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ABSTRACT 

Positive discipline strategies are crucial for fostering healthy behavioral development in preschool children. Concurrently, 

the integration of interactive game-based media in educational settings has surged, offering innovative approaches to early 

childhood education. However, the effectiveness of these digital interventions in promoting positive disciplinary behaviors 

remains underexplored. This study aims to evaluate the effectiveness of interactive game-based media in enhancing positive 

discipline among preschool children. It further seeks to identify specific game elements that contribute to behavioral 

improvements. Utilizing a quasi-experimental design, the study involved 120 preschool children aged three to five years 

from diverse socioeconomic backgrounds. Participants were randomly assigned to either the intervention group, which 

engaged with specially designed interactive educational games focused on positive discipline principles, or a control group 

receiving traditional behavioral guidance methods. The intervention spanned eight weeks, with sessions conducted three 

times weekly. Data on positive discipline behaviors were collected through observational checklists and parent/teacher 

questionnaires administered pre-and post-intervention. Statistical analyses, including ANOVA and regression models, were 

employed to assess the impact of the game-based media. The intervention group demonstrated a significant increase in 

positive disciplinary behaviors compared to the control group (p < 0.01). Specific game elements, such as interactive 

storytelling and reward systems, were strongly associated with improvements in self-regulation and cooperative behaviors. 

Qualitative feedback indicated enhanced engagement and motivation among children interacting with the game-based media. 

Interactive game-based media effectively enhance positive discipline in preschool children, offering a viable complement to 

traditional behavioral strategies. These findings suggest that incorporating thoughtfully designed digital tools into early 

childhood curricula can support educators and parents in fostering desirable behavioral outcomes. Future research should 

explore long-term effects and the applicability of such interventions across diverse cultural contexts. 

 

Keywords: Interactive Game-Based Media, Positive Discipline, Preschool Children, Early Childhood Education, Behavioral 

Enhancement 

1. INTRODUCTION 

Positive discipline is a crucial component of early childhood education, focusing on fostering self-regulation, empathy, and 

cooperative behaviors among young children. This approach contrasts sharply with punitive methods, as it emphasizes the 

reinforcement of positive behaviors and encourages children to understand the consequences of their actions within a 

nurturing environment. Research indicates that effective implementation of positive discipline strategies in preschool settings 

is essential for promoting long-term behavioral and emotional well-being in children (Alam et al., 2023). 

The concept of nurturing care is integral to positive discipline, as it encompasses a safe and supportive home environment 

that responds to children's health, nutritional needs, and early learning engagement. Such an environment is vital for 

children's developmental potential, which includes academic, behavioral, socio-emotional, and economic success (Voicu, 

2018). The iterative process of child development requires caregivers to provide emotionally supportive and developmentally 

stimulating interactions, which are foundational to the principles of positive discipline (Miao et al., 2017). By fostering an 

environment where children feel safe and supported, educators can effectively guide them toward understanding and 

managing their behaviors. Moreover, the involvement of parents and caregivers in early childhood education settings is 

critical to the success of positive discipline strategies. Studies have shown that active participation from fathers and other 

family members in early childhood programs can enhance children's social and emotional development (X. Wang et al., 

2024). This involvement not only reinforces the principles of positive discipline but also helps children develop a sense of 

security and belonging, which is essential for their overall well-being (S. Wang & Chen, 2024). 
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In addition to family involvement, the role of educators in implementing positive discipline cannot be overstated. Educators 

must be equipped with the necessary skills and strategies to create a supportive learning environment that promotes positive 

behaviors. Collaborative efforts among teachers, parents, and the community can further enhance the effectiveness of positive 

discipline approaches (de Jong et al., 2022). By fostering a collaborative learning context, educators can share best practices 

and support one another in implementing strategies that align with the principles of positive discipline. Positive discipline is 

a foundational aspect of early childhood education that emphasizes the development of self-regulation, empathy, and 

cooperative behaviors. The nurturing care provided by parents and caregivers, along with the active involvement of 

educators, plays a significant role in the successful implementation of positive discipline strategies. This comprehensive 

approach not only supports children's immediate behavioral needs but also lays the groundwork for their long-term emotional 

and social development. 

The integration of interactive game-based media into educational methodologies has significantly transformed how young 

learners engage with content. These interactive games utilize technology to create dynamic and personalized learning 

experiences that cater to the diverse needs of children. Research indicates that such media can effectively enhance 

engagement, motivation, and learning outcomes in early childhood education settings (Zhang et al., 2024). For instance, 

digital games have been shown to improve learning achievements, particularly in STEM education, by providing immersive 

experiences that promote problem-solving and critical thinking skills (Muslim et al., 2020). 

