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Warrior Kids Games on Improving the Self-Efficacy Abilities and Fine Motor Skills of 5-6 Years-Old
Children
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Abstract. The ability to have self-efficacy is an essential aspect for every individual. Self-efficacy skills that develop from an early age
positively impact other factors, such as good social-emotional, cognitive, affective, motor skills, and academic. However, in real life,
children's self-efficacy abilities still need to be developed because teachers still need to have the ability to choose suitable games to build
them. This study looks at the effectiveness of the Warrior Kids' game in developing self-efficacy skills in children aged 5-6 years. This
study used an experimental method with a one-group design, which compared the pre-test and post-test values; the sample used was
15 people, and the effectiveness, which is analyzed with Wilcoxon's formula, shows if the results of the study get a sig value of less
than .05, the results obtained are .001, so it can be concluded that the efficacy of using warrior kids' games High means the efficacy of
this game is in the high category, nature develops the self-efficacy abilities of early childhood. This is because the warrior kids' game
can motivate children to conquer the game with exciting and fun obstacles, and each obstacle has been designed by prioritizing children's
safety in playing so that children dare to try and participate in activities until they are finished properly.

Keywords: Game, Motor Skills, Self-efficacy, Early Childhood

Resumen. La capacidad de tener autoeficacia es un aspecto esencial para todo individuo. Las habilidades de autoeficacia que se desa-
rrollan desde temprana edad impactan positivamente en otros factores, como el buen nivel socioemocional, cognitivo, afectivo y aca-
deémico. Sin embargo, en realidad, las habilidades de autoeficacia de los nifios atin deben desarrollarse porque los maestros atin necesitan
tener la capacidad de elegir juegos adecuados para desarrollarlas. Este estudio analiza la eficacia del juego Warrior Kids en el desarrollo
de habilidades de autoeficacia en nifios de 5 a 6 afios. Este estudio utilizo un método experimental con disefio de un solo grupo, que
comparo los valores pretest y postest; la muestra utilizada fue de 15 personas, y la efectividad, la cual se analiza con la formula de
Wilcoxon, muestra que si los resultados del estudio obtienen un valor sig menor a 0.05, los resultados obtenidos son 0.001, por lo que
se puede concluir que la eficacia del uso Juegos de guerreros para nifios Alto significa que la eficacia de este juego esta en la categoria
alta, la naturaleza desarrolla las habilidades de autoeficacia de la primera infancia. Esto se debe a que el juego de nihos guerreros puede
motivar a los nifos a conquistar el juego con obstaculos emocionantes y divertidos, y cada obstaculo ha sido disenado priorizando la
seguridad de los nifios al jugar para que los nifios se atrevan a intentar y participar en las actividades hasta terminarlas correctamente.
Palabras clave: Juego, Habilidades Motrices, Autoeficacia, Primera Infancia. Fecha recepcion: 26-02-24.
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Introduction attitude. This implies that an individual's self-efficacy is the
foundation for their initiative in addressing a specific issue,
and their outcomes reflect their self-efficacy level. Robbins

An individual's level of self-efficacy is one of the aspects
of self-awareness or self-knowledge that may affect that posits that self-efficacy is a determinant of an individual's
performance in attaining a specific objective, as supported
by scholarly works such as those of (Maddux, 2012; Schunk
& Mullen, 2012). The significance of an individual's self-ef-

ficacy abilities in personal growth is widely acknowledged.

person's life. The amount of self-efficacy that a person
demonstrates has a significant influence on the beliefs that
they have about the course of action that must be taken in
order to achieve a specific goal. According to various stud-
ies (Moore, 1981), individuals with elevated levels of self-
efficacy tend to exhibit greater confidence, competence,

Self-efficacy involves using self-regulation techniques such
as goal-setting, self-monitoring, self-evaluation, and prob-

and perseverance. The proposition is that individuals pos- lem—solvmg strategies.

