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 It is important for educators and parents to understand children's 

cognitive development using a needs-based approach that will 

help ensure children have the opportunity to develop optimally 

througbstimulation. Proper stimulation can help children develop 

optimally.mTheopurpose ofpthis studykwas tomdetermine 

thembenefits of ULTIF gamesoto improvexchildren's cognitive 

abilities. Thekresearch methodoused was experimental research. 

Datapcollection using documentation, performance tests and 

participatory observations analyzedgusing thekt test. Thekpre-

test scoreowas 2.03 andkthe post-testkscore was 2.48 so thatzthere 

was ankincrease inpchildren's cognitivekdevelopment to develop 

very well. The results of the data analysis showed thatmthe t-count 

value of 23 was greaterkthan thekt-table of 1.76 withka 

significanceklevel of 0.05 with N = 15. This proves that the 

working hypothesis (H) which states that there is an effect of 

ULTIF games onkthe cognitive abilities ofkchildren agedk5-6 

years. 
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INTRODUCTION 
 Early childhood iska stage in the golden age that is very important in child development, specifically 

children need more direct attention when compared to other levels of education (Suhendro: 2020). During this 

period, early childhood is still very dependent on the care, guidance, and support of adults, especially 

parentskor caregivers,kto meet the child'skphysical andkemotional needs.kThe environment around the child 

haskan impactgon the child's development.kIt iskimportant to provide a supportive environment, appropriate 

stimuli, and positive interactions during this period. Therefore, services provided to early childhood are 

recommendedkto be more specific and direct, because this period is the foundation for further development 

thatkcan be applied bykparents and teachers tokchildren's education. 

 The education thatkchildren undergo inkthe earlykstages ofzlearning cannot be separated from 

thekconcept of playing while learning. This isnin accordancekwith the opinion of Fadlillah (2018: 11) who 

explains that playing is very important for children because through these activities children experience a 

learning process. Therefore, in designing the right learning process, educational game tools (APE) are needed 

which have benefits such as providing pleasure to children because of the element of play in the learning 

process that children receive from the APE. 

 The benefits of educational games can provide a fun learning experience by stimulating various aspects 

of development, namely cognitive development, physical-motorkdevelopment, languageadevelopment, social-

emotionalkdevelopment, religious and moral value development,kand art developmentM(Suryana: 2018). 

Every aspect of child development is interrelated and supports children's education, but cognitive abilities are 

more emphasized because cognitive abilities have anmimportant rolekin theklearning process, including 

learning by exploring the environment, interacting with others, and experimenting with new ideas, so cognitive 

abilities are very much needed. Thiskis inkaccordance withkthe opinion of (Ardiana: 2022) whoksays that 

children will always learn wherever they are, so the right education is needed for cognitive abilities. 

 According to Novitasari (2018), cognitive isma child'smability tomthink more complexly and use 

reasoning and problem solving, increasing cognitive abilities will make it easier for children to master broad 

learning. According to Rohim, et al. (2021) to measure cognitive abilities, the main ones measured are literacy 

and numeracy abilities. Based on the opinion above, it is concluded that cognitive abilities are reasoning 

abilities in problem solving, literacy abilities such as letter recognition, and numeracy abilities, namely number 

recognition. 

 Using an approach to each child's ability needs will help ensure that children have an equal opportunity 

to develop optimally through stimulation. Stimulation is an important part of children's basic needs to hone 

their abilities. Through appropriate and continuous stimulation, children will have the opportunity to develop 

optimally in various aspects of development compared to children who lack stimulation. Exercise and play are 

two effective ways to provide stimulation to children (Kristina: 2021). Stimulation of developmental aspects 

can be done in various ways, namely the use of APE, for example themsnakes andmladders game. According 

to Wati (2021), themsnakes andkladders game isqa gamekplayed byk2 orpmore peoplekusing dicekand 

theremare boxesmand picturesmof ladderskand snakes. In this game, children are invited to do and find for 

themselves the learning outcomes that will be achieved so that they actively learn. 

