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This study explores the role of educational games in developing 

conflict resolution skills among children aged 6 to 8, a critical period 

for social and emotional development. Utilizing a qualitative 

research design and an exploratory case study approach, the research 

was conducted in two educational institutions in X, Indonesia, 

involving 60 children from diverse socioeconomic backgrounds. This 

diversity provided insights into how educational games affect 

children with varying levels of social experience and resource access. 

Data collection methods included observations, semi-structured 

interviews, and document analysis. Findings indicate that 

educational games significantly enhance conflict resolution skills by 

improving communication, empathy, teamwork, and self-regulation. 

Children demonstrated increased impulse control and thoughtful 

responses during game-related conflicts, as reported by teachers and 

parents. These improvements align with Vygotsky's theory of social 

development, highlighting the importance of structured play in 

cognitive and social growth. The study concludes that educational 

games offer a dynamic platform for practicing conflict resolution, 

thereby fostering children's social and emotional development. 

Recommendations for educators include integrating a variety of 

cooperative and role-playing games into curricula and conducting 

regular debriefing sessions to reinforce learning. This research 

underscores the broad applicability of educational games in diverse 

contexts, supporting their integration into educational settings to 

equip children with essential life skills. 
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1. INTRODUCTION 

In today's interconnected world, conflict resolution skills are crucial for the social and emotional 

development of young children. These skills enable children to interact effectively with their peers, 

navigate diverse social situations, and develop essential problem-solving abilities that are vital for their 

future academic and personal success. Early development of these skills is essential for nurturing healthy 

social relationships and fostering lifelong competencies in communication, empathy, and teamwork. 

Empathy, a key component in socioemotional development, significantly contributes to children's social 

adjustment, prosocial behavior, and emotional understanding (Simon & Nader-Grosbois, 2021). A 

https://creativecommons.org/licenses/by-nc-sa/4.0/
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deficiency in empathy can indicate severe conduct disorders and hinder the development of prosocial 

emotions (Kimonis et al., 2023). Empathy, which involves sharing and understanding the emotions of 

others, is crucial for children's socioemotional adjustment and the development of harmonious 

interpersonal relationships. 

Parental practices are critical in fostering affective empathy in children, which refers to the ability to 

respond with an appropriate emotion to another's mental state. Cognitive empathy, on the other hand, 

typically begins to develop around the age of four and involves understanding another's perspective or 

mental state (Pashevich, 2022). Additionally, the way parents handle conflicts, such as marital conflicts, 

and their conflict resolution strategies can significantly impact children's socioemotional skills and 

outcomes (Gong et al., 2023). The quality of the student-teacher relationship also has a substantial 

influence on children's empathy, interpersonal communication, academic achievement, and psychosocial 

adjustment (Xiang et al., 2022). 

It is essential to consider the impact of technology on the development of empathy in children. There 

are concerns that technology-saturated environments, including computer games, may hinder the 

development of empathic behavior and social skills in children (Xiang et al., 2022). However, educational 

games have emerged as a promising tool for developing these essential skills. These games can offer 

structured play environments that facilitate the development of empathy through interactive and 

immersive experiences. 

Furthermore, interventions focusing on improving empathy and related abilities, such as 

systemizing, are crucial for children's development and should be integrated into community programs 

(Lasmono et al., 2021). Research has shown that educational games designed with these goals in mind can 

significantly enhance children's socioemotional skills, providing a dynamic and engaging way to foster 

both cognitive and affective empathy. 

Educational games are increasingly recognized as powerful tools for enhancing children's learning 

experiences by improving their cognitive and social skills. According to Vygotsky's theory of social 

development, play is crucial for learning as it facilitates social interactions that promote cognitive growth 

(Vanbecelaere et al., 2020). Research by Johnson and Johnson (2009) supports this notion, showing that 

educational games can enhance children's communication, empathy, and cooperative behaviors. A study 

by Mahfuzhoh and Marcillia (2024) reported a 20% improvement in teamwork skills among children who 

regularly engaged in these games. Furthermore, studies have demonstrated that learning through play 

can effectively support students' learning processes (Savira et al., 2021). For instance, puzzles have been 

shown to enhance cognitive development in children aged 4-6 years (Mulyana & Nurcahyani, 2022), while 

traditional games can foster children's education and creativity (Sulaiman & Samsudin, 2022). 

Moreover, the benefits of educational games extend to enhancing children's mindset and cognitive 

abilities. Cognitive training has been linked to promoting a growth mindset in children through the 

plasticity of cortico-striatal circuits, leading to improved cognitive control, motivation, and memory 

(Chen et al., 2022). Additionally, the belief in a growth mindset has been associated with enhanced 

working memory performance in children, ultimately improving academic outcomes (Zhao et al., 2022). 