sessing elevated levels of self-efficacy are likely to exhibit
Related work

superior readiness in confronting obstacles, complexities,
During the early stages of childhood, there is evidence

and adversities that emerge during the execution of a task

and the predictions they encounter (Rocha etal., 2022; Wi- X
jaya ctal., 2024). cacy. However, the current approaches and strategies must

of the development of a child's fighting power or self-effi-

According to Santrok and supported by Mirzawati Nevi- be revised, resulting in a limited impact on enhancing chil-
dren's self-efficacy abilities (Husin et al., 2023; Suryadi et
al., 2024). The observed phenomenon of children exhibit-

ing fear and a lack of confidence when presenting in front

yarni and Rusdinal (2020), self-efficacy concerns individu-
als' conviction regarding their capacity to effectively exe-

cute and accomplish a given task to achieve specific out-

comes. As per the works of Kusaeri (Sezer & Kaya, 2019), of their peers, crying when unable to complete assigned

it can be inferred that attitude serves as the fundamental tasks and activities, and displaying a reluctance to attempt

driver for action, and action serves as the manifestation of problem—solvmg and participation is noteworthy. This issue
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can be attributed to the prevalence of teacher-centered ac-
tivities in the learning process ( Waty et al., 2023; Godoy-
Bricefio et al., 2024), which should ideally be child-ori-
ented, emphasizing the child's active participation rather
than the teacher's dominance. As per the works of (Almon-
acid et al., 2023; Chemers et al., 2001; Reyhing & Perren,
2021; Schunk & Mullen, 2012), it can be inferred that.
During the early stages of childhood, individuals possess the
capacity to engage in socialization, interaction, and prob-
lem-solving.

Developing and installing a resolved frame of mind and
a tenacious demeanor should not be saved for activities after
formal schooling and the employment search (Concha-Cis-
ternas et al., 2023; Hidayati etal., 2023). Instead, it is of the
utmost importance that these characteristics be cultivated,
honed, and rekindled from a young age. To succeed, one
must have academic intelligence and be able to optimize
their abilities and compete with others (Kaperotxipi et al.,
2024). Only then can one hope to achieve their goals (Mar-
tinez, 2023). It is imperative that children begin developing
a sense of self-efficacy at an early age if we can address this
situation. The period known as early childhood is a crucial
developmental stage that is marked by increased sensitivity.
It is at this time that children need a significant amount of
stimulus to aid their growth and development. The concept
of Santrock deep has been discussed by (Marzetti et al.,
2017; Jusoh et al., 2023) in academic literature. During the
period known as Initiative Versus Guilt, which takes place
in early infancy, children acquire a sense of self-assurance
and work toward identifying the character they want to
portray. Children are said to have a tremendous capacity for
learning new things and understanding their environment,
which extends to both the cognitive and emotional spheres
of development. Therefore, it is essential to realize that
children need suitable kinds of stimulation at each step of
the developmental process, particularly concerning the
growth of their sense of self-efficacy. This is especially im-
portant since insufficient stimulation may negatively impact
children's self-efficacy.

Self-efficacy does not just develop within the individual;
it needs stimulation and support from the environment.
The environment plays an active role in shaping and assist-
ing individual development; consistent and continuous
training and habituation from the environment are needed
from the time the child is at an early age because the stimu-
lation from an early age will be able to help the develop-
ment of optimal self-efficacy abilities as expected. The re-
search conducted by (Van & Bijl, 2001) indicates that self-
efficacy in young children is influenced by intrinsic motiva-
tion and external factors such as the environment. These
studies suggest that a positive environment can enhance
children's self-efficacy and promote positive outcomes.

Creating a high-quality childcare environment can pro-
vide a quality setting for children that supports healthy child
development and provides a place for learning through play.
This thinking is one of the bases for developing the "War-
rior Kids" game model, where teachers and parents must
prepare a play environment both at school and home for in-
door and outdoor play activities (Puello et al., 2020; Se-
tiawati & Handrianto, 2023). Adopting the Warrior Kids
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game model as a possible way of promoting self-efficacy
abilities in young children has been proposed as a viable
means of achieving this goal. The Warrior Game is an exer-
cise that is both physically taxing and strategic, requiring a
mix of dexterity, endurance, and the ability to execute spe-
cific strategies. For participants, who are most often young
people, to complete the course, they must work through
several challenges within a certain amount of time. The
model of the game has the potential to inculcate in young-
sters a tenacious work ethic, tenacity in the face of failure,
innovative problem-solving abilities, emotional fortitude to
overcome failures, and the capacity to traverse obstacles
and accomplish their goals effectively. The game model is
also helpful in stimulating all of the fundamental areas of
carly childhood intelligence and the three educational do-
mains. The cognitive domain, the emotive domain, and the
psychomotor domain are the ones that need to be developed
via education, according to Bloom's argument. These three
domains need to be developed (Smaldino et al., 2012).