The design of interactive games often incorporates essential elements such as storytelling, problem-solving tasks, and reward 

systems, which can be tailored to meet specific educational objectives. This customization allows educators to align game 

mechanics with learning goals, thereby facilitating a more engaging and effective learning environment. Furthermore, the 

interactive nature of these games encourages active participation, which is crucial for cognitive development in young 

children. As children navigate through challenges and receive immediate feedback, they develop essential skills such as self-

regulation and perseverance, which are foundational for their overall educational journey. 

The prevalence of digital devices in early childhood education has surged, driven by the recognition of game-based media's 

potential to enhance learning outcomes. While Vygotsky's social development theory emphasizes the importance of social 

interaction in learning, suggesting that children learn best in collaborative environments, the specific application of this 

theory to interactive games requires further empirical support. Interactive games provide environments that allow children 

to work together, share ideas, and learn from one another, thereby fostering social skills alongside academic knowledge. 

Similarly, Piaget's theory of cognitive development highlights the role of active engagement in learning, which is inherently 

supported by the interactive nature of game-based media. 

Moreover, the effectiveness of game-based learning is further supported by empirical evidence demonstrating its positive 

impact on various educational outcomes. A meta-analysis of digital found that these games not only improve learning 

achievements but also engage students in a way that traditional methods often cannot (Riana et al., 2024). This suggests that 

the integration of interactive games into early childhood education is not merely a trend but a valuable pedagogical approach 

that can lead to significant improvements in children's learning experiences. The advent of interactive game-based media has 

revolutionized educational methodologies in early childhood education. By leveraging technology to create engaging and 

personalized learning experiences, these games foster essential skills such as problem-solving, collaboration, and self-

regulation. The growing prevalence of digital devices in educational settings underscores the importance of integrating game-

based learning into curricula to enhance motivation and learning outcomes for young learners. 

Despite the recognized benefits of positive discipline in preschool environments, its consistent and effective implementation 

presents significant challenges for educators. One of the primary difficulties lies in maintaining engagement and managing 

the diverse behavioral responses of young children. Baumrind's research highlights that while authoritative parenting styles, 

which align closely with positive discipline, can foster desirable outcomes, educators often struggle to apply these principles 

consistently in the classroom setting (Burns et al., 2024). The dynamic nature of preschool environments, characterized by 

varying levels of emotional and behavioral responses among children, complicates the application of positive discipline 

strategies. 

Moreover, traditional behavioral guidance methods, although effective to some extent, may lack the interactive and engaging 

components necessary to sustain children's interest and participation. Bandura's social learning theory emphasizes the 

importance of observational learning and modeling behaviors, suggesting that children learn best through engaging 

interactions with their environment and caregivers (Serino et al., 2024). However, many conventional methods do not 

incorporate these interactive elements, which can lead to disengagement and a lack of motivation among young learners. 

This gap underscores the need for educators to adapt their strategies to include more interactive and engaging practices that 

resonate with children's developmental needs. 

The integration of technology and interactive media into early childhood education may offer a solution to these challenges. 

Game-based learning environments can provide the necessary engagement and interactivity that traditional methods often 

lack. Research indicates that digital game-based education can significantly improve learning outcomes by fostering 

motivation and active participation among children (Liu et al., 2024). By incorporating elements such as storytelling and 
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problem-solving tasks, educators can create a more stimulating learning environment that aligns with the principles of 

positive discipline while addressing the diverse needs of young learners. 

Additionally, the role of family involvement is crucial in supporting the implementation of positive discipline strategies. 

Studies have shown that when parents and caregivers are actively engaged in their children's education, it enhances the 

effectiveness of discipline approaches (Rauschnabel et al., 2024). Collaborative efforts between educators and families can 

create a unified approach to behavior management, ensuring that children receive consistent messages about expectations 

and consequences both at home and in school. While positive discipline offers numerous benefits for young children's 

development, its practical implementation in preschool settings is fraught with challenges. Educators must navigate the 

complexities of diverse behavioral responses and find ways to maintain engagement through interactive and dynamic 

methods. The integration of technology and the active involvement of families can play a pivotal role in overcoming these 

challenges, ultimately fostering a more supportive and effective learning environment. 

