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Abstract 

 Traditional game is an inherited game with varied beneficial values for children’s 
development. Along with a socio-cultural shift occurred in Indonesian society, traditional 
games are gradually extinct and no longer familiar to children. This article is a part of 
long-term study investigating a traditional game as an alternative learning of character 

development for elementary school-aged children, especially in terms of social 
competence. It, moreover, elaborates an overview of learning values of social competence 
in the traditional game “gembatan” for school-aged children. Based on the findings of this 
study, it was figured out that the learning values of social competence in the traditional 
game “gembatan” were: 1) in terms of problem-solving aspect, children started to design 
a strategy, make a decision, and resolve a conflict; 2) in terms of self-controlling aspect, 
children started to obey rules, differentiate right and wrong behaviours, and express their 
feeling through proper actions; 3) in terms of cooperative aspect, children started to 
interact positively one another, share ideas or materials, and work together in a group; 
and 4) in terms of empathy learning, children started to understand others’ feeling, 
perspective, and condition as well as to feel what are experienced by others. 
Keywords: learning values of social competence, traditional game “gembatan”, school-
aged children. 

 

INTRODUCTION  

 Nowadays, a common activity frequently done by school-aged children besides 

studying is playing. Playing is a fun activity that roles as a learning facility (Piaget in 

Hughes, 2009). Being perceived from children’s developmental stages, school-aged 

children are in a stage of playing under concrete rules due to the fact that they could 

think rationally. Playing under concrete rules is known as a game. Games that 

commonly attract many children in this era are video games, online games, and other 

computer-based games. Colwell & Payne (2002) in their survey figured out that 87.6% 

of female school-aged children and 97.7% of male school-age children played digital 

games. This survey does not much differ from Fromme’s study (2003) investigating more 

than a thousand school-aged children. It found that 56% of male children and 29% of 

female children claimed that they regularly played digital games while those of 2.2% 

claimed that they did not play. According to Williams, Yee, & Kaplan (2008), video games 

are not merely dominated by children (83%) but also adults (40%). 

 A wide range of studies on the influence of digital technology such as video games 

and computer towards children’s development have revealed consistent results. 

Common games routinely played by children based on varied studies have negative 

impacts. Despite enormously pro-cons debates on the term game addiction to diagnose 

those who are addictive in playing games, numerous experts have documented on their 

studies and agreed that the use of internet in playing games or online games potentially 

leads to the danger of both physical and mental conditions (Chappell, et al., 2006; 

Charlton & Danforth, 2007; Griffiths, Davies, & Chappell, 2004; Lo, Wang, & Fang, 

2005). A study by Caplan, William, & Yee (2009) on four thousand players of massively 

multiplayer online game concluded that various variables related to the use of MMO 

negatively connected to players’ subjective well-being such as a level of loneliness, 

depression, introversion, and aggressiveness. 
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 Aggressiveness is one of the significant impacts of playing video games. Playing 

video games could also lead to aggressive behaviours. Anderson & Dill (2000) figured 

out that violence video games correlate negatively to children’s aggressive behaviours 

meanwhile Anderson & Carnagey (2009) figured out the influence of violence video 

games on children’s aggressive behaviours. Moreover, Gentile, Lynch, Linder & Walsh 

(2004) turned up the influence of video games on adolescents’ undesirable behaviours 

such as hostility, aggressiveness, and school performance. 

 A literature study conducted by Griffiths (2002) found that on one side video 

games have positive effects such as increasing a recreational time, calibrating eye 

coordination, and increasing self-esteem; nevertheless, on another side, wide-range 

studies figured out negative impacts such as game addiction and aggressiveness. Even, 

a meta-analysis result by Anderson et al. (2010) on 134 research findings confirmed the 

previous research finding that violence video games correlate positively to an 

aggressiveness either cognitively, affectively, or behaviourally and otherwise correlate 

negatively to empathy and prosocial behaviours. These findings apply to all research 

types: experimental, cross-sectional, and longitudinal in both western and eastern 

societies. 