These findings underscore the importance of incorporating play-based learning approaches to promote 

holistic child development. In conclusion, educational games play a vital role in children's development 

by fostering cognitive growth, social skills, and a positive mindset. By leveraging play-based learning 

approaches, educators and parents can create engaging environments that support children's holistic 

development.  

Despite the recognized benefits of educational games, there is limited research on their specific 

impact on conflict resolution skills among young children. This study aims to fill this gap by exploring 

how educational games can build conflict resolution skills in children aged 6 in early childhood education 

(PAUD) and children aged 7-8 in the first and second grades of primary school. While previous research 

has highlighted the potential of educational games to enhance various skills such as cognitive abilities, 

problem-solving, creativity, and understanding complex concepts (Istiono, 2021; Manesis, 2020; 

Rakimahwati et al., 2022)), our study is distinctive in its focused investigation on conflict resolution. 
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What sets this study apart is its emphasis on conflict resolution skills, which are critical for children's 

social and emotional development but have not been extensively studied in the context of educational 

games. By employing a qualitative research design and an exploratory case study approach, this research 

provides a nuanced understanding of how structured play through educational games can enhance 

children's abilities to manage and resolve conflicts. 

Our investigation not only examines the general benefits of educational games in stimulating critical 

thinking and concentration (Rakimahwati et al., 2022). but also delves into specific strategies and 

interactions that foster negotiation, empathy, and teamwork among young learners. This targeted focus 

on conflict resolution skills positions our study to make a significant contribution to the field by providing 

empirical evidence and practical recommendations for educators and policymakers aiming to integrate 

conflict resolution training into early childhood education through the use of educational games. 

Research has shown that games can scaffold learning through feedback, gradually introduce 

challenging content, and promote skills mastery through repetition and practice (Vasalou et al., 2021). 

Serious games, a category of games designed for educational purposes, have been effective in teaching 

abstract concepts, improving communication, and enhancing conflict resolution skills (Poděbradská et al., 

2020). Additionally, digital educational games have been found to support active participation and 

motivation among children, contributing to their overall learning experience (Derya, 2020). Furthermore, 

educational games have been linked to improvements in various skills, including fine motor 

development, emotional recognition, and social-emotional skills (Löytömäki et al., 2024). These games 

can also foster the development of critical skills such as creativity, problem-solving, collaboration, and 

critical thinking, which are crucial for academic success and 21st-century skill development (Kavak, 2022). 

In conclusion, educational games play a significant role in enhancing children's learning experiences and 

skill development. They offer a dynamic and engaging platform for children to acquire and practice 

essential skills, including conflict resolution skills. By leveraging the interactive and stimulating nature of 

games, educators can effectively support children's cognitive, emotional, and social development in early 

childhood education settings. 

This study seeks to answer the primary question: "How do educational games develop conflict 

resolution skills in children aged 6 to 8?" To address this gap in the research, the specific objectives of the 

study are: 

1. To analyze the impact of educational games on conflict resolution skills in children aged 6 to 8. 

2. To examine the effectiveness of different types of educational games in fostering these skills. 

3. To provide practical recommendations for educators on integrating effective educational games 

into the curriculum. 

This research is anticipated to offer both theoretical and practical contributions. Theoretically, it will 

enrich the existing literature by providing empirical evidence on the role of educational games in 

developing children's social and emotional skills, specifically focusing on conflict resolution. This 

contribution will help fill the gap in current research and offer a deeper understanding of how structured 

play can enhance these critical skills. 

Practically, the study will deliver actionable recommendations for educators and parents on utilizing 

educational games to enhance conflict resolution skills. These recommendations will include specific 

strategies and examples of effective games, making it easier for educators to implement them in various 

educational settings. Moreover, the findings can guide policymakers in crafting educational programs 

and policies that support children's social and emotional development, ensuring that educational games 

are integrated into curricula to foster the holistic development of young learners. 

2. METHODS  

2.1. Research Design 

This study employs a qualitative research design utilizing an exploratory case study approach to 

gain an in-depth understanding of the role of educational games in developing conflict resolution skills 



Al-Ishlah: Jurnal Pendidikan,Vol. 16, 3 (September 2024): 3781-3792 3784 of 3792 

 

Berda Asmara, Afib Rulyansah / Play to Resolve: Educational Games as a Pathway to Conflict Resolution for Early Learners 

among children. Educational games have been increasingly recognized for their potential in fostering 

various skills among children, including conflict resolution. By employing this research design, 

researchers aim to delve deeply into the experiences and interactions of children within their real-life 

contexts to understand the intricate relationship between educational games and conflict resolution (Cao 

et al., 2023) 

2.2. Participant 

The participants in this study included 60 children divided into two groups: 30 children aged 6 

from early childhood education (PAUD) and 30 children aged 7-8 from the first and second grades of 

primary school. The sample included an equal number of boys and girls from diverse socioeconomic 

backgrounds. Participants were selected using purposive sampling to ensure sufficient exposure to 

educational games. 