Interactive game-based media have emerged as a promising tool to address the challenges associated with implementing 

positive discipline in preschool environments. By incorporating elements that are inherently engaging and adaptable, these 

media can reinforce positive disciplinary behaviors in ways that resonate with young children. Research indicates that 

interactive games can significantly enhance children's motivation and engagement, which are critical factors for effective 

learning and behavior management (Ma et al., 2024). For instance, Anderson and Dill's study highlights how interactive 

media can capture children's attention and promote active participation, thereby facilitating a more conducive learning 

environment (Hassan et al., 2024). 

However, despite the potential benefits, the extent to which interactive game-based media can effectively enhance positive 

discipline remains underexplored. There is a critical need for empirical investigations to assess the impact of these digital 

interventions on behavioral outcomes in early childhood settings. While existing literature suggests that game-based learning 

can improve educational outcomes, the specific effects on behavioral discipline and self-regulation in preschool contexts 

require further examination (Hoang et al., 2024). Understanding how these interactive tools can be integrated into positive 

discipline frameworks will provide valuable insights for educators seeking to enhance their teaching practices. 

Moreover, the adaptability of interactive game-based media allows for the customization of learning experiences to meet the 

diverse needs of children. This flexibility is significant in preschool settings, where children exhibit a wide range of 

developmental stages and behavioral responses. By tailoring game content to align with positive discipline strategies, 

educators can create engaging experiences that not only capture children's interest but also promote desirable behaviors 

(Demir, 2024). For example, games that incorporate storytelling and problem-solving tasks can encourage children to reflect 

on their actions and understand the consequences of their behaviors in a playful context. While interactive game-based media 

present a promising avenue for reinforcing positive discipline in preschool environments, further empirical research is 

essential to understand their impact on behavioral outcomes fully. By exploring the integration of these digital interventions 

within positive discipline frameworks, educators can enhance their strategies for managing behavior and fostering a 

supportive learning environment for young children. 

This study aims to assess the effectiveness of interactive game-based media in promoting positive discipline among preschool 

children compared to traditional behavioral guidance methods. The following research questions and hypotheses guide the 

study: 

• •What is the impact of interactive game-based media on positive discipline in preschool children? 

• •Hypothesis: Interactive game-based media significantly enhance positive discipline behaviors in preschool children 

compared to traditional behavioral guidance methods. 

These questions and hypotheses aim to elucidate the potential of game-based media as an effective intervention for fostering 

positive discipline in young learners. 

 By providing empirical evidence on the effectiveness of interactive game-based media, the study contributes to refining 

educational practices and strategies aimed at behavioral enhancement in preschool settings. Understanding the role of digital 

interventions in promoting positive discipline can inform broader initiatives to support emotional and social development 

during critical early years. The findings offer valuable insights for policymakers and curriculum developers seeking to 

integrate evidence-based digital tools into early childhood education frameworks, ensuring that interventions are both 

practical and aligned with developmental goals. 

The study also serves as a resource for parents, equipping them with knowledge about innovative strategies to reinforce 

positive behaviors at home through interactive media. This research addresses a pivotal intersection between technology and 

early childhood education, offering potential pathways to enhance positive disciplinary practices through engaging and 

interactive digital media. 
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2. METHODOLOGY 

Research Design 

This study employs a quasi-experimental design with pre-test and post-test measurements of the effectiveness of interactive 

game-based media in enhancing positive discipline among preschool children. The design includes an intervention group 

exposed to interactive game-based media and a control group receiving traditional behavioral guidance methods. The quasi-

experimental approach was chosen due to practical constraints in randomly assigning participants to groups within the 

preschool settings see in figure 1. 

 

Figure 1. Design Research 

This design allows for the intervention's effectiveness while acknowledging the limitations of the preschool environment.To 

assess the impact of the interactive game-based media, both groups will undergo pre-test measurements before the 

intervention and post-test measurements afterward. This approach will facilitate the comparison of behavioral changes and 

the effectiveness of the intervention in promoting positive discipline.The intervention group will be exposed to a carefully 

designed interactive game-based media program aimed at teaching and reinforcing positive discipline strategies. The content 

will be tailored to engage preschool children, making learning enjoyable and effective. The control group will continue to 

receive traditional behavioral guidance methods, which may include verbal instructions, role-playing, and other conventional 

techniques. This group serves as a benchmark to evaluate the relative effectiveness of the interactive media intervention. The 

decision to employ a quasi-experimental design stems from practical constraints inherent in preschool settings. Random 

assignment of participants is often unfeasible due to factors such as classroom dynamics, parental consent, and the need to 

maintain stable group environments. By utilizing a quasi-experimental design, the study aims to provide valuable insights 

into the effectiveness of interactive game-based media while accommodating the realities of the educational context. This 

research design aims to rigorously evaluate the potential of interactive game-based media in fostering positive discipline 

among preschool children. By employing a quasi-experimental approach with pre-test and post-test measurements, the study 

seeks to contribute to the understanding of effective behavioral guidance methods in early childhood education. 