 The elaboration of above research findings proves that playing violence video 

games for children surely has very undesirable impacts. Meanwhile, Indonesia has 

varied games with various high social values; one of which is traditional game. By 

implementing a traditional game as a program to increase social competence, it hence 

becomes one of promoting facilitators of cultural values for the children.       

 Social competence is a competence referring to social, emotional, cognitive, and 

behavioural skills required for children to succeed the social adjustment (Welsh & 

Bierman, 2006). It also prevents any aggressive behaviours predicted leading to 

delinquency, drug abuse, depression, school dropout, and so forth (Frey, Hirschstein, 

& Guzzo, 2000). Social competence could predict not only children’s negative social 

behaviours but also their academic achievement. 

  Several salient social competences that should necessarily be developed in 

childhood are problem-solving competence, self-controlling competence, cooperative, 

and empathy. Problem-solving competence, especially social problem-solving, is highly 

necessary for children to solve varied issues related to both social and academic issues 

(Gok & Silay, 2010; Kostelnik, 2014). Self-controlling highly relates to aggressiveness 

since it could prevent children from any aggressive behaviours by controlling themselves 

(Dewall et al., 2007; Manen, Prins, & Emmelkamp, 2004; Meepien, Iamusupait, & 

Suttiawan, 2010; Ronen, 2004). Collaborative competence is the basis for children to 

interact socially and therefore becomes their basis to be accepted by their peers as well 

as reducing the likelihood of being rejected (Bern, 2010). Through the collaboration, 

children start learning to get close with others and interacting reciprocally one another 

(Olzon & Spelke, 2008). Compared to the treatment of competition terms, those with 

high collaborative competence seems more likely to have higher learning motivation 

(Ahmad, Bangash, Bano, & Khan, 2008). Empathy is an important competence for 

children to care about others. The low empathy possessed by children tends to trigger 

them to get involved in bullying while the high one tends to lead them into prosocial 

behaviours (Caravita, Di Blasio, & Salmiavalli, 2009; Ozkan & Cifei, 2009; Robert & 

Strayer, 1996; Schonert-Reichl, et al., 2012). Therefore, these all competences: problem-

solving competence, self-controlling competence, collaboration, and empathy as the 

upmost important social competences must be possessed by children to prevent them 

from any risky behaviours in the future. 

 Previous research findings by Iswinarti (2005) figured out that traditional games 

in school-aged children have varied beneficial values on physio-motoric, intellectual, 

social, emotional, and behavioural developments. Intelligence-based traditional games 

could train children’s motoric competence. In terms of intellectual development, 
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traditional games could assist them to think logically, follow rules, design strategies, 

calculate, train their accuracy and creativity. In terms of social development, it could 

assist them to socialize, communicate, compete, collaborate with others, interact in a 

group, and be a leader. In terms of emotional development, it could assist them in an 

emotional catharsis and help them to control their emotions, to postpone their 

satisfaction as well as to gain pleasure. In terms of behavioural development, it could 

increase self-esteem and decrease emotional tense. Iswinarti, Fasichah, & Sulismadi 

(2008) also recommend six traditional games comprising high learning values of social 

competence namely: bentengan, gobag sodor, gembatan, pentheng, wak-wak gong, and 

goak-goakan. In these recommended games, children could learn various features such 

as designing strategies, making a decision, resolving a conflict, sharing and 

collaborating with others, postponing satisfaction, understanding others, and getting 

involved in social interaction. Taufik’s study (2011) also reported the same result that 

bentengan and gobag sodor could increase adolscents’ ethno-cultural empathy in Solo 

City. 