 Thekuse of educational snakeskand ladders games cankbe an effective alternative inkimproving 

thekcognitive abilitieskof childrenkaged 5-6 years.kThis game is not only entertaining, but can also train 

children's thinking, strategy, and concentration skills. By stimulating various aspects of cognitive development, 

the game can help with number recognition. Theksnakes andkladders gamekis a gamekplayed by three orkmore 

players which consists of boxes marked with numbers or pictures, and there are snakes and ladders connecting 

the boxes. Each box contains questions that include questions that improve children's cognitive literacy and 

numeracy. In addition, this game is not only for entertainment, but has educational value because children are 

invited to actively learn and find learning outcomes through the playing process. This helps strengthen 

children's understanding of numbers in the context of a fun game. In addition to recognizing numbers, children 

can also help with letter recognition because they will consistently see and mention letters when they play the 
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snakes and ladders game. Children do the repetition exercises needed to remember and recognize letters better. 

When children step on the game board, they not only focus on the numbers but also on the letters they encounter 

throughout the game. This process facilitates letter learning in a fun context. For example, when a child lands 

on a certain square, the child is asked to name the letter on the square or answer a question related to the letter. 

This is in line with the educational goal of not only entertaining but also developing cognitive abilities. 

 Basedkon thekresults ofka preliminarykstudy conducted by researchers in April 2024 at Pejajaran 

Kindergarten Surabaya, it showed that 10 out of 15 children tended to have difficulty in reading, detecting 

instructions and recognizing numbers. Then the researchers also did not find any Cognitive APE that supports 

children's learning related to children's literacy and numeracy, for example theksnakes andkladders 

game.mBased onkthe problems above, an appropriate APE is needed, in this case the researcher used snakes 

and ladders that were modified according to the needs of the school. The APE is called the educational 

snakeskand ladderskgame (ULTIF). 

 ULTIF iska modified snakeskand ladderskgame inkthe formkof boxes containing questions about 

literacy and numeracy. This game is played by three or more players combined with the image of a snake as a 

symbol for going down from one box to another box and a ladder as a symbol of going up as the quickest 

shortcut to the last box which makes children enthusiastic about counting towards the stairs. Apart from that, 

ULTIF has arrows that will train children to see instructions for the direction of the box which is designed in 

bright colors and can attract children's attention. Through the ULTIF game, it is hoped that it can improve 

thekcognitive abilities ofkchildren agedk5-6 years. 

 

 

METHOD 
 The researchkused iskexperimental researchkwith akpre-experimental designkin the form of One-Group 

Pretest-Postest Design. According to Jaya (2020) experimentalkresearch is a quantitativekresearch usedkto 

determinekthe effectkof independentkvariables on dependent variables in controlled conditions. This research 

is quantitative with 8 studies, which were carried out 8 times pretest (before treatment) treatment and post-test 

(after treatment) at each meeting. The application of the ULTIF game as an effort to improve the cognitive 

abilities of group B children totaling 15 children took part in the learning process while playing. Initial 

observations and observations after implementing the ULTIF game were carried out tokdetermine thekeffect 

ofkthe ULTIF game in overcoming the problems of early childhood, namely the low cognitive abilities of 

children. 

 Thekdata collectionkmethod is a way used by a researcher to reveal or collect quantitative information 

from respondents according to the scope of the study. Datakcollection techniqueshusing participatory 

observation, documentation, and performance tests.mThe instrument used inkthis studykis tokdetermine 

thekdevelopment of cognitive abilities. Observation of children's cognitive abilities by giving a checklist (✔) 

in the column that corresponds to the child's behavior, after which analyzing the data as an effort to obtain 

available data, then processed with parametric statistics and can be used tokanswer thekformulation ofkthe 

problem in the study. The criteria for the research instrument are if it develops very well, give a checklist on 

number 4, develop according to expectations, give a checklist on number 3. start to develop, give a checklist 

on number 2. and have not developed, give a checklist on number 1. Before starting a study using an 

observation sheet, researchers should make a draft of the instrument so that researchers have a clear picture. 

Table 1 is the points of the draft instrument taken from several theoretical studies and regulations of the 

Ministerpof Educationkand CulturekNumber 137 off2014 and 146, the following is a draft of the instrument 

table for cognitiveeabilities offchildren inngroup B. 
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Table 1. Grid of the instrument for the influence of the ULTIF game on the cognitive abilities of children in 

group B. 

