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Abstract - Current technological and information developments affect lifestyle. Gadgets and social media become addictions 
for every society. This also applies to children. Children aged between 6-12 years old have used android and save time just to 
play games and social media. The result brought about social change impacts is done by the children and make them a 
generation of anti social. One of the solutions to overcome that problem is boy-boyan game. Boy-boyan is a traditional 
Indonesian game from west java. It is a game that using kreweng (broken tile) and baseball.    Based on the literature review, it 
can be concluded that boy-boyan able to train group cooperation, improve motor skills while improving interaction and social 
ability of elementary school age children. 
 
Index Terms - Child, games, social skill  
 
I. INTRODUCTION 
 
Nowadays  globalization is a scourge of the world 
because of its influence on people's lives that have 
positive and negative impacts. The presence of 
information and communication technology 
accelerates  process of globalization. As well as the 
development of the gadget happens lately is part of 
globalization The sophistication of the available 
features and applications makes humans lose their 
minds. No wonder people always use their gadget 
whenever and whereever.  
In Indonesia, the gadget has become the primary needs 
of most people. Users evenly either adults or seniors 
(over 22), teens (12-21 years) and elementary school 
age children (7-11 years), and more ironically used by 
children aged 3-6 years, who should not be eligible to 
use the device (Widiawati, 2014: 1-6) [1]. The use of 
the gadget in tune with the internet service mencandu 
Indonesia society. The use of gadget and internet 
services are addicted to Indonesian society. Launched 
from page detik.com, APJII has issued the results of 
Indonesian internet user that reached 132.7 million of 
the total population of 256.2 million in 2016  
(Haryanto, Agus Tri, 2018) [2]. The amount is 
expected to continue increasing over the years.  
 
The development of the internet and gadget is actually 
good because it helps in terms of dissemination of 
information and effectiveness as well as efficiency but 
there are several impact if it is not used as portions. A 
study conducted by Beauty Manumpil (2015: 1-6) 
with the title "The Relationship of Using Gadget with 
Student Achievement  in Senior High School 9 
Manado" indicates that the use of gadget can affect the 
development of children, it has a direct impact on the 
level of achievement of children in school [3]. In 
addition, conducted by Dwi Wahyuningsih (2017: 
1-12) titled "The Influence of Intensity of Using 
Smartphone and Parental Control on Anti-Social 

Behavior” States that the high antisocial behavior is 
influenced positively by the intensity of use of 
smartphones [4] . These statements is in line with s. 
Ramadani (2016:1-6) in his study entitled "the Impact 
of Use of Social Networking Sites in the Misbehavior 
of  Senior High  School of 3 Makasar Students" states 
that its impact on the utilization of social networking 
sites include: time in front of the computer, reduced 
learning time, no concern for the environment, 
reduced socialization, lack of interaction with the 
outside world causing anti-social, spreading personal 
data, backup data, fraud, pornography, cost [5]. Based 
on the description of research about the gadget, it can 
be concluded gadget is causing a decline in 
achievement, development of antisocial behaviour and 
deviant behaviors of students. 
Anti-social attitudes if left continuously will cause the 
child to experience moral degradation and improve the 
attitude of not caring about the environment. 
Children's social skills are also not honed because they 
are prefer playing gadget. Meanwhile, Indonesia in 
2045 is projected to reach the golden age due to the 
productive age of 70% of the total population. 
Therefore, there is need an effort to overcome 
anti-social behavior and the negative impact of using 
the device as a whole. 
One way to minimize the impact of using a gadget is 
playing outside. Play is the basis of education for its 
development (Wulandari, Fera, 2016: 516-529) [6]. 
The game is a human activity in various forms as a 
mirror of the need to gain new knowledge in a fun way. 
Indonesia as country with diverse cultures and local 
wisdom, it has many traditional games that need to be 
preserved. This is considering the benefits in 
supporting motoric skills and cognitive as well while 
integrating the values of sportsmanship and character 
of the cooperation. In terms of education, traditional 
games can build closeness, influence and relationship 
between the teacher and other children in a fun and 
without pressure so that logical, math, intelligence, 
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language, visual, spatial, musical, kinesthetic, natural, 
intrapersonal, interpersonal and spiritual children can 
develop well (Komala, 2016: 9-18) [7].  
One of the traditional games is boy-boyan. This game 
is a game that comes from West Java. According to 
Sisca (2012: 197-198) suggests a boy-boyan game 
model is a traditional game with a total of five to 10 
people [8]. The game model is to arrange stone slabs, 
usually taken from relatively small fragments of tiles 
or porceles (Anggraini, C. C. D, 2014: 92-98) [9]. 
Commonly using a ball that is basketball  or ball made 
by paper wrapped with plastic, soft and not hard so it 
does not hurt. There will be a guard on the plate, while 
others take turns throwing the pile with the ball until it 
all collapses. After collapsing then the guard must take 
the ball and throw it to another member who throws 
the ball before. The throwing of the ball will turn into a 
guard. Based on the literacy description of the experts, 
it can be concluded that boy-boyan game is  only 
focused on the preparation of stone slabs without 
being modified with different styles, so there is a need 
for new variations to make this game more attractive 
to students. Therefore, the author tries to modify and 
develop the boy-boyan game by integrating the values 
of characters and social issues.   Problem of the 
research is: (1) What is the impact of the use of the 
traditional game model "boy-boyan" on learning of 
elementary school children?; (2) How to use 
boy-boyan traditional game model on learning?. With 
the objectives of the research: (1) To know how to use 
the boy-boyan traditional game model in classroom 
learning  (2) To know the impact of the social 
development of elementary school children. 
 