     Iswinarti’s findings (2012) figured out that traditional games such as 

bentengan,gobag sodor, gembatan, pentheng, wak-wak gong, and goak-goakan comprise 

numerous learning values of social competence, especially in the aspect of problem-

solving, collaboration, and empathy. Based on the elaborated explanations above, this 

study aimed at investigating the learning values of social competence and their aspects 

existed in the traditional game “gembatan”. 

Traditional Game “Gembatan” 

 Gembatan in East Java is also known as gebokan, pal-palan, boy or boy-boy an. 

Meanwhile, in Central Java, it is known as ganevo. According to mini research 

conducted by the writer, this game is also played in other regions but under varied 

names. Generally, the traditional game “gembatan” covers several things below: 

a. Played by 8 – 12 players under 2 teams. 

b. Required tools: kereweng (broken tiles) and baseball. In particular 

conditions, kereweng could be replaced by ceramic shards, bottle caps, flat 

stones, and other objects that could be set up. Baseball could also be 

replaced by tennis ball or handmade paper ball. It aims at decreasing the 

pain while hitting player’s body. Plastic ball can also be used in this game. 

Based on the trial result, the best ball to use in this game is light tennis 

ball. 

c. A field, size between 8 – 10 m x 12 – 15 m. 

d. Several rules that must be obeyed: 

1. To determine the starting pitchers, two representatives from respective 

team to deal with a coin; 

2. Each group member gets one turn to knock down the broken tiles by 

throwing the ball; 

3. Players must not throw up the ball onto the head; 

4. Players with the ball must not run. They must leap on one leg; 

5. Should a player get hit by the ball thrown by another team, he or she 

must be out of the game and wait for their existing members; 

6.  Players must not go out beyond the game area. 

e. Several Principles on “How to Play”: 

1. Setting a player team and a guard team; 

2. Player team will start the game by throwing the ball into the broken 

tiles. If the broken tiles collapse, the players must run to avoid pitching 

from the guard team while waiting for a chance to set up the messy 
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tiles. If the tiles have been set up, the player team must shout “boy” 

and they win the game; 

3. Guard team must catch the ball thrown by the player team to collapse 

the tiles. If the tiles have collapsed, the guard team must catch the ball 

and throw it to the player team. Player team that has been hit by the 

ball could not play in this section; 

4. Player team loses once their members are hit by the ball; 

5. Once the player team loses, the guard team will alternately become a 

player team; 

6. The duration of the game and the number of game turns are set based 

on the agreement. 

 

METHOD  

Research Approach 

 This study was conducted by means of descriptive qualitative method aiming at 

investigating the learning values of social competence existed in the traditional game 

“gembatan”. The data were obtained by means of interview and observation. The in-

depth discussion will be elaborated descriptively in the findings. 

Participant 

 Participants in this study were students at elementary school in Malang 

Regency. It consisted of 40 elementary-school students consisting 20 male students and 

20 female students. The data collection was done in whilst-game and post-game. The 

traditional game “gembatan” was played in a team consisting of 10 students under the 

same gender. Thus, there were four teams in the study. 

Data Collection 

- Interview with the participants related to what they experience during the game 

- Observation on children’s behaviours during the game 

- In-depth discussion to figure out the learning values of social competence on the 

children after playing the game 

Data Analysis 

 Data analysis was done by coding the results of both interview and in-depth 

discussion. After abstracting this, it was obtained the results in form of the learning 

values of social competence existed in the “gembatan” game. In this study, the data from 

interview, observation, and in-depth discussion were analysed based on the game 

procedures to obtain the overview of learning values of problem-solving, self-controlling, 

collaboration, and empathy in the “gembatan” game. 