Purposive sampling criteria were carefully chosen to ensure the reliability and validity of the study 

results. The inclusion criteria focused on: 

a. Regular attendance at educational institutions: This criterion ensured that children were 

consistently engaged in the learning environment and had regular access to educational games, 

which is crucial for observing the impact of these games over time. 

b. Active participation in educational games: This ensured that participants had sufficient 

interaction with the games to allow for meaningful observations and data collection regarding 

their conflict resolution skills. 

c. Parental consent: Obtaining parental consent was necessary to comply with ethical standards 

and to ensure parents were aware and supportive of their children's participation in the study. 

Children with severe behavioral issues or special educational needs were excluded to maintain 

consistency and control for external variables that could affect the study's outcomes. This exclusion 

criterion aimed to create a more uniform sample, allowing for clearer interpretation of how educational 

games impact conflict resolution skills among typically developing children (Papadakis et al., 2020). 

2.3. Research Setting 

The study was conducted in two educational institutions in the city of X, Indonesia, to provide a 

diverse sample of children at different early education stages. 

a. Institution 1: This was a private early childhood education center located in the central part of 

the city. The center serves approximately 150 children from various socioeconomic 

backgrounds and has a dedicated educational games program that is integrated into daily 

activities. The institution is known for its innovative approach to early childhood education, 

emphasizing interactive and play-based learning. 

b. Institution 2: This was a public primary school situated in a suburban area of the city. The 

school has an enrollment of about 500 students and integrates educational games into its 

curriculum for first and second graders. The student population is diverse, reflecting a wide 

range of socioeconomic statuses. The school aims to incorporate modern educational tools to 

enhance learning experiences and improve student engagement. 

This approach allowed for a comprehensive examination of the impact of educational games on 

children's learning experiences at various educational levels (Deng et al., 2020). By selecting institutions 

with different educational settings and demographic profiles, the study aimed to capture a broad 

spectrum of experiences and outcomes related to the use of educational games. 

2.4. Research Procedure 

The data collection process was carried out over a six-month period from July to December 2023. 

Key activities included initial ethical approval in July, preliminary meetings with teachers in July, 

systematic observations from August to December, and semi-structured interviews from September to 
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December. Observations of children's interactions during educational games were conducted twice a 

week, focusing on behaviors related to conflict resolution. Observations were guided by a structured 

observation sheet that included categories for communication, negotiation, and resolution outcomes 

(Ntawiha et al., 2022). 

2.5. Data Collection Procedure 

Data were collected through observations, semi-structured interviews, and document analysis to 

investigate children's conflict resolution skills and peer interactions. Observations focused on how 

children interacted with peers, approached conflict situations, and employed strategies to resolve conflicts 

(Tenenbaum et al., 2020). Semi-structured interviews with teachers and parents provided additional 

insights into their perspectives on changes in children's conflict resolution skills (Tenenbaum et al., 2020). 

Document analysis included reviewing teachers' daily logs, children's progress reports, and samples of 

children's work such as drawings and written reflections. 

2.6. Data Analysis 

The collected data were analyzed using qualitative techniques including coding, categorization, 

and thematic analysis. The analysis process was conducted in several stages to ensure thoroughness 

and consistency: 

a. Initial Coding: Raw data from observations, interviews, and document analysis were imported 

into NVivo software (Dhakal, 2022). Initial codes were generated by reading through the data 

multiple times to identify key elements related to conflict resolution behaviors and interactions 

during educational games. Each segment of data that referred to a specific behavior, 

interaction, or outcome was labeled with a code. For example, codes such as "negotiation," 

"empathy," "teamwork," and "self-regulation" were used to categorize specific behaviors 

observed during the games. 

b. Development of Codes: The initial codes were then reviewed and refined. This involved 

grouping similar codes together and identifying patterns or recurring themes. For instance, 

codes related to communication strategies were grouped under a broader theme of "effective 

communication." This step was iterative, with the research team discussing and revising the 

codes to ensure they accurately captured the data. 

c. Categorization and Thematic Analysis: The refined codes were organized into broader themes. 

