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Abstract 

The involvement of parents to tell story to the children takes important role to increase attachment. 

This research aimed to figure to examine the effectiveness of traditional game story series e-book 

app to increase the attachment between parents and children. The method used was quasi 

experiment with pre-post control group design. The population of this research consists of 32 

kindergarten students which were split to experimental group and controlled group.  The 

experimental group was given storytelling treatment through e-book app series. To measure the 

result, there was attachment scale used in pretest and posttest. The data was analyzed by using 

independent t test sample and paired t test sample. The result of the research showed that there 

was significant attachment between pretest and posttest score within experimental group. 

Meanwhile, within the controlled group, no significant attachment was found. It can be concluded 

that traditional game story e-book series can increase the attachment between parents and children. 

The result of this research supports the previous research conducted by Frude & Killick (2011) 

which explains that the story telling done by parent to the children increase the attachment.   
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Introduction 

The impact of Covid-19 which is behavior disorder showed by the insecure attachment of children 

and the irritable condition of the parents is a complex issue within the family (Rajkumar, 2020). Jiao 

et al (2020) study shows that this symptom more frequently occurs to 3 – 6 years old children. It is 

aggravated by the implementation of self-isolation and lock down to reduce the spread of Covid-19 

(Van Gelder et al., 2020), also the obligation to reduce children social contact with the families and 

peers including school shut down and home isolation (J. J. Liu et al., 2020), therefore parents are 

expected to be able to establish attachment to the children to minimize anxiety and anger which 

adversely affect the their development.  
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Attachment theory was stated by Bowlby (Cassidy, 1988; Holmes & Holmes, 2014) by analyzing the 

relation pattern between parents and children started from the early childhood. This relation 

pattern is often known as specific and everlasting created emotional bounding (Ainswort et al., 

2015) 

 

According to Bowlby (1969, 1973, 1980) attachment will create “working model” from the 

attached representative figure. The working model illustrates the concept built by the children 

about personality, characteristic, and attitude expected from the world and people in it including 

the children themselves. The flexible and adaptable working model coming from the children 

repeated daily experience from the attached figure (Cassidy, 1988). 

 

Cassidy (1990) describes that the quality or the security of the representative of this attached 

relation cannot be separated to the self-representation as whole (Verschueren et al., 1996). If 

children develop a secure working model from its attached figure, hence children will most possibly 

to develop the working model as the appreciated self or in reverse, if children develop less secure 

working model they tend to establish their personal model to be less valued and less appreciated. 

Further, less secure attachment can contribute to present anxiety to the children (Kern & 

Brumariu, 2014) dysfunctional attitude and low self-esteem (Lee & Hankin, 2009) 

 

Graci & Fivush (2017) explain that the existence of attachment within individuals can be stimulated 

by bridging the narrative expression from their personal experience within pressured situations and 

asking them to respond and ruminate it. It can be done through the story telling activity (Kiser et al. 

2010) The narrative expression within the story telling can be reached through stories having read 

by the families. The best and worst experience obtained from the story separately can be merged 

to be a meaningful entity (Killick, 2020). It will grow children attachment toward the attached 

figure.    

 

The traditional game study has been conducted in several models including traditional game 

literature model (Saputra & Ekawati, 2017), story book with picture (book series) (Saputra & 

Ekawati, 2019) educational game tools (APE) (Ekawati & Saputra, 2019; Saputra & Ekawati, 2021). 

This model’s development is expected to be the baseline research which suits the research need 

within this digital era. Innovation within the digital era often linked with the technology use in the 
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application of the research. Various technologies support science development such as mobile 

devices and other software. Technology becomes very helpful tools as a learning media in this 

digital era.   

 

Story telling through digital media becomes an effective method to fulfill the aim of the learning 

process by using technology advancement and connectivity (Vinayakumar et al., 2018). Digital story 

telling is a process of combining several digital media including pictures, voice narration, music, 

contextual or movement to tell the narration or story (Robin, 2008). Digital story telling contains 

metaphor about concept which is suitable to the children intelligent level (Vivitsou, 2018). Children 

as digital native is absolutely excited to explore and access many narration by using digital media 

and obtain metaphor story which obtain exchange of experience from one individual to other 

individuals, from parent to children or vice versa (Sawyer & Wilis, 2011). 

 

Empirically, mobile devices quickly become favorite media alternative for children because of the 

screen size, mobility, capability to run streaming, interactive capability (Kabali et al., 2015). Quick 

adoption of mobile devices by the children tends to be used to design learning media at the age of 

preschool. (Greenfield in Parish-Morris et al., 2013).It is including electronic book (E-book). E-book 

is a combination of the advantages of printed books with the capability of computer technology. It 

helps children who have no respond to the ordinary printed book (traditional) or who are not 

willing to read (Maynard, 2010). 