FINDINGS 

 Based on the findings, it was obtained the overview of learning values of social 

competence existed in the traditional game “gembatan” namely: 1) in terms of problem-

solving aspect, children started to design a strategy, make a decision, and resolve a 

conflict; 2) in terms of self-controlling aspect, children started to obey rules, differentiate 

right and wrong behaviours, and express their feeling through proper actions; 3) in 

terms of cooperative aspect, children started to interact positively one another, share 

ideas or materials, and work together in a group; and 4) in terms of empathy learning, 

children started to understand others’ feeling, perspective, and condition as well as to 
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feel what are experienced by others. The social competence aspects and their indicators 

used in content analysis were based on several experts’ theories, such as: aspect of 

problem-solving (Kostelnik, et al., 2014; Semrud-Cikleman, 2007), aspect of self-

controlling (Smart & Sanson, 2003), aspect of collaboration (Johnson & Johnson, 1999; 

Smart & Sanson, 2003), and aspect of empathy (Bern, 2010; Garaigordobil, 2009; Smart 

& Sanson, 2003). 

 The overview on the learning values of social competence and their indicators 

existed in the game can be seen in Table 1. 

Table 1. The learning values of social competence existed in the traditional game 

“gembatan” 

COMPONENT ASPECT INDICATOR 

Problem-

solving 

Setting or Designing 

Strategy 

- Setting a strategy to throw the ball into 

the broken tiles 

- Setting a strategy to deceive enemies so 
that they could set up the broken tiles 

- Setting a strategy to avoid pitching 

Decision-making 

- Determining a running direction in order 

to avoid pitching 

- Determining which enemy that should be 

thrown by the ball 

- Determining a running direction before 
setting up the broken tiles  

Conflict Resolution 

- Children solve a debate when there is a 

player breaking the rules 

- While being blamed by their team friends 

for the lost, children accept the blame 

- Children mediate (i.e. asking for apology) 
for what they have done 

- Children mediate their friends who have a 

conflict 

Self-

controlling 

Following or obeying 

the rules 

- Children follow the rules  

- Children do not break the rules (i.e. 

throwing the ball onto others’ head, 

throwing the ball while running) 

Differentiating right 

and wrong 

behaviours 

- Children wholeheartedly accept any 
punishments once they make mistakes 

- Children are sportive as running on their 

one leg while holding the ball  

Expressing their 

feelings through 

proper actions 

- Children are not provoked while being 

teased or mocked by others 

- Children are not aggressive while facing a 
problem either with friends or enemies  

Collaboration 

 

Interacting positively 

with others 

- Children should communicate well with 

their friends in a team while setting a 

strategy 

- Telling the rival team if there is a 

cheating done by a player 
- Children shout “boy” after fixing the 

broken tiles to let others know that their 

team has won the game 

Sharing ideas or 

materials - Drawing the ball to others 
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- Sharing ideas to others how to win the 

game 

- Throwing the ball to a friend in the same 
team who is closed to the enemy 

Collaborating with 

others in a team 

- Deceiving enemies while their friends are 

throwing the ball 

- Informing friends that they will be hit by 

the ball  

- Informing friends who set up the broken 
tiles when the children have held the ball 

- Each member gets respective duties to 

win the game (duty to throw the tiles, 

duty to deceive the enemies, set up the 

tiles, and so forth)  

Empathy 

Understanding 

others’ feelings, 

perspectives, and 

conditions 

- Understanding how others’ conditions 

while being hit by the ball so that they do 
not blame others for their lost 

- Understanding others’ conditions while 

being hit by the ball so that they could 

control their power while hitting others 

Feeling what others 

feel   

- Children feel bad for others who are hit 

by the ball so that they tend to help 
others to avoid the pitching 

- Children feel bad for enemies so that they 

control their power while hitting others 

despite their opportunity to throw them 

hardly  

 

DISCUSSION 

 Based on the overview on the learning values of social competence existed in the 

traditional game “gembatan” in Table 1, it can be recognised that the traditional game 

“gembatan” has varied learning values for children. It relates to previous experts’ 

explanation that traditional games consist of good, positive, and beneficial values 

(Bishop & Curtis, 2001). It also contains of wisdom values (Dharmamulya, 2008). 