No Indicator Item Kode 

1. Able to detect instructions or clues 1 

2. Able to display reading skills 2 

3. Able to read number symbols to calculate 3 

 Total instrument items 3 

 

 

RESULTSsAND DISCUSSION 

Result  
 The implementation innthis study was carried out every day of pre-test assessment (before treatment) 

with treatment and post-test (after treatment). Data collection and presentation, namely Pre-testtand Post-test, 

were presented innthe form of a table which was then tested for hypotheses, then looking for the results of the 

significance of the table and t count which were carried out with a total of 15 children. Theeresults offthe 

calculation and differences betweenkthe pre-test and post-test are presented in the form of graph 1. 

 

 

 
 

Graph 1. Average Results of Pre-test and Post-test 

 

 Ittcan beeseen from graph 1 thattthere is a development from the first day to the eighth day of the study, 

the results that increased rapidly can be seen in subject seven who gave a good response and satisfactory 

results, then in subjects fifteen and three had a significant increase the same as subject seven according to the 

purpose of this study. After getting theepre-test anddpost-test results, the next step issto testkthe hypothesis 

using statistical analysis of the t-test getting a result of 23. 
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Table 2. Hypothesis test results 

Hypothesis Signification tcount ttable H0 H1 

The Influence of 

“ULTIF Games 

on the Cognitive 

Development of 

Children Aged 5-

6 Years”. 

 

5%3  

db = N-168  

=15-1 

=14 

 

 

 

239 

 

 

1,76 

 

 

Rejected 

 

 

Acceptedo 

 

 Ittcan beeseen from graph 1 thattthere is a development from the first day to the eighth day of the study, 

the results that increased rapidly can be seen in subject seven who gave a good response and satisfactory 

results, then in subjects fifteen and three had a significant increase the same as subject seven according to the 

purpose of this study. After getting theepre-test anddpost-test results, the next step issto testkthe hypothesis 

using statistical analysis of the t-test getting a result of 23. 

 

 

 
 

Grafik 2. Cognitive Development Achievements in ChildrennAged 5-6 Years Indicators 

 

 Based on the graph above shows the average value offcognitive development achievement atfthe agejof 

5-6 years after being given treatment (Treatment) using ULTIF media, showing the average post-test value is 

at the development achievement (MB), which is starting to develop in children aged 5-6 years. Descriptive 

statistics show the average cognitive ability score before the study (pre-test) 2.3 with a standard deviation of 

0.29. After being given the ULTIF game (post-test), the cognitive ability increased with annaverage value of 

2.48 with a standardddeviation of 0.35. 

 

Discussion 
 Fun learning can be obtained from the snakes and ladders game, so that they tenddto be interested in 

following theelearning processsand show an increase in learning in children. This is in accordance with that 

applied by Istiqomah (2018) who studied group B students totaling 12 children consistingoof 8 boys and 4 

girls who had passed thetresults of cycle I and cycle II actions which resulted in an increase in arithmetic skills 

in group B students, indicating that there is an increase in learning in children when using theosnakes and 

ladderssgame, therefore the researcher uses the snakes and ladders game which will be modified according to 

research needs. Furthermore, the results of the study (Prihatini and Musrid: 2022) show that the giant snakes 
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and ladders gameecan improveechildren's cognitive abilities, such as number recognition, problem solving, 

understanding concepts and implementationeof theegiant snakes and ladders game can develop the cognitive 

abilities of group B children, in addition (Masridi and Agustin: 2024) got the results that children gain 

additional knowledge from theesnakes andeladders game and improve children's abilities in literacy and 

numeracy which attract attention. 

 From the explanation above, the snake and ladder game haseproven toebe an effective tool in developing 

various cognitive aspects and in children's literacyyand numeracysskills, therefore the researcher aims to create 

a game tool that includes the research above that can improve cognitive in the form of fun learning. The 

following is a game tool design that is made according to the needs of children that have been adjusted during 

the preliminary study.  

 

CONCLUSION 
 Baseddon thefformulation offthe problem and theepurpose of the study which is strengthened by the 

results of data analysis showssthat the t-valueoof 23 is greater thannthe t-table of 1.76 withaa significanceelevel 

of 0.05 with N 15 whichhmeans that theenull hypothesiss(Ho) is rejecteddand thewworking hypothesiss(H1) 

is accepted. It is concludeddthat the working hypothesis (H) which states "there are benefits of ULTIF 

gamesson the cognitiveeabilities offchildren aged 5-6 years. 
 