II. METHOD 
 
The research is library research.  According to Hasan 
(2002: 11) library research (literature research) is 
research conducted using literature (literature), either 
in the form of books, notes, or research reports from 
previous research. The data source of this research is 
document [10]. Document study is looking for data 
about things or variables in the form of notes or 
transcripts, books, newspapers, magazines (Arikunto, 
2010: 275) [11]. Data collection techniques is to 
examine various sources such as books, research 
journals, articles, papers, newspapers, intenet or other 
information related to the title of research. After data 
collected then performed data analysis. Data analysis 
in this study is to analyze and synthesize the document 
to be reviewed and become a new idea in supporting 
the research results. 
 
III. DISCUSSION 
 
A. To know how to use the boy-boyan traditional 
game model in classroom learning   
The boy-boy game that is developed by the author has 
differences in the tools as well as the models.  

 
Image 1. Puzzle  

 
Image 2. Basketball  

 
The tools that used is a puzzle containing illustrations 
of solutions about a social problem and basketball 
while the game model will include the stages of 
problem orientation, discussion and presentation of 
the results of the discussion. Here is a syntax of the 
traditional boy-boyan game model: 
 

1. Student Orientation on Problems 
Learning begins by greeting  and praying. This stage is 
very important to build intimacy and closeness 
between teachers and students. The following are three 
things that teachers need to do in the student 
orientation stage of the problem: 
a) The purpose of learning to explain the things that 

must be achieved by students. 
b) Motivate students to be passionate and active 

during the game 
c) Orientation of problems to students. The issues 

that are conveyed can be related to many 
important things that are still about social issues. 
Examples of problems that can be raised are street 
children and homeless. Teachers can present the 
problems through stories or video. After that, 
students are asked to respond and provide a 
response to measure the initial knowledge of 
students related to the problem. 

 
2. Organize Students to Learn 
In addition to developing problem-solving skills, 
boy-boyan games encourage students to learn to 
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collaborate. Boy-boy games and problem solving at 
the end of the game require cooperation and sharing 
among members. Therefore, the teacher will form 2 
groups consisting of guard and careless group 
consisting of 4-6 people per group. 
 
3. Doing a boy-boyan game 
The third stage is playing boy-boyan game. The game 
begins by composing a puzzle piece into a tower. The 
careless group will interchangeably use the ball to 
knock the Tower puzzle. When the tower was 
successfully torn down then the Group of guards will 
hasten took the ball and prepares to throw it on the 
careless Group. While the careless group will try to 
organize the puzzle to illustrate the solution of the 
problems that have been alluded to in the beginning. If 
the careless group is hit by throwing the ball before the 
puzzle is organized then the boy-boyan game winner is 
the guard group. On the contrary, the guard group will 
lose if the careless group able to set the puzzle first. 
The game will be repeated if careless group has not 
been able to set the puzzle first but there will be a 
change of role, from the guard group to be careless  
group. 
 
4. Help Group Investigation 
After the puzzle is arranged and illustrated the solution 
then the next step is discussing in groups. Students are 
asked to respond to solutions on the puzzle and 
provide alternative solutions related to problems at the 
beginning of the activity. This stage is an important 
step because it becomes a momentum to train students' 
sensitivity to social issues and the ability to discuss in 
formulating opinions. 