 The influence of playing a game on children’s development highly relies on its 

content. The meta-analysis by Iswinarti (2011b) confirms that the correlation between 

playing game and social competence is not necessarily positive. This can be explained 

from playing category and aspects used in the social competence. Playing is generally 

categorised into social and non-social playing (Hughes, 2009; Hurlock, 1993, Papalia, 

et al., 2000; Santrock, 2001). Games such as social pretend play shows a positive 

correlation on the social competence (McAloney & Stagnitti, 2009; Uren & Stagnitti, 

2009) while several studies show that solitary play shows a negative correlation on the 

social competence (Spinrad, et al., 2004; Coplan, et al., 2001). Otherwise, the meta-

analysis by Anderson, et al. (2010) on 134 research findings shows that violence video 

games has a positive correlation on aggressiveness either cognitively, affectively, or 

behaviourally, and has a negative correlation on empathy and prosocial behaviours. 

Based on the observation results on problem-solving aspect during the game, it 

can be recognised that children could learn to design or set strategies while throwing 

the ball into the broken tiles. Setting strategies can also be done while throwing the ball 

into the enemies. In a team, children also learned to set strategies in order to make a 

decision for a running direction while the enemies are fixing the tiles. In sub-aspect of 

conflict resolution, it can be recognised that children strived to mediate others during 

the conflict or mediate himself to solve the conflict. 
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In terms of self-controlling, it can be recognised that children strived to follow or 

obey the rules. They wholeheartedly accepted any punishments for their mistakes. They 

could also control their emotions not to take a revenge upon others’ mocking. Moreover, 

in terms of collaboration aspect, children must communicate well one another while 

setting strategies. They could draw the ball to others while deceiving enemies. In terms 

of empathy aspect, children could understand others’ feeling while being hit by the ball; 

and therefore, they tended not to blame other team members due to their lost. They also 

learned to feel bad for others and tried to protect them from the pitching. 

Several findings above also affirmed many experts’ notion that playing basically 

emerges to be a very good learning facility for children due to the fact that many 

beneficial values could be transferred into children’s daily life through this activity 

(Sutton-Smith in Hughes, 2009; Hurlock, 1993). 

CONCLUSION 

 Based on the elaborated findings above, it can be concluded that the traditional 

game “gembatan” has varied learning values of social competence such as: problem-

solving, self-controlling, collaboration, and empathy. The “gembatan” game also emerges 

as a favourite game for school-aged children. Ergo, this traditional game could be used 

as a simulation media to develop the social competences for school-aged children. 

REFERENCES 

Ahmad, S., Bangash, H., Bano, M., & Khan, I. A. (2008). Cooperation and competition: 

an experimental study on children in peshawar city. Sarhad Journal of Agriculture. 

24(2), 391-397. 

Anderson, C. A., & Carnagey, N. L. (2009). Causal effects of violent sports video games 

on aggression: Is it competitiveness or violent content?. Journal of Experimental 

Social Psychology, 45(4), 731-739. 

Anderson, C. A., Shibuya, A., Ihori, N., Swing, E. L., Bushman, B. J., Sakamoto, A. & 

Saleem, M. (2010). Violent video game effects on aggression, empathy, and prosocial 

behavior in eastern and western countries: a meta-analytic review. 

Anderson, C. A., & Dill, K. E. (2000). Video games and aggressive thoughts, feelings, 

and behavior in the laboratory and in life. Journal of personality and social 

psychology, 78(4), 772. 

Berns, R. M. (2010). Child, family, school, community: Socialization and support. 8th 

edition. United States of America: Wadworth, Cengage Learning. 

Bishop, J. C., Curtis, M., & Opie, I. (Eds.). (2001). Play today in the primary school 

playground: Life, learning and creativity. Buckingham: Open University Press. 

Caravita, S., Di Blasio, P., & Salmivalli, C. (2009). Unique and interactive effects of 

empathy and social status on involvement in bullying. Social development, 18(1), 

140-163. 