At a young age, the basis for children's growth of self-
efficacy is laid by the children's normal habituation and ac-
tivities intended mainly for children. This study aims to in-
vestigate the usefulness of the warrior kids game model in
developing self-efficacy skills in children. This will be ac-
complished by paying attention to children and training
them to prepare for their social environment. Additionally,
this will be accomplished by providing children with
workouts via games tailored to children's features. The data
that the researcher supplied indicates that the structure of
the presented model is consistent with Thorndike's behav-
ioral theory.

Research Questions

This research aims to see the effectiveness of the warrior
kids game in developing the self-efficacy abilities of children
aged 5-6 years. The specific research questions of this re-
search are; What is the description of the self-efficacy abili-
ties of children aged 5-6 years before using the Warrior
Kids game (pre-test)? What is the description of the self-
efficacy abilities of children aged 5-6 years after using the
Warrior Kids game (post-test)? How effective is the War-
rior Kids game in developing the self-efficacy abilities of
children aged 5-6 years?

Table 1.
Results of preliminary study of self-efficacy ability of 5-6 years old children in
kindergarten Marhamah Tabing Padang,

Ratings
No Indicators of Self-Efficacy DAE/% VWD/% MBg/% D 7%
1 Confidence 18 18 29 35
2 Efficacy in solving problems 12 24 24 41
3 Efficacy in completing targets/ tasks 12 18 24 47
4 Efficacy in Self-motivating 18 18 29 35
Note:

DAE: Developing as Expected
VWD: Very Well Developed
ED: Early Development

UD: Undeveloped

Importance of study

The importance of this research is due to the lack of de-
velopment of children's self-efficacy abilities from an early
age. Based on the initial data provided by the researchers, it
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can be seen that, on average, children's self-efficacy abilities
are underdeveloped and beginning to develop. Further in-
formation can be seen from the initial data in Table 1:

Fifteen children at Tabing Padang Padang Marhamah
Kindergarten in Class B1 were observed. It can be seen
from the child's self-confidence in the DAE category, 18%;
in the VWD category, 18% of the number of children; in
the ED category, 29, and in the UD category, 35%. Indica-
tors of confidence in solving problems are seen in the 12%
DAE category, 24% VWD category, 24% ED category, and
41% ED. Then, on indicators of confidence in completing
targets/tasks, children who reach the DAE category are
12%,VWD is 18%, ED is 24%, and children in the ED cat-
egory are as much as 47%. For the last indicator, namely the
ability of children to believe in self-motivation, only 18% of
children reached the DAE and VWD categories; 29% of
children were in the ED category, while 35% were in the
UD category. These data indicate that the self-efficacy abili-
ties of children at Marhamah Kindergarten still need to be
optimally developed and stimulated. This initial data is why
researchers designed and tested a game that is hoped to de-
velop the self-efficacy abilities of children aged 5-6 years,
namely through the game Warrior Kids. Physical games are
designed according to the needs and abilities of children.

According to Miller and Almon in (Guirguis, 2018; Is-
maniar etal., 2023), play is like a machine power in learning
activities in early childhood and is vital in developing chil-
dren's physical, social, and emotional skills. Playing activi-
ties when children enter kindergarten will help children
master problem-solving skills, adaptive abilities, and social
skills. Lack of play activities, according to experts, will cre-
ate serious worries. Lack of play creates increased anger and
aggression in children in behavior development.

Warrior Kids is one game that can develop early child-
hood self-efficacy skills. The warrior game is a game of dex-
terity, physical endurance, and tactics where a child, to
reach the finish, must go through several obstacles before
they are given a specific time. These games can train chil-
dren who participate in the game continuously to try hard
to get ahead; they do not give up when they fail, think cre-
atively to conquer obstacles, do not linger on sadness, but
must get up immediately and be able to complete obstacles
and reach their destination. Games also help stimulate all
the fundamental aspects of early childhood intelligence and
the three domains of education. Bloom argues that three do-
mains must be developed through education, namely the
cognitive domain, the affective domain, and the psychomo-
tor domain (Smaldino et al., 2012).