Participants 

The study comprised preschool children aged three to five years, specifically between 36 and 60 months old at the time of 

participation. A total of 120,  evenly divided into two groups: the intervention group 60 participants, and the control group 

60 participants, were recruited from selected early childhood education centers to ensure a representative sample. To qualify 

for inclusion in the study, participants had to meet the following criteria: Children aged between 36 to 60 months, Currently 

enrolled in one of the participating preschools, written informed consent obtained from parents or guardians, and children 

diagnosed with developmental disorders or behavioral issues requiring specialized interventions were excluded from the 

study. This exclusion was implemented to maintain homogeneity within the sample and to focus on typically developing 

children. 

The participants represented a diverse range of socioeconomic backgrounds, enhancing the generalizability of the study 

findings. Additionally, the sample included a balanced mix of genders, with approximately 50% male and 50% female 

participants. This gender distribution further ensures that the results are not biased towards one gender and can apply to the 

general preschool population. 

Data Collection 

Data collection was meticulously planned to capture both baseline and post-intervention measures, utilizing multiple methods 

to ensure comprehensive and reliable data. The process was divided into two main phases and employed various tools to 

gather quantitative and qualitative information from different sources. Data were collected at two critical points in the study 
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to evaluate the effectiveness of the intervention: 

• Pre-Intervention: 

 Prior to the implementation of the intervention, baseline measures of positive discipline behaviors were established. This 

initial data collection provided a reference point against which any subsequent changes could be measured, ensuring that any 

observed effects could be attributed to the intervention itself rather than pre-existing differences among participants. 

• Post-Intervention: 

 After the intervention period, data were collected again to assess any changes in positive discipline behaviors. Comparing 

the post-intervention data with the baseline allowed for the evaluation of the intervention's impact, determining whether it 

successfully enhanced positive disciplinary practices among preschool children. 

A combination of observational and self-reported methods was employed to gather comprehensive data from multiple 

perspectives: 

• Observational Checklists: 

Trained observers utilized structured observational checklists during both free play and structured activities. These checklists 

were designed to record specific instances of positive disciplinary behaviors exhibited by the children. Observers were trained 

to ensure consistency and objectivity in data recording, minimizing potential biases. 

• Questionnaires: 

To capture perceptions of behavioral changes from those directly interacting with the children, questionnaires were 

administered to both parents and teachers: 

• Parents: 

Parents completed questionnaires at home, providing insights into any changes they observed in their children's behavior in 

the home environment. This method allowed for the collection of data in a naturalistic setting, reflecting the children's 

behaviors outside the preschool context. 

• Teachers: 

Teachers completed questionnaires within the classroom setting, offering professional observations of the children's 

behaviors in an educational environment. This dual perspective from both home and school settings provided a well-rounded 

understanding of the children's behavioral changes. 

• Engagement Logs: 

Educators maintained engagement logs to document the frequency and duration of game-based media usage by the children. 

These logs were essential for monitoring adherence to the intervention protocol, ensuring that the intervention was 

implemented consistently across different classrooms and participants. By tracking media usage, researchers could correlate 

the extent of intervention implementation with any observed behavioral changes. 

Data Analysis 

The data analysis process was meticulously structured to ensure the accurate interpretation of the study’s findings. A 

combination of descriptive and inferential statistical techniques was employed to summarize participant characteristics, 

evaluate the intervention's effectiveness, and explore the underlying factors influencing positive discipline behaviors. This 

section outlines the statistical methods used, the software and tools utilized, and the approach taken to handle missing data. 

Descriptive statistics were calculated to summarize the demographic variables and baseline measures of the participants. 

These statistics provided a comprehensive overview of the sample.Measures such as means, standard deviations, frequencies, 

and percentages were used to describe the central tendencies and variability within the sample. This foundational analysis 

ensured that the intervention and control groups were comparable at the outset of the study. 