Chappell, D., Eatough, V., Davies, M. N., & Griffiths, M. (2006). EverQuest—It’s just a 

computer game, right? An interpretative phenomenological analysis of online 

gaming addiction. International Journal of Mental Health and Addiction, 4(3), 205-

216. 

Charlton, J. P., & Danforth, I. D. (2007). Distinguishing addiction and high engagement 

in the context of online game playing. Computers in Human Behavior, 23(3), 1531-

1548. 



 

4
th

International Conference the Community Development in ASEAN ®2017  

 

 

385 
 

Coplan, R. J., Gavinski-Molina, M. H., Lagace-Seguin, D. G., & Wichmann, C. (2001). 

When girls versus boys play alone: Nonsocial play and adjustment in kindergarten. 

Developmental psychology, 37(4), 464. 

Dharmamulya, S. (2008). Permainan tradisional jawa. Yogyakarta. 

DeWall, C. N., Baumeister, R. F., Stillman, T. F., & Gailliot, M. T. (2007). Violence 

restrained: Effects of self-regulation and its depletion on aggression. Journal of 

Experimental social psychology, 43(1), 62-76. 

Frey, K. S., Hirschstein, M. K., & Guzzo, B. A. (2000). Second Step: Preventing 

aggression by promoting social competence. Journal of Emotional and Behavioral 

Disorders, 8(2), 102-112. 

Garaigordobil, M. (2009). A comparative analysis of empathy in childhood and 

adolescence: Gender differences and associated socio-emotional variables. Revista 

Internacional de Psicología y Terapia Psicológica, 9(2), 217-235. 

Gentile, D. A., Lynch, P. J., Linder, J. R., & Walsh, D. A. (2004). The effects of violent 

video game habits on adolescent hostility, aggressive behaviors, and school 

performance. Journal of adolescence, 27(1), 5-22. 

Gök, T., & Sýlay, I. (2010). The Effects of Problem Solving Strategies on Students' 

Achievement, Attitude and Motivation. Latin-American Journal of Physics Education, 

4(1), 2. 

Griffiths, M. (2002). The educational benefits of videogames. Education and Health, 

20(3), 47-51. 

Griffiths, M. D., Davies, M. N., & Chappell, D. (2004). Online computer gaming: a 

comparison of adolescent and adult gamers. Journal of adolescence, 27(1), 87-96. 

Hughes, F. P. (Ed.). (2009). Children, play, and development. Sage. 

Hurlock, E. B. (1993). Psikologi perkembangan: psikologi perkembangan anak. 

Terjemahan. Jakarta: Penerbit Erlangga. 

Iswinarti. (2005, Mei). Permainan Tradisional Indonesia: Dalam tinjauan perkembangan 

kognitif, sosial, dan kepribadian. Presentasi paper dalam Simposium Nasional 

Memahami Psikologi Indonesia, Malang. 

Iswinarti. (2012). Nilai-nilai pembelajaran kompetensi sosial pada permainan tradisional 

untuk anak usia sekolah. Laporan penelitian, Malang, Fakultas Psikologi 

Universitas Muhammadiyah. 

Iswinarti, Fasicahah, S. S., & Sulismadi. (2008). Permainan anak tradisional sebagai 

model peningkatan kompetensi sosial anak usia sekolah. Laporan Penelitian Hibah 

Bersaing Tahun II. Malang: Lembaga Penelitian UMM. 

Johnson, D., & Johnson, R. (1999). Learning together and alone: Cooperative, competitive 

and individual learning. Buenos Aires, Argentina: Aique. 

Kostelnik, M., Whiren, A., Soderman, A., Rupiper, M., & Gregory, K. (2014). Guiding 

children's social development and learning. Nelson Education. 

Lo, S. K., Wang, C. C., & Fang, W. (2005). Physical interpersonal relationships and social 

anxiety among online game players. Cyberpsychology & behavior, 8(1), 15-20. 