This process involved categorizing the codes into overarching themes that represented the 

main findings of the study. Themes such as "enhancement of conflict resolution skills," "role of 

educational games in fostering empathy," and "development of teamwork through games" 

were identified. 

d. Validation of Themes: To ensure the reliability and validity of the themes, several steps were 

taken: 

1) Member Checking: Participants were asked to review the themes to verify that they 

accurately reflected their experiences and observations. Feedback from participants 

was incorporated into the final themes. 

2) Peer Debriefing: The research team engaged in peer debriefing sessions where they 

presented the themes and discussed their interpretations. This helped to refine the 

themes further and ensure that they were grounded in the data. 

e. Interpretation of Findings: The final themes were interpreted in the context of existing literature 

and Vygotsky's theoretical framework. This provided a comprehensive understanding of the 

findings, linking them to broader theories of social development and the role of structured play 

in learning. 
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2.7. Ethical Consideration 

Ethical considerations were meticulously adhered to throughout the study following the guidelines 

of the American Psychological Association (APA). Specific measures included obtaining ethical approval 

from the institutional review board, securing informed consent from parents or guardians, maintaining 

participants' confidentiality by assigning pseudonyms, and ensuring that all data were stored securely. 

Additionally, the study ensured that children could withdraw from participation at any time without any 

consequences (Broekstra et al., 2021). 

 

3. FINDINGS AND DISCUSSION 

3.1. Findings 

3.1.1 Identifying and Analyzing the Role of Educational Games in Developing Conflict Resolution 

Skills 

The data collected through observations, interviews, and document analysis revealed that 

educational games significantly contributed to developing conflict resolution skills among children. 

Structured observation sheets documented a 30% increase in instances where children used 

negotiation strategies to resolve conflicts. The 30% increase was calculated by comparing the number of 

conflict resolution instances during the initial observation period (baseline) with the number of instances 

observed after implementing educational games (Table 1). These observations were compared to a 

baseline established during the initial phase of the study, where children were observed without the 

integration of educational games. During observations, children frequently encountered conflict 

situations such as disagreements over game rules and turn-taking. For example, one child expressed, "I 

don't want to play if I can't be the leader," a common conflict scenario observed. This statement was 

followed by another child suggesting, "Let's take turns being the leader," demonstrating the use of 

negotiation as a conflict resolution strategy. 

 

Table 1. Increase in Conflict Resolution Strategy Usage Among Children 

Conflict Resolution Strategy Baseline Instances Instances After Implementation 
Percentage 

Increase 

Negotiation 20 26 30% 

Teacher Assistance 15 19 27% 

Verbal Communication 30 39 30% 

Non-Verbal Communication 35 45 29% 

 

Structured observation sheets documented that children employed various conflict resolution 

strategies, including negotiation: "Let's take turns being the leader"; seeking help from teachers: "Can you 

help us decide who should go first?"; verbal communication: "Can we try it my way next time?"; and non-

verbal communication: Gesturing to indicate taking turns. These strategies were effective in resolving 

conflicts in 80% of observed instances. The 80% effectiveness rate was determined by the proportion of 

observed conflict instances that were resolved using the identified strategies (Table 2). 

 

Table 2. Effectiveness of Conflict Resolution Strategies 

Effectiveness of Strategies Total Conflict Instances Resolved Instances Effectiveness Rate 

All Strategies 50 40 80% 

 

Interviews with teachers and parents provided qualitative insights supporting the observational 

data. Teachers reported that children became more adept at using verbal and non-verbal communication 
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to resolve disputes. For instance, one teacher noted, "I've seen a noticeable improvement in how children 

handle disagreements. They are more willing to talk things out and find a fair solution." 

3.1.2 Exploring How Various Types of Educational Games Facilitate the Development of Conflict 

Resolution Skills 

The analysis of different types of educational games revealed that specific characteristics 

contributed uniquely to the development of conflict resolution skills. Cooperative games, such as 

"Team Treasure Hunt," required children to work together to find hidden items, promoting 

communication and resource sharing. Role-playing games, like "Conflict Role-Play," allowed children 

to enact scenarios such as "playing fair" and "sharing toys," helping them practice and understand 

conflict resolution strategies. These games encouraged children to communicate, share resources, and 

support each other, fostering a sense of empathy and mutual respect. 

Empirical data and observations indicated a 25% increase in empathetic behaviors, such as offering 

help to peers, and a 35% increase in cooperative behaviors, such as sharing game resources. These 

percentages were calculated by comparing the frequency of these behaviors before and after the 

implementation of the educational games. Table 3 below presents the data on the increase in empathetic 

and cooperative behaviors. Initially, 20 instances of empathetic behavior and this number increased to 

25 after the implementation of the games. Similarly, cooperative behaviors were observed to increase 

from 20 to 27 instances, resulting in a 35% increase. This was calculated using the same formula. 