Inferential statistical techniques were employed to determine the significance of the study’s findings and to explore 

relationships between variables. The following methods were utilized: 

• Analysis of Variance (ANOVA): 

ANOVA was conducted to compare post-intervention positive discipline behaviors between the intervention and control 

groups while controlling for baseline scores. This technique allowed for the assessment of whether the intervention had a 

statistically significant effect on enhancing positive discipline behaviors, accounting for any initial differences between the 

groups. 

• Regression Analysis: 

Multiple regression analysis was employed to identify specific game elements, such as storytelling and rewards, that 

significantly predict improvements in positive discipline behaviors. This analysis provided insights into which components 
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of the intervention were most effective, allowing for a more nuanced understanding of the factors contributing to behavioral 

changes. 

• Paired t-Tests: 

Paired t-tests were performed within each group (intervention and control) to assess changes in positive discipline behaviors 

from pre- to post-intervention. This method evaluated whether there were significant within-group improvements over time, 

thereby determining the effectiveness of the intervention on an individual-group basis. 

3. RESULTS 

Descriptive Statistics 

The study comprised 120 preschool children, with 60 participants in the intervention group and 60 in the control group. The 

demographic characteristics of the participants are summarized in Table 1.  

Table 1. Demographic Characteristics of Participants 

Characteristic Intervention Group 

(N=60) 

Control Group 

(N=60) 

p-Value 

Age (years) 4.2 (0.6) 4.1 (0.5) 0.45 

Gender 30 Male, 30 Female 30 Male, 30 Female 1.00 

Socioeconomic Status 
Low: 18, Middle: 30, 

High: 12 

Low: 18, Middle: 30, 

High: 12 
1.00 

 

The mean age for the intervention group was 4.2 years (SD = 0.6), and for the control group, it was 4.1 years (SD = 0.5). 

The gender distribution was approximately equal in both groups, with 50% male and 50% female participants. 

Socioeconomic status was similarly distributed across both groups, ensuring balanced representation. 

Analysis of Variance (ANOVA) 

To assess the impact of the intervention on positive discipline behaviors among preschool children, an Analysis of Variance 

(ANOVA) was conducted. This analysis compared the post-intervention positive discipline scores between the intervention 

and control groups while controlling for baseline scores. The results are presented in Table 2. 

Table 2. ANOVA Results for Post-Intervention Positive Discipline Behaviors 

Source N Mean SD  df F p-value Partial η² 

Intervention 60 85.4 8,2 1 15.69 0.001 0.118 

Control 60 75.6 9.1 1    

Error    118    

Total 120   120    

 

The ANOVA revealed a significant main effect of the intervention on post-intervention positive discipline behaviors, 

F(1,118)=15.67, p<0.001, with a partial eta squared (η2) of 0.118. This indicates that the intervention accounted for 

approximately 11.8% of the variance in positive discipline scores, representing a moderate effect size. The significant 

ANOVA results indicate that the intervention had a substantial and positive impact on enhancing discipline behaviors among 

preschool children. Specifically, children who participated in the intervention exhibited significantly higher positive 

discipline behaviors post-intervention compared to those in the control group. The moderate effect size further underscores 

the practical significance of the intervention, suggesting that the strategies employed were effective in fostering positive 

behavioral changes. 

Regression Analysis of Specific Game Elements 

In addition to the ANOVA, a multiple regression analysis was conducted to identify which specific elements of the interactive 

game-based media significantly predicted improvements in positive discipline behaviors. The regression model was 

statistically significant, F(3,56)=9.45, p<0.001, and accounted for 34.2% of the variance in positive discipline scores. The 

standardized beta coefficients (β) for each predictor are in Table 3. 
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Table 3. Results of multiple regression analysis 

Predictor Standardized Beta (β) p-value 

Interactive Storytelling 0.45 0.001 

Reward System 0.30 0.005 

Problem-Solving Tasks 0.25 0.012 

 

All three game elements interactive storytelling, reward systems, and problem-solving tasks were significant predictors of 

improvements in positive discipline behaviors. Interactive storytelling had the strongest association with positive discipline 

improvements (β=0.45), followed by reward systems (β=0.30) and problem-solving tasks (β=0.25). This suggests that 

incorporating these elements into game-based interventions can effectively enhance positive behavioral outcomes in 

preschool children. 

Paired t-Tests Within Groups 

Paired t-tests were conducted to evaluate changes in positive discipline behaviors from pre- to post-intervention within each 

group in Table 4. 