 

The use of e-book which is read on mobile device screen supposes to be accompanied by 

interactive relationship between parents and children. Parents have to interact with children during 

reading the e-book to reduce the visual effect which make children miss some parts of the content, 

as they read printed book (Hill et al., 2016). In the other hand, when adults digitally interact to the 

children, it achieves affective scaffolding. Affective scaffolding happens when parents motivate and 

give positive feedback to help children to expand their learning to the thinking level and advanced 

operation. This underlies the growth of problem solving abilities within the children (Yelland & 

Masters, 2007). 

 

This traditional game story e-book application can be applied to the story telling method by using 

animation and pictured story. Frude & Killick (2011) explain that the story can introduce children 
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to the wider new world and introduce new vocabularies, new concepts, new ideas, and various 

character and wide scenario spectrum. It expands the kid experience. Story introduces the children 

to the world aspect which will not be found directly. It can be said that story means ‘to expand 

idea’/ to increase ‘knowledge’ of children. Further, story helps children to emotionally grow. A lot 

stories were designed to excite listeners and have strong emotional impact. Children have 

opportunity to figure out story related to their emotions. It increases emotional experience and 

children capacity to deal with difficult emotion (Frude & Killick, 2011). 

 

Parents are expected to encourage children to join with multiple ways so that the story telling is 

more like a dialogue instead of monologue. Within story telling interaction, parents and children 

share experience. Together they become familiar with the character, follow the story line and 

emotionally react to the disclosed event. Further, parents and children are aware that they share 

the same experience toward each other. Parents and children go through the same story together, 

it tends to make the stories more excited and increase the relationship quality (Frude & Killick, 

2011). 

 

The urgency of this research is to help to establish and maintain the quality of the relationship 

between parents and children so that it increases secure attachment. It is expected to contribute to 

the children development. The quality of social involvement between children and figure attachment 

is more important than the amount of time they spend together. The calming nurturing 

involvement, entertaining and hugging children are potentially to be happened in the process of 

storytelling, will encourage the increasing of secure attachment existence (Frude & Killick, 2011). 

 

The traditional game story e-book app was arranged through the development of traditional e-book 

literature (Saputra & Ekawati, 2018). It is considered unfamiliar by today’s children. E-book app 

consists of stories, be king and queen (playing kuluk, a head cover, and necklace made of cassava 

leaves); It is fun to play shell sandals (coconut shell); my toy windmill (kitir) looks like an airplane 

propeller; good driver (a push coconut fiber); giant wood (setinjak/egrang).The series of story in this 

app are arranged in family setting with the tagline Saturday with Mom and Dad.   

 

There are five characters in the story e-book app including Dad, Mom, Nayo, Emir and Reza. 

Substantially, story e-book app is arranged as many as 38 pages which contain harmonious 
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interaction of each family member playing traditional game such as teamwork to find out the game 

material, how to make it and how to use the game tools, also the gratitude reflection of the 

accomplishment of each planned task. 

 

 

 

Picture 1. Traditional Game Story E-book App 

 

 

This research does not only design commercial app as a development of traditional game, yet it also 

becomes an educational media to improve the early childhood abilities and preserve the traditional 

game existence. The use of e-book (digital book) as story sharing media for preschool age children 

is expected to encourage every researcher to be focus on the digital media literature development 

which is capable to explore the children interaction with the e-book format. Children as digital 

native of often called as iGeneration is a group of generation who live with technology. 

 

The originality of this research lies on local content implementation which are traditional game 

playing activity as a narration which illustrates the attachment between parent and children.  Futher, 

this research focuses on the story telling implementation to the attachment of parent and children 

which expect to enrich story telling study that has been done (Bratitsis & Ziannas, 2015: Hu et al., 

2021; Isbell et al., 2004; Pramling & Pramling Samuelsson, 2008; Rahiem, 2021; Rahim & Rahiem, 

2013), in particular with the using of different software application used in other research 

(Vinayakumar et al., 2018).    
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Method  

Design  

The method used is experimental quasi with pre-post control group design. Table 1 shows 

experimental quasi design. 