 

Table 3. Increase in Empathetic and Cooperative Behaviors Among Children 

Behavior Type Baseline Instances 
Instances After 

Implementation 

Percentage 

Increase 

Empathetic Behaviors 20 25 25% 

Cooperative Behaviors 20 27 35% 

 

3.1.3 Providing Recommendations for Educators on Designing and Implementing Effective 

Educational Games 

Based on the findings, the following recommendations can be made for educators. First, it is essential 

to incorporate a mix of cooperative and role-playing games to address different aspects of conflict 

resolution. For instance, cooperative games like "Team Treasure Hunt" can be used to promote teamwork, 

while role-playing games like "Conflict Role-Play" can help children practice negotiation strategies. 

Additionally, creating a supportive classroom environment is crucial. Establishing an atmosphere 

where children feel safe to express their feelings and experiment with conflict resolution strategies can be 

achieved by setting clear guidelines for respectful communication and providing positive reinforcement. 

This supportive environment encourages children to engage more openly and confidently in conflict 

resolution practices. 

Regular debriefing sessions after games can also be highly beneficial. These sessions allow children 

to reflect on their experiences and learn from both successes and mistakes. Guided questions such as 

"What worked well?" and "What could we do differently next time?" can help facilitate meaningful 

discussions and reinforce the lessons learned during the games. 

Involving parents in the process is another important recommendation. Educators should provide 

parents with information on the games and strategies being used so they can reinforce these skills at home. 

This could include sending home summaries of game activities and suggestions for at-home games, 

ensuring that the development of conflict resolution skills continues beyond the classroom. 

Overall, the findings underscore the significant role that educational games play in developing 

conflict resolution skills among young children. Through structured observations, interviews, and 

document analysis, it was evident that educational games enhanced children's communication, empathy, 
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teamwork, and self-regulation. These skills not only manifested during the games but also transferred to 

other social interactions in both the classroom and at home. 

3.2. Discussion 

This study reveals that educational games significantly enhance conflict resolution skills among 

young children by improving their communication, empathy, teamwork, and self-regulation (Dell’Aquila 

et al., 2022). These findings align with Vygotsky's theory of social development, which posits that social 

interaction is crucial for cognitive growth (Luong, 2022). Vygotsky asserts that structured play, such as 

that found in educational games, enables children to engage in meaningful social interactions that 

promote both social and cognitive development (Luong, 2022). The observed improvements in conflict 

resolution skills through educational games exemplify how such structured play facilitates these 

developmental processes. 

Effective communication is essential for conflict resolution among children, enabling them to express 

their needs, listen to others, and negotiate solutions (Gong et al., 2023). Observations have shown that 

children engaging in negotiating game rules and turn-taking can enhance mutual understanding and 

facilitate conflict resolution. For example, children suggesting taking turns to resolve disputes over 

leadership roles in games demonstrate the application of negotiation skills (Gong et al., 2023). Educators 

should integrate games like "Team Treasure Hunt" and "Conflict Role-Play" into their curricula, as these 

games specifically target and improve communication and conflict resolution abilities (Gong et al., 2023). 

Moreover, negotiation involves strategies such as active listening, turn-taking, and suggesting 

constructive resolutions, playing a vital role in peaceful conflict resolution by allowing parties to 

communicate directly and seek mutual agreements (Inayaturrahmah et al., 2022; Rogers et al., 2020). 

Empathy development through educational games has been recognized as crucial for fostering the 

understanding and sharing of emotions among children. Role-playing activities within these games have 

significantly enhanced empathetic behaviors, such as offering help and mediating disputes among peers 

(Ma et al., 2021). For example, children demonstrated empathy during role-playing games by helping 

peers who were upset and suggesting fair solutions to conflicts. This empathetic understanding is 

essential for resolving conflicts in a way that considers the feelings and needs of all parties involved. 

Technological advancements in educational games, particularly digital role-playing games, have 

supported diverse educational scenarios and promoted empathy through immersive experiences 

(Bowman & Baird, 2022). These immersive and experiential simulations have been found to be highly 

effective in promoting empathy, especially in contexts like nursing education (Muravevskaia & Gardner-

McCune, 2022). 

Collaborative games like "Team Treasure Hunt" have been observed to significantly enhance 

children's cooperative behaviors, leading to a 35% increase in actions such as sharing resources and 

supporting teammates. These interactions not only promote problem-solving and critical thinking skills 

but also help children negotiate roles, share resources, and find collective solutions to challenges (López-

Faican & Jaen, 2021). Such experiences are crucial as they teach children the importance of working 

together towards common goals, fostering their ability to collaborate effectively, which is a vital social 

skill that enhances conflict resolution capabilities in a constructive manner. 