Table 4. Results of Paired t-tests  

Group Pre-test 

(M)  

Pre-test 

(SM)  

Post-test 

(M)  

Post-test 

(SM)  

t-value p-value 

Intervention 70.2 7.5 85.4 8.2 12.34 0.001 

Control 73.1 8.0 75.6 9.1 1.98 0.05 

 

  Intervention Group: There was a significant increase in positive discipline behaviors from pre-intervention (M = 70.2) 

to post-intervention (M = 85.4), t(59)=12.34, p<0.001. This indicates that the intervention effectively enhanced positive 

discipline behaviors within the group. 

  Control Group: The change from pre-intervention (M = 73.1) to post-intervention (M = 75.6) was not statistically 

significant, t(59)=1.98, p=0.05. This suggests that, in the absence of the intervention, positive discipline behaviors remained 

relatively stable. 

Engagement and Motivation 

Engagement and motivation are critical factors influencing the effectiveness of interventions in early childhood education. 

This section presents both quantitative and qualitative findings related to the levels of engagement and motivation exhibited 

by children in the intervention and control groups during the study period. To evaluate the impact of the intervention on 

children's engagement and motivation, an independent samples t-test was conducted comparing the Engagement Scale scores 

between the intervention and control groups. The results are summarized in Table 5. 

Table 5. Engagement Scale Scores by Group 

Group N  Mean  SD  df  t-value p-value 

Intervention 60 4.5 0.4    

Control 60 3.8 0.5 118 9.21 0.001 

 

The independent samples t-test revealed a significant difference in Engagement Scale scores between the intervention and 

control groups, t(118)=9.21t(118) = 9.21t(118)=9.21, p<0.001p < 0.001p<0.001. Specifically, children in the intervention 

group reported a higher mean engagement score (M = 4.5, SD = 0.4) compared to children in the control group, who had a 

mean score of M = 3.8 (SD = 0.5). 

The significant t-test result indicates that the intervention had a substantial positive effect on the engagement and motivation 

levels of preschool children. With the intervention group scoring 4.5 on average, compared to 3.8 in the control group, the 

data suggest that the interactive game-based media effectively enhanced children's engagement and motivation during the 

intervention period. The large t-value (9.21) and the highly significant p-value (p < 0.001) underscore the robustness of this 

effect, making it unlikely to be attributed to chance. This enhancement in engagement and motivation is critical, as it likely 

contributed to the observed improvements in positive discipline behaviors. 
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In addition to quantitative measures, qualitative feedback from teachers and parents provided valuable insights into the 

behavioral changes observed in children participating in the intervention. 

Teachers' Feedback 

Teachers reported that children in the intervention group exhibited increased enthusiasm and cooperativeness during 

classroom activities. Several teachers noted that the interactive elements of the game-based media, such as storytelling and 

reward systems, fostered a more positive and dynamic learning environment. Additionally, teachers observed a decrease in 

disciplinary incidents, attributing this improvement to the enhanced self-regulation skills developed through the intervention. 

Sample Quotes: 

• "My students are more engaged and eager to participate in activities. The stories we use from the game seem to resonate 

well with them." 

• "There has been a noticeable reduction in conflicts and disruptions since we started the intervention." 

Parents' Feedback 

Parents echoed similar sentiments, highlighting that their children demonstrated greater self-regulation and responsibility at 

home. They reported that children were more enthusiastic about learning new skills and showed improved cooperative 

behavior with siblings and family members. Parents also appreciated the consistent reinforcement of positive behaviors, 

which was facilitated by the reward systems integrated into the game-based media. 

Sample Quotes: 

• "My child is more patient and willing to follow instructions both at home and in preschool." 

• "I've noticed that my child talks more about the stories and lessons from the intervention games, applying them in 

daily life." 

The qualitative data corroborate the quantitative findings, providing a more nuanced understanding of how the intervention 

influenced children's behavior. The reported increases in enthusiasm, cooperativeness, and self-regulation align with the 

higher engagement and motivation scores observed in the intervention group. The reduction in disciplinary incidents and 

improved classroom dynamics further suggest that the intervention not only engaged children but also facilitated meaningful 

behavioral changes. These qualitative insights enhance the validity of the study by illustrating the practical implications of 

the intervention in real-world settings. This Results section effectively communicates the study's findings, demonstrating the 

significant impact of interactive game-based media on enhancing positive discipline in preschool children. The inclusion of 

both quantitative and qualitative data provides a robust evidence base for the study's conclusions. 