 
5. Presenting Work Results 
Not only the discussion, students were asked to 
present the results of the discussion in front of the 
class. It will train psychomotor skills, especially 
student communication. In addition students are also 
instructed to make a report of the results of group 
discussions 
 
6. Evaluation and Awarding 
After listening to the results of the group discussion, 
the teacher has an opportunity to respond to the 
student's answers. It should be noted that each 
student's answer is correct because the problem are 
complex.  At the end of the activity, the teacher will 
reward the group that won the boy-boyan game or 
another category that is able to motivate the student's 
learning. 
 
To know the impact of the social development of 
elementary school children. 
Lots of benefits gained from playing both from the 
physical and psychological aspects because play has 
important meaning for the growth and development of 
children. As stated by Tedjasaputra (2003) that the 
benefits of the game are: 

a) Development on the physical aspect,  
b) Development of social aspects,  
c) smooth and coarse motor development,  
d) emotional development and personality, 
e) Development of cognition,  
f) Sharpness the sensing 
g) Developing sports and dancing skills,  
h) Media of therapy, 
i) Media of  intervention [12] 
 
As mentioned earlier that the game is fun and there is 
no compulsion to play it, Tedjasaputra (2003) provide 
certain criteria and traits in Defining the game, : 

a) The game is something fun and exciting, 
b) It is spontaneous and voluntary, 
c) The prototype abstraction as a result of imitation of 

certain behavior in everyday life, 
d) Have themes and variations, 
e) Having a tense and passionate nature, 
f) Performed on the basis of intrinsic motivation (as 

it appears on personal desires and for personal 
desires) 

g) Colored by positive emotions on the players 
h) Flexibility of an activity to another activity 
i) More emphasis on the process than the final result 
j) There is freedom to choose [12] 
 
Those description, indicating that the game has many 
benefits for the development of children both physical 
aspects, social, and also the personality or character of 
children. According to Parten (in Santrock, 2002) play 
can be grouped into six kinds as follows. 

a) Unccupid play, occurs when the child is not 
involved in games like other children generally, 
but may stand at a point, look around the room, or 
perform random movements that seem to have no 
purpose 

b) Solitary Play, occurs when children play alone and 
independently from others. The child seems cool 
and does not care much about whatever is 
happening. 

c) Onlooker play, happens when children watch 
others play. Children can talk to other children and 
ask questions but do not get into their game 
behavior. 

d) Parrallel play, occurs when children play 
separately from other children, but uses the same 
toys as used by other children or by imitating the 
way they play [13]. 

 
Associative play, occurs when the game involves 
social interaction with few organizations or no 
organization. In this type of game children tend to be 
more interested in one another than with the game they 
are doing Cooperative play, encompassing social 
interaction within a group that has a sense of group 
identity and organized activity. Boy-boyan is a kind of 
cooperative play game, boy-boyan able to foster a 
sense of togetherness and encourage students to be 
more sensitive to social issues. By the time they are 
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asked to respond to the solution of the problems that 
exist in the puzzle then the cognitive abilities and 
social intelligence will be honed well 
 
According to Maryani (2011) social intelligence 
related to social competence that is related to facilities 
to interact with other people like language; interacting 
and communicating skills such as making friends, 
entering into a certain group, sharing and waiting their 
turn [14]. Therefore the traditional "boy-boyan" game 
model is closely related to the social development of 
elementary school children in which it contains values 
and social intelligence. Thus, the expected end-to-end 
goal of implementing the traditional boy-boyan game 
model in this lesson is expected social development 
indicators such as initiatives to move with peers, join 
in games, maintain role in play, overcome conflict in 
play can be achieved. 
 
 CONCLUSION 
 
The boy-boyan game that is developed by the author 
has differences in the tools as well as the models. The 
tools that used is a puzzle containing illustrations of 
solutions about a social problem and basketball while 
the game model will include the stages of problem 
orientation, discussion and presentation of the results 
of the discussion. Here is a syntax of the traditional 
boy-boyan game model: student orientation on 
problems, organize students to learn, doing a 
boy-boyan game, help group investigation, presenting 
work result,  evaluation and awarding. Boy-boyan is a 
cooperative game. It is expected that the boy-boyan 
modification can be an alternative solution to increase 
the intensity of children's social interaction as well as 
to form a cooperative and characterized child 
personality. 
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