The development of self-regulation skills observed in the study participants underscores the 

multifaceted benefits of educational games, which enhance impulse control and thoughtful responses 

during conflicts, leading to improved calmness and problem-solving abilities in social interactions 

(Robson et al., 2020). These skills were measured through teacher and parent reports, highlighting 

increased self-regulation in various social settings. Engaging in structured yet flexible educational games 

provide children with repeated practice in self-regulation as they navigate game rules and respond to 

dynamic social interactions (Healey et al., 2022). Research indicates that children with high self-regulation 

skills exhibit better social competence and are less likely to engage in negative behaviors (Çetin). 

Integrating self-regulation learning theory into educational games helps maintain and enhance users' 

learning motivation, contributing to skill development (Jiang & Shangguan, 2022). Furthermore, 
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educational games positively impact self-concept, self-esteem, and social skills in children (Cámara-

Martínez et al., 2023). Programs like ENGAGE have successfully taught self-regulation skills to children, 

resulting in significant, sustained improvements (Healey et al., 2022). 

This study contributes to the existing literature by providing empirical evidence on the effectiveness 

of educational games in developing conflict resolution skills among young children. Unlike previous 

research that broadly examined the benefits of educational games, this study specifically focuses on 

conflict resolution, thereby filling a critical gap and extending Vygotsky’s theoretical framework to 

include structured play as a facilitator of social and emotional learning. 

The qualitative case study approach used in this research allowed for an in-depth exploration of 

children's interactions and the nuanced ways in which educational games facilitated conflict resolution. 

However, the study's findings are based on a relatively small sample from two educational institutions, 

which may limit the generalizability of the results. Potential biases or confounding factors, such as the 

specific educational contexts and participant characteristics, should also be considered. Future research 

could employ a mixed-methods approach or a larger, more diverse sample to validate and extend these 

findings. Additionally, exploring the long-term effects of educational games on conflict resolution skills 

through longitudinal studies would provide deeper insights. Research could also investigate the role of 

digital educational games in conflict resolution, given the increasing use of technology in educational 

settings. 

4. CONCLUSION  

This study explored the role of educational games in developing conflict resolution skills among 

children aged 6 to 8. The findings revealed that educational games significantly enhance children's 

communication, empathy, teamwork, and self-regulation, which are essential for effective conflict 

resolution. Based on these findings, it is recommended that educators integrate a diverse range of 

educational games into early childhood and primary education curricula. Specifically, cooperative 

games like "Team Treasure Hunt" and role-playing games like "Conflict Role-Play" should be included 

to target and improve these skills. Involving parents through information sessions, newsletters, and at-

home activity suggestions can also reinforce these skills, creating a supportive environment both at 

school and at home. 

Theoretically, this study contributes to the literature on educational games and children's social 

and emotional development by providing empirical evidence supporting their effectiveness in 

enhancing conflict resolution skills. This extends Vygotsky’s theoretical framework by demonstrating 

how structured play can facilitate social and emotional learning in educational settings. 

However, the study has certain limitations. The relatively small sample size and specific 

educational settings may limit the generalizability of the findings. Potential biases or confounding 

factors, such as the educational contexts and participant characteristics, should also be considered. 

Future research could address these limitations by including a larger, more diverse sample and 

examining different educational contexts to validate and extend these findings. Longitudinal studies 

tracking children's development over several years would provide deeper insights into the long-term 

effects of educational games on conflict resolution skills. Additionally, examining the impact of digital 

educational games and investigating their effectiveness in various cultural and educational contexts 

would offer a more comprehensive understanding of their potential benefits. 

 

Acknowledgments: We would like to extend our heartfelt gratitude to Universitas Nadhlatul Ulama Surabaya for 

their invaluable support in both material and moral aspects throughout the course of this research. Their 

contributions have been instrumental in the successful completion of this study.. 

Conflicts of Interest: The authors declare no conflict of interest. 

 



Al-Ishlah: Jurnal Pendidikan,Vol. 16, 3 (September 2024): 3781-3792 3790 of 3792 

 

Berda Asmara, Afib Rulyansah / Play to Resolve: Educational Games as a Pathway to Conflict Resolution for Early Learners 

REFERENCES 

 

Bowman, S. L., & Baird, J. (2022). The transformative potential of immersive experiences within role-

playing communities. Revista de Estudos Universitários-REU, 48.  

Broekstra, R., Aris-Meijer, J., Maeckelberghe, E., Stolk, R., & Otten, S. (2021). Demographic and 

prosocial intrapersonal characteristics of biobank participants and refusers: the findings of a 

survey in the Netherlands. European Journal of Human Genetics, 29(1), 11-19.  