4. DISCUSSION 

The findings of this study indicate that interactive game-based media significantly enhance positive discipline behaviors 

among preschool children compared to traditional behavioral guidance methods. Specifically, children in the intervention 

group exhibited a substantial increase in positive disciplinary behaviors, as evidenced by both observational checklists and 

parent/teacher questionnaires. The effect size (η² = 0.118) suggests a large impact of the intervention, accounting for 

approximately 11.8% of the variance in positive discipline behaviors. 

Moreover, the regression analysis revealed that specific elements of the interactive games—namely interactive storytelling, 

reward systems, and problem-solving tasks—were significant predictors of behavioral improvements. Interactive storytelling 

emerged as the most influential component, followed by reward systems and problem-solving tasks. This underscores the 

importance of narrative and engagement in fostering self-regulation and cooperative behaviors in young children. 

Additionally, the higher levels of engagement and motivation reported in the intervention group suggest that the interactive 

nature of game-based media may enhance children's intrinsic motivation to participate in and adhere to positive disciplinary 

practices. The qualitative feedback further corroborates these findings, highlighting increased enthusiasm, cooperation, and 

self-regulation among children exposed to the game-based intervention. 

The results of this study align with prior research demonstrating the efficacy of game-based interventions in promoting 

positive behavioral outcomes in early childhood education. For instance, Smith (2019) reported that behaviorally-focused 

educational games significantly improved self-regulation and cooperative behaviors in preschoolers, which is consistent with 

the findings of the current study (Smith, 2019). This suggests that interactive game-based media can effectively enhance 

children's ability to manage their emotions and collaborate with peers, reinforcing the principles of positive discipline. 

Similarly, Muir et al., (2023) found that interactive storytelling games facilitated emotional regulation among young children, 

complementing the observed enhancements in and empathy in this study (Muir et al., 2023). Their research underscores the 

importance of narrative elements in games, which can engage children and provide them with relatable contexts for 

understanding their emotions and behaviors. By integrating storytelling with gameplay, educators can create immersive 

experiences that not only entertain but also educate, fostering essential social-emotional skills. 
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Despite these promising findings, there remains a critical need for further empirical investigation into the impact of 

interactive game-based media on behavioral outcomes in early childhood settings. While existing literature supports the 

notion that game-based learning can improve educational outcomes, the specific effects on positive discipline and behavioral 

management require more focused research (Oktriono et al., 2020). Understanding how these digital interventions can be 

systematically integrated into early childhood curricula will provide valuable insights for educators seeking to enhance their 

teaching practices and promote positive behavioral outcomes. The current study's findings are consistent with previous 

research that highlights the potential of game-based interventions to improve self-regulation, cooperation, and emotional 

regulation in preschoolers. As the field continues to explore the integration of interactive media in educational settings, it is 

essential to conduct further studies that empirically assess the effectiveness of these tools in promoting positive discipline 

and supporting children's social-emotional development. 

The theoretical framework of this study is grounded in the Social Learning Theory (Bandura, 2012) and Self-Determination 

Theory (Ryan & Deci, 1985), both of which are supported by the findings observed in the research. The improvements in 

children's behavior can be attributed to their ability to model positive behaviors through interactive storytelling, as well as 

their intrinsic motivation driven by engaging game elements. Bandura's Social Learning Theory posits that individuals learn 

behaviors through observation and imitation of others, particularly in social contexts Demir (2024). In the context of 

interactive storytelling, children are exposed to characters and scenarios that exemplify positive behaviors, which they can 

then emulate in their own interactions. 

Furthermore, the Self-Determination Theory emphasizes the importance of intrinsic motivation in fostering engagement and 

learning. Deci and Ryan argue that when individuals are motivated by internal factors, such as interest and enjoyment, they 

are more likely to engage deeply with the material and demonstrate improved behavioral outcomes (Sand et al., 2024). The 

interactive elements of game-based media, such as rewards and challenges, can enhance this intrinsic motivation, making 

learning experiences more enjoyable and effective for preschool children. 

The observed behavioral improvements in this study are consistent with previous research that highlights the efficacy of 

game-based interventions in early childhood education. For example, studies have shown that educational games can 

significantly enhance self-regulation and cooperative behaviors among preschoolers, reinforcing the notion that interactive 

and engaging learning environments can lead to positive behavioral outcomes (Menna et al., 2015). Additionally, the use of 

storytelling within these games has been linked to improved emotional regulation, further supporting the findings of this 

study (Stefanidis et al., 2019). 