Warrior is a word from English and has the meaning in
the KBBI of "warrior." The word is also used in a program
on TV known as Sasuke Ninja Game, which was adopted
from a Japanese TV series (Leong, 2018; McEwan et al.,
2010; Mei-Dan, 2018; Peek, 2018). The warrior game in-
volves physical activity that pits dexterity, confidence, en-
durance, and adversity against each other; reaching the final
stage at the peak of the game's activity is fun (Vega et al.,
2022). Basic movements in learning are significant to be
learned and known by the teacher; according to Pangarazi
basic movements that are not stimulated optimally will im-

pact the child's further development. Children who lack
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movement and play cause social and cultural problems.
Also, (Marzetti et al., 2017) argued that, according to the
suggestion, regular physical activity benefits children's cog-
nitive and social development, whereas regular physical ac-
tivity benefits children's cognitive and social development.
This is also supported by (Alnedral et al., 2020)that move-
ment is a strategy that helps facilitate affective and charac-
ter development in a person. So, playing and moving are
the most fundamental things for children's development
from an carly age. (Lindsay, A. & Byington, 2020) funda-
mental movement skills are a specific set of skills that in-
volve using different parts of a child's body for more com-
plex and specialized skills they will need throughout their
life. Based on the experts' opinions above, movement ac-
tivity is a significant requirement in supporting growth
and dcvclopmcnt in children. Sc]f—cfficacy is dcvclopcd in
children from an early age through consistent habituation
and exercises for children. Warrior Kids games hclp chil-
dren develop self-efficacy by paying attention to and pre-
paring them for their social environment, providing exer-
cises through games according to the child's characteris-
tics. Thorndike's behavioral theory supports the game de-
sign that the researcher offers.

The games designed through Warrior Kids games are
expected to optimize children's development, especially
self-efficacy skills. Games are designed to involve children
in physical games but are still adapted to the characteristics
of early childhood play. Warrior Kids game is an active play
activity. This game is a learning innovation that can develop
children's self-efficacy abilities from an early age. This
warrior kids game activity is designed as a physical activity
involving the will to play individually and in small and
large groups. Physical games with challenges and missions
in every playing activity in the Warrior Kids game chal-
lenge children to finish the game because there are targets
to be achieved at the end of the game, set strategies to ar-
rive at the final goal, and are motivated by various exciting
stages (Bergen, 2002; Kenneth, 2021; Sheridan et al.,
2010).

With this game, it is hoped that it will result in or have
an impact on the development of self-efficacy abilities in
children from an early age and help children to be able to
make simple decisions after getting direct experience in-
volving all the five senses (physical and psychological) as

well as experience when playing in solving problems.
Materials and Methods

The present study employs experimental methodology
where researchers administer treatment by designing
games that target enhancing self-efficacy abilities in early
childhood. The experimental methodology employed in
this study was a pre-test and post-test design within a sin-
gle group, specifically in the stump group. The observed

trend in this research is:
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0, X0,

Note: O1 = Pre-test scores, X = Warrior Kids Game Model, O2 = Post-test
scores.

The research population was 39 people, and 15 people
were used as samples in this study. To test the validity, we
used SPSS version 28.0. The effectiveness test was analyzed
using Wilcoxon's formula where if the sig value < 0.05,
then Ho is rejected, it can be concluded that the warrior
kids game model is effective for developing self-efficiency
abilities; if Ho > 0.05, then Ho is accepted with the conclu-
sion that the warrior kids game model is not /effective in de-
veloping self-efficiency abilities (Garcia Alvarez et al.,

2022).

Procedure

The study followed a structured protocol comprising
three main steps. Firstly, a pre-test was conducted wherein
the participants underwent assessment using a self-efficacy
evaluation instrument. This initial phase aimed to establish
baseline data regarding the participants' self-efficacy abili-
ties. Subsequently, the participants engaged in the Warrior
Kids game intervention, involving various activities tailored
to enhance self-efficacy skills, over a predetermined period.
Finally, following the intervention, a post-test was adminis-
tered using the same self-efficacy assessment instrument to
reassess the participants' self-efficacy levels. This compre-
hensive procedure allowed for the evaluation of the effec-
tiveness of the Warrior Kids game intervention in develop-
ing self-efficacy abilities among the participants.

Data Analysis

To analyze the effectiveness of the Warrior Kids game in
developing the self-efficacy abilities of the children, the re-
scarchers employed the Wilcoxon signed-rank test. This
non-parametric statistical test was selected due to the small
sample size and the ordinal nature of the self-efficacy assess-
ment data. A significance level of p < 0.05 was used to de-
termine the effectiveness of the intervention.

In addition to the quantitative analysis, the researchers
conducted qualitative observations during the Warrior Kids
game sessions to gather additional insights into the chil-
dren's behavioral and emotional responses to the activities.
These observations were used to contextualize and further
interpret the quantitative findings.