Cámara-Martínez, A., Ruiz-Ariza, A., Suárez-Manzano, S., Cruz-Cantero, R. M., & Martínez-López, E. 

J. (2023). Effect of an Integrated Active Lessons Programme through Playful Maths Games on 

Self-Concept, Self-Esteem and Social Skills in Preschool Children. Behavioral Sciences, 13(3), 260.  

Cao, Y., Wang, H., Lv, Y., & Xie, D. (2023). The influence of children’s emotional comprehension on 

peer conflict resolution strategies. Frontiers in Psychology, 14, 1142373.  

Çetin, B. B. The Role of Self-Regulation Skills and Digital Game Addiction Tendencies in Predicting 

Preschool Children's Prosocial Behaviors. e-Kafkas Journal of Educational Research, 10(3), 555-572.  

Chen, L., Chang, H., Rudoler, J., Arnardottir, E., Zhang, Y., de Los Angeles, C., & Menon, V. (2022). 

Cognitive training enhances growth mindset in children through plasticity of cortico-striatal 

circuits. npj Science of Learning, 7(1), 30.  

Dell’Aquila, E., Vallone, F., Zurlo, M. C., & Marocco, D. (2022). SG-ACCORD: Designing Virtual Agents 

for Soft Skills Training in the School Context. EDUCATION SCIENCES, 12(3), 174.  

Deng, L., Wu, S., Chen, Y., & Peng, Z. (2020). Digital game‐based learning in a Shanghai primary‐

school mathematics class: A case study. Journal of Computer Assisted Learning, 36(5), 709-717.  

Derya, C. (2020). Supporting learning trajectories for the development of number concept: Digital 

games. Journal of theoretical educational science, 13(4), 663-684.  

Dhakal, K. (2022). NVivo. Journal of the Medical Library Association: JMLA, 110(2), 270.  

Gong, Q., Kramer, K. Z., & Tu, K. M. (2023). Fathers’ marital conflict and children’s socioemotional 

skills: A moderated-mediation model of conflict resolution and parenting. Journal of Family 

Psychology.  

Healey, D., Milne, B., & Healey, M. (2022). Adaption and implementation of the engage programme 

within the early childhood curriculum. Scientific Reports, 12(1), 21580.  

Inayaturrahmah, R., Barkah, C. S., & Novel, N. J. A. (2022). Analysis the role of negotiation as 

communication skills in conflict management. JBTI: Jurnal Bisnis: Teori dan Implementasi, 13(3), 

217-227.  

Jiang, F., & Shangguan, D. (2022). Researching and designing educational games on the basis of “self-

regulated learning theory”. Frontiers in Psychology, 13, 996403.  

Johnson, D. W., & Johnson, R. T. (2009). An educational psychology success story: Social 

interdependence theory and cooperative learning. Educational Researcher, 38(5), 365-379.  

Kavak, Ş. (2022). Digital game-based learning model as an educational approach. Prizren Social Science 

Journal, 6(2), 62-70.  

Kimonis, E. R., Jain, N., Neo, B., Fleming, G. E., & Briggs, N. (2023). Development of an empathy rating 

scale for young children. Assessment, 30(1), 37-50.  

Lasmono, A., Ismail, R. I., Kaligis, F., Minayati, K., & Wiguna, T. (2021). Empathy quotient and 

systemizing quotient in elementary school children with and without attention-

deficit/hyperactivity disorder: A comparative study. International Journal of Environmental 

Research and Public Health, 18(17), 9231.  

López-Faican, L., & Jaen, J. (2021). Designing gamified interactive systems for empathy development. 

Companion publication of the 2021 ACM designing interactive systems conference,  

Löytömäki, J., Ohtonen, P., & Huttunen, K. (2024). Serious game the Emotion Detectives helps to 

improve social–emotional skills of children with neurodevelopmental disorders. British Journal 

of Educational Technology, 55(3), 1126-1144.  



Al-Ishlah: Jurnal Pendidikan,Vol. 16, 3 (September 2024): 3781-3792 3791 of 3792 

 

Berda Asmara, Afib Rulyansah / Play to Resolve: Educational Games as a Pathway to Conflict Resolution for Early Learners 

Luong, P. A. (2022). Applying the Concepts of “Community” and “Social Interaction” from Vygotsky’s 

Sociocultural Theory of Cognitive Development in Math Teaching to Develop Learner’s Math 

Communication Competencies. Vietnam Journal of Education, 209-215.  

Ma, Z., Huang, K.-T., & Yao, L. (2021). Feasibility of a computer role-playing game to promote empathy 

in nursing students: the role of immersiveness and perspective. Cyberpsychology, Behavior, and 

Social Networking, 24(11), 750-755.  