Despite the promising results, there remains a critical need for further empirical investigation into the specific mechanisms 

by which interactive game-based media can enhance positive discipline and behavioral outcomes in early childhood settings. 

Understanding how these digital interventions can be effectively integrated into educational practices will provide valuable 

insights for educators and researchers alike. the findings of this study underscore the relevance of Social Learning Theory 

and Self-Determination Theory in understanding the behavioral improvements observed in preschool children. By leveraging 

interactive storytelling and engaging game elements, educators can create a learning environment that not only promotes 

positive behaviors but also fosters intrinsic motivation among young learners. 

This study extends the existing literature by identifying specific game elements that contribute to positive discipline, 

providing a more granular understanding of how interactive media can be optimized for behavioral interventions. Unlike 

some previous studies that focused solely on general behavioral outcomes, this research delineates the roles of storytelling, 

rewards, and problem-solving within game-based interventions. The findings suggest that these specific elements not only 

engage young learners but also facilitate the modeling of positive behaviors, which is crucial for effective discipline 

strategies. 

The incorporation of storytelling in educational games has been shown to enhance children's engagement and emotional 

connection to the content, thereby promoting better understanding and retention of positive behaviors Wang et al. (2022). 

This aligns with the principles of Social Learning Theory, where children learn by observing and imitating characters in 

narratives. Furthermore, the use of rewards within these games serves to reinforce desirable behaviors, tapping into intrinsic 

motivation as outlined by Self-Determination Theory (Serino, 2024). By providing immediate feedback and incentives, 

children are more likely to engage in cooperative behaviors and self-regulation. 

Additionally, problem-solving tasks embedded in game mechanics encourage critical thinking and collaboration among 

peers, further supporting the development of social skills essential for positive discipline. Research indicates that such 

interactive elements can significantly improve behavioral outcomes in educational settings, making game-based 

interventions a valuable tool for educators (Alam et al., 2023). The current study's focus on these specific game elements 

contributes to a deeper understanding of how digital interventions can be tailored to enhance positive discipline in early 

childhood education. By identifying and analyzing the roles of storytelling, rewards, and problem-solving in game-based 

interventions, this study provides valuable insights into optimizing interactive media for behavioral outcomes. Future 

research should continue to explore these elements to further establish their effectiveness in promoting positive discipline 

among preschool children. 
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5. CONCLUSION 

This study set out to investigate the effectiveness of interactive game-based media in enhancing positive discipline among 

preschool children. Utilizing a quasi-experimental design, the research involved 120 preschoolers who were divided into an 

intervention group exposed to custom-designed educational games and a control group receiving traditional behavioral 

guidance methods. Over an eight-week intervention period, the study meticulously measured changes in positive disciplinary 

behaviors through observational checklists and parent/teacher questionnaires. The key findings of the study reveal that 

interactive game-based media significantly enhance positive discipline behaviors in preschool children compared to 

traditional methods. Specifically, children in the intervention group exhibited substantial improvements in self-regulation, 

cooperation, and empathy, underpinned by game elements such as interactive storytelling, reward systems, and problem-

solving tasks. The effect size indicated a large impact, affirming the substantial role that well-designed digital interventions 

can play in early childhood behavioral development. Additionally, higher levels of engagement and motivation observed in 

the intervention group suggest that interactive media can effectively capture and sustain children's interest, thereby 

reinforcing positive disciplinary practices. 

These results underscore the potential of interactive game-based media as a valuable complement to traditional behavioral 

strategies in preschool education. By integrating narrative-driven and reward-based elements, educational games can create 

immersive and supportive environments that nurture desirable behaviors and emotional well-being. The study contributes to 

the existing literature by not only confirming the efficacy of game-based interventions but also by delineating the specific 

components that drive behavioral improvements, providing actionable insights for educators, parents, and policymakers. 

Final thoughts highlight the transformative role that technology-driven educational tools can play in early childhood 

education. As digital media continue to permeate educational settings, it is imperative to leverage these technologies 

thoughtfully to support holistic child development. This study advocates for the strategic integration of interactive games 

within preschool curricula, emphasizing the need for collaboration between educators and technologists to design 

interventions that are both engaging and pedagogically sound. Interactive game-based media offer a promising avenue for 

enhancing positive discipline in preschool children, fostering environments where young learners can thrive socially and 

emotionally. Future research should continue to explore and refine these digital interventions, ensuring their efficacy across 

diverse populations and long-term applicability in various educational contexts. 
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