By employing a pre-test and post-test design, the re-
searchers aimed to establish a clear understanding of the
participants' self-efficacy abilities before and after the
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Warrior Kids game intervention. The use of the Wilcoxon
signed-rank test, coupled with qualitative observations,
provided a comprehensive and rigorous approach to evalu-
ating the effectiveness of the game-based intervention.

Results

Before administering the intervention utilizing the War-
rior Kids game to enhance the self-efficacy skills of children
between the ages of 5 and 6, the investigator obtained pre-
liminary data through a pre-test. The Warrior Kids game
intervention involved a series of physical and cognitive chal-
lenges designed to develop the self-efficacy abilities of the
participating children. The children engaged in the game ac-
tivities over a period of several weeks, with the researchers
closely observing their behavior and responses during the
sessions.Data can be seen in the following table:

Table 2.
Results of pre-test and post-test scores
No Pre-test Post-test Difference
1 25 40 15
2 26 34 8
3 27 40 13
4 22 30 8
5 26 40 14
6 26 30 4
7 26 40 14
8 25 37 12
9 22 32 10
10 30 40 10
11 26 34 8
12 22 40 18
13 21 34 13
14 20 40 20
15 27 40 13
Average 12
clementary school 2.74 3.97 4.14

Table 2 shows the differences and increases in scores ob-
tained before and after the warrior kids' game; data de-
scribes that children's self-efficiency ability increases after
carrying out the game. It can be seen from 15 people that
the sample studied showed a good improvement. The data
reveals a notable increase in the participants' self-efficacy
scores after engaging in the Warrior Kids game interven-
tion. The average difference between the pre-test and post-
test scores was 12 points, indicating a substantial improve-
ment in the children's self-efficacy abilities. Furthermore,
these results are continued with effectiveness tests using
Wilcoxon's formula, with the following results:

The analysis test results were seen in the negative value
of the ranking; no children experienced an increase in their
self-efficacy after the warrior kids' game was carried out, as
seen from the mean rank and sum of rank values. There was
an increase in self-efficiency ability seen from the value of
positive ranks; 15 sample people increased from a mean
rank of 8 to a sum of 120. The children's self-efficacy abili-
ties were assessed using a validated assessment instrument
both before (pre-test) and after (post-test) the Warrior Kids
game intervention. The assessment focused on measuring
key components of self-efficacy, such as self-confidence,
problem-solving skills, goal-setting, and self-motivation.

Table 4 shows the results of statistical tests that the sig
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value < 0.05, which is obtained by a sig of 0.001. So, it can
be concluded that Ho is accepted, so Warrior Kids games
are effective for developing self-efficiency skills in children
aged 5-6 years. Further analysis using the Wilcoxon signed-
rank test (see Tables 3 and 4) confirmed the statistical sig-
nificance of these findings. The results showed a z-value of -
3.415 and a p-value of 0.001, which is well below the es-
tablished significance level of 0.05. This indicates that the
Warrior Kids game intervention was highly effective in en-
hancing the self-efficacy abilities of the participating chil-

dren.

Table 3.
Rank results of the effectiveness of the warrior kids' game model in developing
self-efficiency abilities of children aged 4-5 years

N Mean Rank  Sum of Ranks

Negative Ranks 0° .00 .00
Positive Ranks 15° 8.00 120.00
Post-Test - Pre-Test . X
Ties 0c¢
Total 15

a. Post-Test < Pre-Test
b. Post-Test> Pre-Test
c. Post Test = Pre-Test

Table 4.
Statistics Test

Test Statistics ®

Post-Test - Pre-Test
Z -3,415°
Asymp. Sig. (2-tailed) ,001
a. Based on negative ranks.
b. Wilcoxon Signed Ranks Test

Discussion

Children's Early Self-Efficacy Ability Before Getting
Treatment (Pre-test)

Initial data on children's self-efficacy abilities during the
pre-test or before treatment was given shows that children's
self-efficacy is relatively low. It can be seen that almost half
of the children studied had self-efficacy conditions in the
underdeveloped category. The category of developed chil-
dren dominates second place, and only a few children are
already in the developing category. This condition is quite
worrying, because based on various references related to
the development of self-efficacy in a person, self-efficacy
abilities in children aged 5-6 years should have well-devel-
oped if the environment provides positive support.