Mahfuzhoh, E., & Marcillia, S. (2024). Importance of children’s recess play exploration within school 

outdoor environment. IOP Conference Series: Earth and Environmental Science,  

Mulyana, A., & Nurcahyani, N. (2022). The Effect of the Puzzle Playing Method on Improving the 

Cognitive Development of Children Aged 4-6 Years. KnE Life Sciences, 542–548-542–548.  

Muravevskaia, E., & Gardner-McCune, C. (2022). Case Study on VR Empathy Game: Challenges with 

VR Games Development for Emotional Interactions with the VR Characters. ECGBL 2022 16th 

European Conference on Game-Based Learning,  

Ntawiha, P., Otieno, M., Byishimo, Y., Benegusenga, A., & Ahimana, E. (2022). Peace and conflict 

resolution in pre-service teacher training programs in Rwanda: human rights education 

perspective. East African Journal of Education and Social Sciences, 3(6), 138-148.  

Papadakis, S., Vaiopoulou, J., Kalogiannakis, M., & Stamovlasis, D. (2020). Developing and exploring 

an evaluation tool for educational apps (ETEA) targeting kindergarten children. Sustainability, 

12(10), 4201.  

Pashevich, E. (2022). Can communication with social robots influence how children develop empathy? 

Best-evidence synthesis. AI & SOCIETY, 37(2), 579-589.  

Poděbradská, M., Noel, M., Bathke, D. J., Haigh, T. R., & Hayes, M. J. (2020). Ready for drought? A 

community resilience role-playing game. Water, 12(9), 2490.  

Rakimahwati, R., Hanifa, N., & Aryani, N. (2022). Android based educational game development to 

improve early childhood reading ability. Al-Ishlah: Jurnal Pendidikan, 14(2), 1123-1134.  

Robson, D. A., Allen, M. S., & Howard, S. J. (2020). Self-regulation in childhood as a predictor of future 

outcomes: A meta-analytic review. Psychological bulletin, 146(4), 324.  

Rogers, A. A., Ha, T., Byon, J., & Thomas, C. (2020). Masculine gender-role adherence indicates conflict 

resolution patterns in heterosexual adolescent couples: A dyadic, observational study. Journal 

of Adolescence, 79, 112-121.  

Savira, S., Khosiah, S., & Kusumawardhani, R. (2021). Geometry fun circuit play for children's 

geometric shapes recognition. Journal of Early Childhood Care and Education, 4(2), 92-99.  

Simon, P., & Nader-Grosbois, N. (2021). Preschoolers' empathy profiles and their social adjustment. 

Frontiers in Psychology, 12, 782500.  

Sulaiman, R., & Samsudin, M. (2022). Designing Children's Traditional Games through Visual Thinking 

in the Socio-Cultural Concept. International Journal of Academic Research in Business and Social 

Sciences, 12. https://doi.org/10.6007/IJARBSS/v12-i10/15474  

Tenenbaum, H. R., Winstone, N. E., Leman, P. J., & Avery, R. E. (2020). How effective is peer interaction 

in facilitating learning? A meta-analysis. Journal of Educational Psychology, 112(7), 1303.  

Vanbecelaere, S., Van den Berghe, K., Cornillie, F., Sasanguie, D., Reynvoet, B., & Depaepe, F. (2020). 

The effects of two digital educational games on cognitive and non-cognitive math and reading 

outcomes. Computers & Education, 143, 103680.  

Vasalou, A., Benton, L., Ibrahim, S., Sumner, E., Joye, N., & Herbert, E. (2021). Do children with reading 

difficulties benefit from instructional game supports? Exploring children's attention and 

understanding of feedback. British Journal of Educational Technology, 52(6), 2359-2373.  

Xiang, D., Qin, G., & Zheng, X. (2022). The influence of student-teacher relationship on school-age 

children’s empathy: the mediating role of emotional intelligence. Psychology research and 

behavior management, 2735-2744.  

https://doi.org/10.6007/IJARBSS/v12-i10/15474


Al-Ishlah: Jurnal Pendidikan,Vol. 16, 3 (September 2024): 3781-3792 3792 of 3792 

 

Berda Asmara, Afib Rulyansah / Play to Resolve: Educational Games as a Pathway to Conflict Resolution for Early Learners 

Zhao, Y., Xu, J., Chen, M., Hao, L., He, Y., Wang, H., Wang, Y., Wang, D., Han, Z. R., & Tan, S. (2022). 

Growth mindset promotes children’s working memory performance through cortico-striatal 

interaction and fronto-parietal activation. bioRxiv, 2022.2007. 2011.499525.  

 