 

 

Table 1 

Research design  

Group Pretest Treatment  Posttest 

EG O1 X O2 

CG O1 - O2 
Description: 
EG =Experiment Group 
CG = Control Group 
O1 = Pretest 

O2 = Posttest 
X   =Storytelling Treatment 

 

 

This research consists of some stages including pretest, treatment and posttest. First, pretest was 

conducted to figure out g-score attachment of each participant by giving attachment recognition 

scale to both of the participant groups which were experimental and controlled group. Second, the 

treatment was only applied to the experimental group meanwhile to the controlled group it was 

not applied.  Story telling activity was done by mother to the kids for five days delivering five 

traditional game e-book series for 45 minutes long to finish the whole e-book. Third, post test was 

conducted after the treatment by measuring the recognition attachment scale obtained from each 

participant both from the experimental group and controlled group.   

 

Participants  

The research participants were 4 – 6 years old kindergarten students. Research informed consent 

was given to parents to participate before the research was conducted. Informed consent contains 

information about the need of the research toward the participants, including the risk in it, and the 

researcher responsibility to the negative impact which was obtained and the distribution of 

compensation to the participant within the research process. Most of the participants were 6 years 

old (60%) and boys (64%). The participants were split into experimental group as many 16 students 

and controlled group as many as 16 students.   
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Data Collection  

The research data collection modified the sub-indicators of attachment scale including 1) parents-

children contact; 2) emotional bounding; and 3) parents impression which have reach the reliability 

score between 0.83 – 0.94 (Tanaka, 2020). This scale has been tested to kindergarten students of 

An-Nahl. It generated 24 valid items with a Cronbach alpha. The reliability  of the questioannaire 

was 0.807. 

 

Traditional game story e-book series app 

App is a software/small computer program which allows the users to do particular tasks (designed). 

It can be installed and run on many portable digital devices, such as smart phone and tablet (Burgers 

et al., 2016; C. Z. Liu et al., 2014). The traditional game e-book series app was arranged explaining 

kuluk game and cassava leaves necklace, shell sandals, kitir–kitir, a push coconut fiber, and 

setinjak/egrang (Saputra & Ekawati, 2018). 

 

Traditional game e-book series app was arranged with the support of Smart Apps Creator (SAC) 

app. SAC is an interactive digital media used to establish multimedia content for mobile devices. 

This app can be used on IoS and Android with output extension covers HTML5 and .exe. It makes 

this app compatible in every devices and touch screen (smartappscreator.com).The product design 

with the form of this app is expected to help parents easily use the story book and use the 

environmentally friendly app (paperless). 

 

The pictures in this story book were arranged and illustrated simple so it will be easy to be 

understood by children. The color use fits the children’s reading and it is followed by the story 

narration. The picture design explains in 2 pictures below:   

 

   

Picture 2. The traditional game story e-book series app picture design 



                               Journal of Educational, Health and Community Psychology 

                                                                    Vol 10, No 3, 2021 E-ISSN 2460-8467 

Saputra, 

Ekawati. 

 

532 

 

Table 2 

Assessment Result 

Criteria 
Assessment 

Indicators 

Assessor Total 

Score 
∑s V 

Validation    

Level 1 2 3 

Content Accuracy  

Includes the values 

developed in the 

story. 

3 3 4 10 7 0,583 Medium 

Content Coverage 

Accuracy 

The suitability of the 

activities or 

behaviors which 

appears within the 

storybook. 

4 3 3 10 7 0,583 Medium 

Story digestibility and 

logical presentation 

Coherent storyline 3 4 4 11 8 0,666 High 

The story is easy for 

children to 

understand. 

2 3 4 9 6 0,5 Medium 

Language Use 

The sentences are 

easy for children to 

understand 

3 3 4 10 7 0,583 Medium 

The word choice is 

suitable for children 
3 3 3 9 6 0,5 Medium 

Many sentences on 

each page are 

suitable for 

children’s reading 

3 2 3 8 5 0,416 Medium 

Illustration 

Pictures are 

understood by 

children 

3 4 4 11 8 0,666 High 

Pictures and colors 

are suitable for 

children’s reading 

4 3 4 11 8 0,666 High 

Pictures match the 

message from the 

written narration 

4 4 4 12 9 0,75 High 

Attractive cover 3 3 4 10 7 0,583 Medium 

 

 

Procedure 

This research consists of some stages including pretest, treatment and posttest 
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Pretest 

Pretest was conducted before the treatment. It aimed to obtain attachment recognition score from 

the participants before treatment was given.  

 

Treatment 

Treatment was only given to experimental group. The treatment given was traditional game e-book 

series story telling. It was given to the children for 5 days. The traditional game story e-book series 

was read to the children for about 50 minutes each day. Picture 3 shows five sections of the story 

telling. 

 

 

Picture 3. Traditional game story e-book series story telling section  

 

Posttest  

Posttest is the collection of data attachment recognition done after the treatment was given to 

both the experimental group and controlled group. The data collection tool for the posttest used 

the same scale as which was used in the pretest. 