The self-efficacy skill is an important aspect for every
individual and it requires stimulation from an early age. At
cach stage of life development, humans have different self-
efficacy abilities according to their needs. Bandura (Van &
Bijl, 2001) stated that self-efficacy develops regularly. The
following are the stages of developing self-efficacy: 1) Ba-
bies begin to develop self-efficacy as an effort to train the
influence of the physical and social environment. They begin
to understand and learn their physical, social and language
skills, which are almost regularly used and handled in the
environment. 2) The initial growth of self-efficacy focuses
on parents and is then influenced by siblings, peers and
other adults. 3) self-efficacy in adulthood includes adjust-
ment to marital problems and career advancement. 4)
Meanwhile, self-efficacy in old age is difficult to form be-
cause during this period there is mental and physical
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decline, work retirement, and withdrawal from the social
environment. From the explanation put forward by Ban-
dura, it can be understood that the development of self-ef-
ficacy abilities at cach stage of human life is different. Espe-
cially in early childhood, the development of self-efficacy is
greatly influenced by the environment in which and with
whom the child lives. Children who live in a responsive and
supportive social environment will develop high self-effi-
cacy that meet expectations, and vice versa. Children who
live in an ignorant and neglected social environment will
experience delays in the development of self-efficacy.

We can further understand the development of each
child's self-efficacy by paying attention to several aspects.
According to Bandura (9), the aspects of self-efficacy in-
clude the following: 1) Self-confidence in uncertain situa-
tions that contain ambiguity and are full of stress. Children
who have high self-efficacy are not too affected if they are in
different situations and conditions, because they have high
self-confidence. Self-efficacy determines the component of
self-confidence that an individual has in facing future situa-
tions that are unclear, unpredictable and often cause stress.
A person who has self-efficacy shows confidence in the ac-
tions they will take and how much effort they make will de-
termine the achievement of the final goal. Next is the sec-
ond aspect, confidence in the ability to overcome problems
or challenges that arise. Self-efficacy is also related to an in-
dividual's ability to overcome problems or challenges that
arise. If self-confidence is high in facing problems, then the
individual will try as hard as possible to overcome these
problems. On the other hand, failure is most likely to occur
if individuals are not confident in their abilities to deal with
difficult situations. 3) Confidence in the ability to achieve
the targets that have been set. Individuals with high self-ef-
ficacy will set high targets and always be consistent with
these targets. Individuals will try to set higher targets if the
actual targets can be achieved. In contrast, individuals with
low self-efficacy will set initial targets and make low esti-
mates regarding the achievement of outcomes. Individuals
will reduce or even cancel the targets they have achieved if
they face several obstacles, and in the next task they tend to
set even lower targets. 4) Confidence in the ability to build
motivation and cognitive abilities takes necessary actions to
achieve good result. Motivation, cognitive ability and deter-
mination to act are needed to achieve optimal work results.
When faced with a task, motivation, cognitive abilities, and
appropriate actions are needed to achieve good results. A
person's ability and motivation in facing work situations is
very determining,

The study above explains that self-efficacy skill in a per-
son, especially in early children, do not just develop, but re-
quire full support from the environment, especially the
closest environment such as the family and early childhood
education institutions. Children need to be well-stimulated
in order to develop appropriate the self-efficacy skill
(Bodrova & Leong, 2019; Mosley, 2014).

Children's self-efficacy abilities after being given
the Warrior Kids game treatment experiment

Initial data on children's self-efficacy abilities during the
pre-test or before the treatment shows that children's self-
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efficacy is relatively low. It can be seen that almost half of
the children had self-efficacy conditions in the underdevel-
oped category. The category of children starting to develop
dominates second place, and only a few children are in the
already developing category. This condition is quite worry-
ing, because based on various references related to the de-
velopment of self-efficacy in a person, self-efficacy abilities
in children aged 5-6 years should have developed well if the
environment provides positive support (Pramling et al.,
2019).

The ability of self-efficacy is an important aspect for
every individual, so this ability requires stimulation from an
carly age. At each stage of life development, humans have
different self-efficacy abilities according to their needs. Ban-
dura (Van & Bijl, 2001) stated that self-efficacy develops
regularly; The following are the stages of developing self-
efficacy: 1) Babies begin to develop self-efficacy as an effort
to train the influence of the physical and social environment.
They begin to understand and learn their physical, social
and language skills, which are almost always used and han-
dled in the environment. 2) The initial growth of self-effi-
cacy focuses on parents and is then influenced by siblings,
peers and other adults. 3) self-efficacy in adulthood includes
adjustment to marital problems and career advancement. 4)
Meanwhile, self—efficacy in old age is difficult to form be-
cause during this period there is mental and physical de-
cline, work retirement, and withdrawal from the social en-
vironment. From the explanation put forward by Bandura,
it can be understood that the development of self-efficacy
abilities at each stage of human life is different. Especially in
early childhood, the development of self-efficacy is greatly
influenced by the environment in which and with whom the
child lives. Children who live in a social environment that is
responsive and always supportive will be children who have
self-efficacy abilities that meet expectations, and vice versa.
Children who live in an ignorant and neglected social envi-
ronment will experience delays in the development of self-
efficacy (Li et al., 2016; Vostal, , Lee, & Miller, n.d.).

