANDHARUPA: Jurnal Desain Komunikasi Visual &
Multimedia, 7(2), 298-316. https://doi.org/10.33633/andharupa.v7i2.4243

Wirahandayani, M., Rakhmawati, W., & Rukmasari, E. A. (2023). The Effect of Role Playing Methods on
Social-emotional Development in Preschool Children. Jurnal Obsesi : Jurnal Pendidikan Anak Usia
Dini, 7(1), 1156-1168. https://doi.org/10.31004/0obsesi.v7i1.3626

85