 

Data Analysis 

Independent t-test sample test and t-test paired test use to examine the research hypothesis with 

SPSS 16. T-test paired test use to examine the pretest and posttest score gap both in experimental 

group and controlled group, meanwhile independent t-test sample use to examine the score gap 

between experimental group and controlled group.  

 

Traditional Game 
Story Ebook Series

First Serie

Coconut Shell

Second Serie

Cassava leave 
necklace & Kuluk

Third Serie

Kitir-Kitir

Fourth Serie

A push coconut 
fiber

Fifth Serie

Setinjak/ Egrang
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Result 

The statistical overview of the research result, including mean and standard deviation score of 

pretest and posttest within the experimental group and controlled group, shows in table 3.  

 

Table 3 

Statistical Overview 

Group Score Mean Standard Deviation 

Experiment Pretest 48.25 6.6 

 Posttest 51.06 5.2 

Control Pretest 47.25 3.6 

 Posttest 47.56 3.1 

 

 

Picture 4 shows the average pretest-posttest value gap between experimental group and controlled 

group. The average increase of pretest score to posttest score has been found within the 

experimental group, meanwhile within the controlled group the average score is relatively the same 

as the pretest. 

 

 

 

 

Picture 4. The mean difference of experimental group and controlled group 

 

 

Table 4 shows data analysis result. Based on the paired t-test, there was significant gap between 

pretest average score and posttest average score among the participants within the experimental 

group. The result showed the average posttest score was higher than the average pretest score. 

45,00

46,00

47,00

48,00

49,00

50,00

51,00

52,00

Pretest Postest

EG CG
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Therefore, to the experimental group the participant attachment increased after storytelling activity 

conducted. Otherwise, there was no significant gap between the average of pretest score and the 

average of posttest score among the participant in the controlled group. The result meant the 

participant attachment within the controlled group was the same even though there was a little bit 

reduction of the score. Based on the t-test sample independent test result, there was no gap 

between average pretest score among the participants within the experimental group and 

controlled group.  

 

The result showed that the attachment r of participants were not different from the participants of 

the experimental group with storytelling treatment. Furthermore, the average posttest score in the 

experimental and controlled group was significantly different. The posttest average score among the 

participant in the experimental group is higher than the posttest average score among the 

participant in the controlled group.    

 

Table 4 

The t-test Results 

 

 

 

 

 

 

 

 

 

 

 

Discussion 

Digital story telling has been an option to describe a narration or story (Robin, 2008) to the 

children. Children will be known as “ digital natives ” tend to choose digital media (Vinayakumar et 

al., 2018) which contain a metaphor about a concept which suit to the children intelligent level 

(Vivitsou, 2018), compare to common printed book. Digital story telling encourage children to 

t-test Variable  T value Exact Sig (2-tailed) 

Paired sample 

t-test 

Pretest EG and Posttest 

EG 

-2.975 0.005 

Pretest CG and Posttest 

CG 

-0.837 0.208 

Independent 

sample t-test 

Pretest EG and Pretest 

CG 

-0.528 0.301 

Posttest EG and Posttest 

CG 

-2.277 0.015 
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explore and access many information which obtain from the social environment and could increase 

communication skill by learning to manage their ideas, asking questions, telling their opinion and 

establishing narration to interact with others (Frude & Killick, 2011; O’Bryrne et al., 2018). Further, 

storytelling can help children to explore stories which relate to their emotion they feel. Also to get 

story which has experienced exchange from others (Sawyer & Willis, 2011)? It is expected to 

increase emotional experience and capacity to the children to deal with problems (Frude & Kilick, 

2011). 

 

If children are able to connect the emotional experience and narration expression which obtained 

through story telling activity, in particular parents (Killick, 2020; Kiser et al., 2010). Therefore, it is 

not possible that children are able to have capacity to understand situations which emphasize and 

respond correctly and take lesson from it (Graci & Fivush, 2017) Also, it can establish attachment 

between children and the attached figure well. At the end, “the working model” attachment can 

grow. 

 

The result of the research showed that storytelling by using traditional game e-book series app can 

increase the attachment between parents and children. The e-book series app has been delivered as 

one of android application which could stimulate the attachment between parents and children.  

This traditional game story e-book series app was arranged to describe the traditional game activity 

in family setting and the involvement of parents to prepare the equipment of the traditional game 

together with the children. The step to play the traditional game is through role play and 

harmonious interaction among family members, also reinforcing the characters of the traditional 

game activity players.  