We can further understand the development of each
child's self-efficacy by paying attention to several aspects.
According to (Bandura, 1997; Van & Bijl, 2001), the aspects
of self-efficacy include the following: 1) Self-confidence in
uncertain situations that contain ambiguity and are full of
stress. Children who have high self-efficacy are not too af-
fected if they are in different situations and conditions, be-
cause they have high self-confidence. Self-efficacy deter-
mines the component of self-confidence that an individual
has in facing future situations that are unclear, unpredictable
and often cause stress. A person who has self-efficacy shows
confidence in the actions they will take and how much effort
they make will determine the achievement of the final goal.
Next is the second aspect, confidence in the ability to over-
come problems or challenges that arise. Self-efficacy is also
related to an individual's ability to overcome problems or
challenges that arise. If self-confidence is high in facing
problems, then the individual will try as hard as possible to
overcome these problems. On the other hand, failure is
most likely to occur if individuals are not confident in their
abilities to deal with difficult situations. 3) Confidence in
the ability to achieve the targets that have been set.
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Individuals with high self-efficacy will set high targets and
always be consistent with these targets. Individuals will try
to set higher targets if the actual targets can be achieved. In
contrast, individuals with low self-efficacy will set initial
targets and make low estimates regarding the achievement
of outcomes. Individuals will reduce or even cancel the tar-
gets they have achieved if they face several obstacles, and in
the next task they tend to set even lower targets. 4) Confi-
dence in the ability to grow motivation and cognitive abili-
ties and take the necessary actions to achieve a result. Moti-
vation, cognitive ability and determination to act are needed
to achieve optimal work results. When faced with a task,
motivation, cognitive abilities, and appropriate actions are
needed to achieve good results. A person's ability and moti-
vation in facing work situations is very determining,

The study above explains that self-efficacy abilities in a
person, especially children, do not just develop, but need
full support from the environment, especially the closest
environment such as the family and early childhood educa-
tion institutions. Children need to be stimulated well so that
appropriate self-efticacy development can be achieved.

The effectiveness of the Warrior Kids game in devel-
oping the self-efficacy abilities of children aged 5-6
years

The effectiveness test results prove that the use of the
Warrior Kids game is very effective or has high effectiveness
in deve]oping Self—Efficacy Abilities in children aged 5-6
years. The Warrior Kids game is designed with challenges
(obstacles) that are designed to have different levels of diffi-
culty, so that children are indirectly motivated to conquer
the challenges. Apart from that, arranging a play environ-
ment that also pays attention to children's safety has also
been proven to provide comfort and reduce children's feel-
ings of worry when playing, So that after children follow the
game process that has been designed, their self-efficacy abil-
ities will be high. This can be seen in children who have high
self-confidence and willingness to carry out and carry out
any tasks given to them.

Quoted from five-star ninjas, it is stated that the Warrior
Kids game benefits children such as improving coordina-
tion. This game helps strengthen and optimize children's
movements and improves coordination and balance
throughout the child's body. Full inadequate functional
strength, this game helps strengthen muscle strength that
can be used in everyday life. Build mental strength: This
game helps build mental strength, such as a clear mind, fo-
cus, and determination needed to overcome the obstacles
that children face in everyday life (Leong, 2018; Mei-Dan,
2018; Peck, 2018).

This game also impacts other intelligences because it in-
volves children cognitively, affectively, and psychomotori-
cally. Where the child plans and predicts how he will play
the game well until completion, the child takes a stance and
manages himself emotionally to continue participating in
play activities even though mistakes occur in carrying out
according to play instructions, the child moves, which in-
volves all his body parts, both gross motor skills for running,
It also uses fine motor skills to pick up and attach media
according to instructions (. Alnedral, 2020; Ghufron &
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Suminta, 2017; Smaldino et al., 2008).