 

REFERENCES 
Affrida, E. N. (2018). Model pembelajaran literasi dasar dalam mengembangkan kemampuan kognitif dan 

bahasa di taman kanak-kanak. Wahana: Tridarma Perguruan Tinggi, 70(2), 7-10. 

https://jurnal.unipasby.ac.id/index.php/whn/article/view/1736  

Amiliya, R., & Dyah, A. D. M. (2019). “Permainan Ular Tangga bagi Perkembangan Kognitif Anak Usia 5-6 

Tahun”. Al-Abyadh, 2(2), 1-9. 

 https://ojs.diniyah.ac.id/index.php/Al-Abyadh/article/download/57/38 

Ardiana, R. (2022). “Strategi Guru Dalam Mengembangkan Kemampuan Kognitif Anak Usia 5-6 Tahun Di 

Taman Kanak Kanak”. Murhum: Jurnal Pendidikan Anak Usia Dini, 3(2), 1-10. 

 https://www.murhum.ppjpaud.org/index.php/murhum/article/view/116 

Arikunto, Suharsimi. (2019). Prosedur Penelitian, Suatu Pendekatan Praktik. Jakarta : PT. RINEKA CIPTA. 

Atikah, Cucu. "Karakteristik Perkembangan Anak Usia Dini." Khazanah Pendidikan 17.1 (2023): 75-81.  

 https://jurnalnasional.ump.ac.id/index.php/khazanah/article/view/15397  

Filtri, H. (2018). “Perkembangan Kognitif Anak Usia 5-6 Tahun Di Tinjau Dari Tingkat Pendidikan Ibu Di 

PAUD Kasih Ibu Kecamatan Rumbai”. PAUD Lectura: Jurnal Pendidikan Anak Usia Dini, 1(2), 169-

178. 

https://journal.unilak.ac.id/index.php/paud-lectura/article/view/1175  

Hidayati, N., Jannah, M., & Fitri, R. (2024). “Pengaruh Permainan Sirkuit Mini Pos Fantasi Pada Motorik 

Kasar dan Sosial Emosional Anak”. Aulad: Journal on Early Childhood, 7(2), 496-508.  

 https://www.aulad.org/aulad/article/view/723  

Izzah, L., Adhani, D. N., & Fitroh, S. F. (2020). “Pengembangan Media Buku Dongeng Fabel untuk 

Mengenalkan Keaksaraan Anak Usia 5-6 Tahun Di Wonorejo Glagah”. Jurnal PG-PAUD Trunojoyo: 

Jurnal Pendidikan Dan Pembelajaran Anak Usia Dini, 7(2), 62-68. 

 https://scholar.archive.org/work/4d7f5tq275f47ae4be4xkph2ym/access/wayback/https://journal.truno

joyo.ac.id/pgpaudtrunojoyo/article/download/8856/pdf 

Jaya, I. M. L. M. (2020). Metode Penelitian Kuantitatif dan Kualitatif: Teori, Penerapan dan Riset Nyata. 

Quadrant, Yogyakarta. 

Khadijah, K., & Amelia, N. (2020). “Asesmen Perkembangan Kognitif Anak Usia 5-6 Tahun”. Al-athfaal: 

jurnal ilmiah pendidikan anak usia dini, 3(1), 69-82. 

 https://ejournal.radenintan.ac.id/index.php/al-athfaal/article/view/6508  

Khaironi, M. (2017). “Pendidikan Karakter Anak Usia Dini”. Jurnal Golden Age, 1(02), 82-89. 

https://jurnal.unipasby.ac.id/index.php/whn/article/view/1736
https://ojs.diniyah.ac.id/index.php/Al-Abyadh/article/download/57/38
https://www.murhum.ppjpaud.org/index.php/murhum/article/view/116
https://jurnalnasional.ump.ac.id/index.php/khazanah/article/view/15397
https://journal.unilak.ac.id/index.php/paud-lectura/article/view/1175
https://www.aulad.org/aulad/article/view/723
https://scholar.archive.org/work/4d7f5tq275f47ae4be4xkph2ym/access/wayback/https:/journal.trunojoyo.ac.id/pgpaudtrunojoyo/article/download/8856/pdf
https://scholar.archive.org/work/4d7f5tq275f47ae4be4xkph2ym/access/wayback/https:/journal.trunojoyo.ac.id/pgpaudtrunojoyo/article/download/8856/pdf
https://ejournal.radenintan.ac.id/index.php/al-athfaal/article/view/6508