 

4
th

International Conference the Community Development in ASEAN ®2017  

 

 

386 
 

Manen, T. G., Prins, P. J., & Emmelkamp, P. M. (2004). Reducing aggressive behavior 

in boys with a social cognitive group treatment: results of a randomized, controlled 

trial. Journal of the American Academy of Child & Adolescent Psychiatry, 43(12), 

1478-1487. 

McAloney, K., & Stagnitti, K. (2009). Pretend play and social play: The concurrent 

validity of the Child-Initiated Pretend Play Assessment. International Journal of Play 

Therapy, 18(2), 99. 

Meepien, D., Iamsupasit, S., & Suttiwan, P. (2010). Effects of self-control training to 

reduce aggressive behaviors of female adolescent offenders in Ban Pranee Juvenile 

Vocational Training Center. Journal of Health Research, 24(1), 35-38. 

Olson, K. R., & Spelke, E. S. (2008). Foundations of cooperation in young children. 

Cognition, 108(1), 222-231. 

Özkan, Y., & Çifci, E. G. (2009). The effect of empathy level on peer bullying in schools. 

Humanity & Social Sciences Journal, 4(1), 31-38. 

Papalia, D. E., Olds, S. W., & Feldman, R. D. (1992). Human Development Edition. New 

York. 

Ronen, T. (2004). Imparting Self-Control Skills to Decrease Aggressive Behavior in a 12-

Year-Old Boy A Case Study. Journal of social work, 4(3), 269-288. 

Santrock, J.W. (2000). Lifespan development. Boston: McGraw-Hill College. & Sons 

Schonert-Reichl, K. A., Smith, V., Zaidman-Zait, A., & Hertzman, C. (2012). Promoting 

children’s prosocial behaviors in school: Impact of the “Roots of Empathy” program 

on the social and emotional competence of school-aged children. School Mental 

Health, 4(1), 1-21.doi: 10.1007/sf2310-011-9064-7. 

Semrud-Clikeman, M. (2007). Social competence in children. In Social Competence in 

Children (pp. 1-9). Springer US. 

Smart, D., & Sanson, A. (2003). Social competence in young adulthood, its nature and 

antecedents. Family Matters, (64), 4. 

Spinrad, T. L., Eisenberg, N., Harris, E., Hanish, L., Fabes, R. A., Kupanoff, K., & 

Holmes, J. (2004). The relation of children's everyday nonsocial peer play behavior 

to their emotionality, regulation, and social functioning. Developmental psychology, 

40(1), 67. 

Spitzberg, B. H. (2003). Methods of interpersonal skill assessment. Handbook of 

communication and social interaction skills, 93-134. 

Taufik, S. (2011). Managing diversity as synergy: Increasing ethnocultural empathy by 

the traditional games of Javanese and Chinese children in Indonesia.(Unpublished 

doctoral dissertation). Tilburg University, Dutch. 

Uren, N., & Stagnitti, K. (2009). Pretend play, social competence and involvement in 

children aged 5–7 years: The concurrent validity of the Child‐ Initiated Pretend Play 

Assessment. Australian Occupational Therapy Journal, 56(1), 33-40. 

Webster-Stratton, C., Reid, M. J., & Hammond, M. (2001). Preventing conduct problems, 

promoting social competence: A parent and teacher training partnership in Head 

Start. Journal of clinical child psychology, 30(3), 283-302. 



 

4
th

International Conference the Community Development in ASEAN ®2017  

 

 

387 
 

Welsh, J. A. & Bierman, K. L. (2006). Social competence. Encyclopedia of Childhood and 

Adolescence, April 06, 1-4. 

Williams, D., Yee, N., & Caplan, S. E. (2008). Who plays, how much, and why? 

Debunking the stereotypical gamer profile. Journal of Computer‐ Mediated 

Communication, 13(4), 993-1018. 

  

 

 

  