This warrior kids game aligns with early childhood edu-
cation, namely holistic and integrative learning, where
learning activity can develop all aspects of a child's intelli-
gence and comes from various scientific disciplines. Thus,
this research shows that the Warrior Kids game is very ef-
fective in developing learning activities for young children.
The Warrior Kids game is an active play activity. This game
is a learning innovation that can develop children's self-effi-
cacy abilities from an early age. The Warrior Kids game ac-
tivity is designed as a physical play activity that involves play-
ing individually and in small or large groups. Physical games
with challenges and missions in each playing activity in the
Warrior Kids game challenge children to complete the
game because there is a target to be achieved at the end of
the game, set a strategy to reach the final goal and be moti-
vated by various exciting stages.

The resulting games can be used to develop self-efficacy
abilities in carly childhood. This warrior kids game is
adapted to children's learning characteristics and age devel-
opment to facilitate the development process. The Warrior
Kids game is made in the form of a physical game that in-
volves children making movements such as running, climb-
ing, jumping, and crawling. The game is designed with sev-
eral challenges and missions in each given platform. Each
obstacle is given more educational challenges, such as ex-
pressing symbols and recognizing letters and numbers. Car-
rying out play activities can make children enjoy themselves,
volunteer to participate in the game, be challenged to con-
quer every obstacle, and dare to try.

The Warrior Kids game can meet children's basic needs.
Play activities carried out by young children can function as
a forum for learning various things, knowing the rules,
providing momentum for socializing with peers, placing
oneself, managing emotions, tolerance, cooperation, and
upholding sportsmanship. Playing helps children develop a
sense of self-esteem. Children need play activities because
they need a place to release emotional urges appropriately.

The findings of this study corroborate existing research
on the value of play-based activities in fostering self-efficacy
and other essential competencies in early childhood
(Bodrova & Leong, 2019; Guirguis, 2018). The Warrior
Kids game, with its blend of physical, cognitive, and emo-
tional elements, seems to have provided a supportive and
engaging environment for children to develop and practice
self-efficacy skills.

The implications of these findings are twofold. First, the
Warrior Kids game presents a promising and practical in-
tervention for educators and early childhood practitioners
seeking to actively promote self-efficacy development in
their students. The game's design and implementation can
be adapted to various educational settings, offering a versa-
tile and engaging approach to fostering this critical skill.

Second, the study underscores the importance of incor-
porating play-based, child-centered activities into early
childhood curricula and programs. By designing and imple-
menting activities that align with children's developmental
needs and interests, educators can create learning environ-
ments that effectively nurture the growth of self-efficacy
and other essential competencies.
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Future research should explore the long-term sustaina-
bility of the self-efficacy gains observed in this study, as well
as the potential for the Warrior Kids game to have a broader
impact on other areas of child development, such as fine
motor skills and social-emotional learning. Additionally, a
comparison of the Warrior Kids game with alternative self-
efficacy interventions could provide deeper insights into the
unique contributions of this game-based approach.

Opverall, the findings of this study highlight the signifi-
cant potential of the Warrior Kids game in enhancing the
self-efficacy abilities of young children. By providing an en-
gaging, challenging, and supportive learning environment,
this game-based intervention can serve as a valuable tool for
carly childhood educators and practitioners in their efforts
to foster the holistic development of their students.

Conclusion

The results of this research can conclude that there is a
difference in the self-efficacy ability values obtained before
playing the Warrior Kids game and after playing the Warrior
Kids game—post-test score with a difference between the
pre-test and post-test of 4.14. The results of the effective-
ness analysis test can be seen in the negative rank values;
there are no children who did not experience an increase in
their self-efficacy abilities after playing the Warrior Kids
game, and it can be seen from the mean rank and sum of
rank values. There was an increase in self-efficacy abilities
seen from the value of the positive rank that 15 people in
the sample experienced an increase from a mean rank of 8
with a sum of ranks of 120. The statistical test results
showed that the sig value was < 0.5, which was obtained as
a sig of 0.001. So, it can be concluded that Ho is accepted,
so the Warrior Kids game is effective for developing the self-
efficacy abilities of children aged 5-6 years. It can be under-
stood that if self-efficacy abilities are properly stimulated in
children from an early age, their development can be
achieved as expected. On the other hand, if stimulation is
not carried out or is carried out inappropriately, then the
child's self-efficacy abilities cannot develop optimally. The
Warrior Kids game can meet children's basic needs. Play ac-
tivities carried out by young children can function as a fo-
rum for learning various things, knowing the rules, provid-
ing momentum for socializing with peers, placing oneself,
managing emotions, tolerance, cooperation, and upholding
sportsmanship.
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