  

  

 

Jurnal Tunas Siliwangi 11(1), 2025  16 

 

TUNAS SILIWANGI  

P-ISSN : 2476-9789 E-ISSN: 2581-0413 

 
 Volume. 11, Number. 1, April  2025 

 

 
 https://e-journal.hamzanwadi.ac.id/index.php/jga/article/view/546  

Kristina, M., & Sari, R. N. (2021). “Pengaruh Edukasi Stimulasi Terhadap Perkembangan Kognitif Anak Usia 

Dini”. Journal Of Dehasen Educational Review, 2(01), 1-5. 

 https://jurnal.unived.ac.id/index.php/jder/article/view/1402  

Kumala, D. R., Rohmah, Z., & Hidayatulloh, M. K. Y. (2020). “Pendampingan Belajar Menggunakan Media 

Ular Tangga Pembelajaran Bahasa Inggris Siswa SD Di Bandarkedungmulyo”. Jumat Pendidikan: 

Jurnal Pengabdian Masyarakat, 1(1), 44-47. 

 http://ejournal.unwaha.ac.id/index.php/abdimaspen/article/view/1065  

Marsidi, M., & Agustin, I. H. (2024). “Peningkatan Kemampuan Literasi dan Numerasi Melalui Media 

Pembelajaran Ular Tangga di SDN Sukorejo 6”. Dedication: Jurnal Pengabdian 

Masyarakat, 8(1), 41-48. 

 https://jurnal.unipar.ac.id/index.php/dedication/article/view/1703  

Muqdamien, B., Umayah, U., Juhri, J., & Raraswaty, D. P. (2021). Tahap Definisi Dalam Four-D Model Pada 

Penelitian Research & Development (R&D) Alat Peraga Edukasi Ular Tangga Untuk Meningkatkan 

Pengetahuan Sains Dan Matematika Anak Usia 5-6 Tahun. Intersections, 6(1), 23-33. 

 https://jurnal.ucy.ac.id/index.php/intersections/article/view/589  

Novitasari, Y. (2018). “Analisis Permasalahan Perkembangan Kognitif Anak Usia Dini”. PAUD Lectura: 

Jurnal Pendidikan Anak Usia Dini, 2(01), 82-90. 

 https://journal.unilak.ac.id/index.php/paud-lectura/article/view/2007  

Nurasiah, D., Fatimah, A., & Rosidah, L. (2020). “Pengaruh Penggunaan Alat Permainan Edukatif Ular 

Tangga Terhadap Kemampuan Kognitif Anak Usia 5-6 Tahun”. Jurnal Penelitian dan Pengembangan 

Pendidikan Anak Usia Dini, 7(2), 105-112. 

 https://jurnal.untirta.ac.id/index.php/jpppaud/article/view/10125  

Prihatini, V. A., & Mursid, M. (2022). “Implementasi Permainan Ular Tangga Raksasa dalam 

Mengembangkan Kognitif Anak Usia Dini”. Journal of Early Childhood and Character 

Education, 2(1), 61-82. 

 https://scholar.archive.org/work/yzr7sne37bezpmjgu4qoerydie/access/wayback/https://journal.waliso

ngo.ac.id/index.php/joecce/article/download/10346/pdf  

Rahmi, R., & Murni, I. (2023). “Pentingnya Perkembangan Kognitif Pada Anak”. Didaktik: Jurnal Ilmiah 

PGSD STKIP Subang, 9(2), 5057-5065. 

 http://journal.stkipsubang.ac.id/index.php/didaktik/article/view/1297  

Sabila, S., NM, K. N., Ayunda, S. S., & Khasanah, N. (2021). Pengaplikasian Pengaplikasian Game Edukasi 

(Ular Tangga) Untuk Meningkatkan Konsentrasi Terhadap Minat Belajar Peserta Didik: 

Pengaplikasian Game Edukasi (Ular Tangga) Untuk Meningkatkan Konsentrasi Terhadap Minat 