 

The material for this app was arranged based on the previous research (Ekawati & Saputra, 2019; 

Saputra & Ekawati, 2017). This e-book series utilize multimedia elements including sound 

instrument. It is expected to increase child’s interest exposed by this story app. This app has been 

assessed by the assessor including psychologists, cultural figures, and story tellers. 

 

This app fulfilled the validity criteria. The validity criteria were medium and high in each assessment 

criteria. Content accuracy criteria, content coverage accuracy and language use included in the 

medium category, meanwhile illustration criteria is in category. The interesting illustration including 
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natural picture, text, shapes and color emphasis which suits the children development to make this 

app be more interesting children to listen and watch. If children are willing to listen, then it is not 

impossible to be explained that this application was arranged interesting which is suitable to the 

need of children. Also, it could be a good message delivery media to the children.  

 

Robin (2008) explains that technology in managing story telling media has made this application 

more interesting and effective in particular to design the picture, adjust the color, and illustrate the 

content as attractive as possible completed with attractive audio. The message delivered are varied, 

it gives more change to create better time involving parents and children (Saputra & Ekawati, 2019).  

 

By reading, children will find secure attachment with parents. The secure attachment related to the 

more positive feedback from parents to children will encourage children explorative attitude 

toward the story (Zivan & Horowitz-Krauz, 2020).  Further the involvement of parent through 

reading activity can educate children (Lucarevschi, 2016; Stavans & Goldzweig, 2008). Children will 

learn listening to what was delivered and parents will also get benefit which is confident and 

satisfaction in nurturing children (Hornby, 2011).  

 

Parents have their own experience and satisfaction when they tell stories to the children (Frude & 

Killick, 2011; Saputra & Ekawati, 2019). Parents and children who tell each other can establish a fun 

relationship (Killick, 2020). It could make parents give more attention to the children thus parents-

children relationship will be intimate because of good interaction and communication (Afiatin & 

Andayani, 2016; Killick & Frude, 2009).  

 

The higher attachment quality of parents and children could reduce aggression, and social stress. It 

also could increase children self- esteem (Ooi et al., 2006). Parents are expected to encourage 

children to join all the way therefore the storytelling activity will be more like a dialogue instead of 

monologue. The involvement of parents in particular when having conversation to help and assist 

children to express their emotion, in particular the negative impact which is expected to help 

children to establish synergy to reduce emotional problem they are dealing with (Zimmer-Gembeck 

et. Al., 2017). 
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Parents and children will have interaction to share their experience (Killick, 2020). Together they 

become familiar with the character, following the story line and emotionally react to the scenes 

revealed. Later, parents and children will be aware that they share the same experiences Parents 

and children who share the story together tend to make the story more fun and it will increase the 

quality of relationship (Frude & Killick, 2011). 

 

Further, storytelling encourages children and parents to discuss about the story topic that can 

emerge situation and behavior that happen in reality (Phillips et al., 2000). The story narration is 

normally a representation of good and bad therefore children are expected to take lesson from it 

(Isik, 2016). Parents and children can explore the story and clarify if there is inappropriate action.  

Storytelling can make them able to develop deeper understanding about the experiences. When 

they start to understand that experience therefore internalization happens, and they will be able to 

fit the behavior and transfer their understanding to the other aspects of life (Sawyer & Willis, 

2011). 

 

This app is expected to help parents to establish and maintain the relationship quality to the 

children to increase the secure attachment so that it affects the children development. Social 

involvement quality between children an attachment figures is more important than the amount of 

time they spend together, Therefore, it is expected to encourage children to develop secure 

attachment “working model”, in which children will take longer time to figure out personality, 

character and attitude of parents as the attached figure as whole (Ainwort et al., 2015). 

 

Relaxing nurture, entertaining or hugging children is possibly happen in the storytelling process. It 

will encourage the establishment of secure attachment (Frude & Killick, 2011). This traditional game 

story e-book series is expected to serve and spread the limited traditional game literatures. The e-

book series app is expected can be accessed by anyone and anywhere because this digital media 

concept is very popular with the society currently. The use of gadget which can be accessed by 

everyone, not only parents but also children. It increases the chance to develop information about 

traditional game.    
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Conclusion  

The storytelling using the e-book app with five stories related to traditional game has been 

successfully stimulated the attachment between parents and children. Parents-children contact, 

emotional bond and parents’ impression which perceived by children are the increase of 

attachment in this research. Participants experience during the storytelling when listening to the 

story strengthens contact between parents and children. Also, the involvement of parents making 

time to do storytelling strengthens emotional experience of children toward parents. Therefore, 

this traditional game story e-book app can be one of tools which useful to increase the involvement 

of parents to establish and maintain relationship quality with the children through storytelling 

activity.  
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