Belajar Peserta Didik. In Prosiding SEMAI: Seminar Nasional PGMI (Vol. 1, pp. 499-518). 

 http://103.142.62.229/index.php/semai/article/view/439  

Stiqomah, S. Penerapan Metode Bermain Melalui Permainan Ular Tangga Dalam Mengembangkan Kognitif 

Anak Usia 5-6 Tahun Di Paud Sriwijaya Lampung Timur TP. 2017/2018 Skripsi. Diss. UIN Raden 

Intan Lampung, 2018.  

 http://repository.radenintan.ac.id/5119/ 

Suciati, I. (2021). “Permainan Ular Tangga Matematika Pada Materi Bilangan Pecahan”.  Kognitif: Jurnal 

Riset HOTS Pendidikan Matematika, 1(1), 10-21. 

 https://etdci.org/journal/kognitif/article/view/5  

Sugiyono. (2016). Metode Penelitian Kuantitatif, Kualitatif, dan R&D. ALFABETA, Bandung. 

Suhendro, E. (2020). “Strategi Pembelajaran Pendidikan Anak Usia Dini Di Masa Pandemi Covid-19”. Golden 

Age: Jurnal Ilmiah tumbuh kembang anak usia dini, 5(3), 133-140. 

 https://ejournal.uin-suka.ac.id/tarbiyah/goldenage/article/view/3394  

Unicef, 2020. “Analisis Perkembangan Anak Usia Dini Indonesia 2018”. Jakarta: Badan Pusat Statistik. 

Veronica, N. (2018). “Permainan Edukatif Dan Perkembangan Kognitif Anak Usia Dini”. Pedagogi: Jurnal 

Anak Usia Dini Dan Pendidikan Anak Usia Dini, 4(2), 49-55. 

https://e-journal.hamzanwadi.ac.id/index.php/jga/article/view/546
https://jurnal.unived.ac.id/index.php/jder/article/view/1402
http://ejournal.unwaha.ac.id/index.php/abdimaspen/article/view/1065
https://jurnal.unipar.ac.id/index.php/dedication/article/view/1703
https://jurnal.ucy.ac.id/index.php/intersections/article/view/589
https://journal.unilak.ac.id/index.php/paud-lectura/article/view/2007
https://jurnal.untirta.ac.id/index.php/jpppaud/article/view/10125
https://scholar.archive.org/work/yzr7sne37bezpmjgu4qoerydie/access/wayback/https:/journal.walisongo.ac.id/index.php/joecce/article/download/10346/pdf
https://scholar.archive.org/work/yzr7sne37bezpmjgu4qoerydie/access/wayback/https:/journal.walisongo.ac.id/index.php/joecce/article/download/10346/pdf
http://journal.stkipsubang.ac.id/index.php/didaktik/article/view/1297
http://103.142.62.229/index.php/semai/article/view/439
http://repository.radenintan.ac.id/5119/
https://etdci.org/journal/kognitif/article/view/5
https://ejournal.uin-suka.ac.id/tarbiyah/goldenage/article/view/3394


  

  

 

Jurnal Tunas Siliwangi 11(1), 2025  17 

 

TUNAS SILIWANGI  

P-ISSN : 2476-9789 E-ISSN: 2581-0413 

 
 Volume. 11, Number. 1, April  2025 

 

 
 https://journal.um-surabaya.ac.id/Pedagogi/article/view/1939  

Wati, A. (2021). “Pengembangan Media Permainan Ular Tangga Untuk Meningkatkan Hasil Belajar Siswa 

Sekolah Dasar”. Mahaguru: Jurnal Pendidikan Guru Sekolah Dasar, 2(1), 68-73. 

 https://pdfs.semanticscholar.org/68d6/35863b33308a01c04f8eac75f6063ab5788f.pdf  

Wulanyani, N. M. S. (2013). “Meningkatkan Pengetahuan Kesehatan Melalui Permainan Ular Tangga”. Jurnal 

Psikologi, 40(2), 181-192. 

 https://journal.ugm.ac.id/jpsi/article/view/6976 

https://journal.um-surabaya.ac.id/Pedagogi/article/view/1939
https://pdfs.semanticscholar.org/68d6/35863b33308a01c04f8eac75f6063ab5788f.pdf
https://journal.ugm.ac.id/jpsi/article/view/6976

