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Abstract  Early childhood education plays an essential 
role in the development of children as a whole. For this 
reason, a primary and actual educational program is needed 
to prepare them for growing up. One of them is by 
introducing entrepreneurship education at the preschool 
level. This research is the final part of a research and 
development project to test whether the role-playing-based 
entrepreneurship education model developed is valid, 
practical, and effective. The research was conducted at the 
Islamic Kindergarten Cendikia Al Izhar Makassar, South 
Sulawesi, Indonesia. Furthermore, several groups of 
participants involved in this study were two experts, 2 
Early Childhood Education (ECE) teachers, and 15 
children. Data collection was carried out using: (1) device 
validation sheets, (2) teacher activity observation sheets, (3) 
children’s activity sheets, (4) teacher response 
questionnaires, and (5) teacher response questionnaires. 
The collected data were then analyzed using quantitative 
methods by calculating the average value of this 
educational model’s level of validity, practicality, and 
effectiveness. Based on the results of the study, it can be 
stated that the role-playing-based entrepreneurship 
education model for ECE children is proven valid, practical, 
and effective. This means that this educational model can 
be applied in the education system at the preschool level to 
acquire entrepreneurial knowledge and skills from an early 
age. 

Keywords  Entrepreneurship, Education Model, 

Role-Playing, Effectiveness, Practicality, Validity 

1. Introduction
Today, countries all over the world are faced with 

various crucial challenges in this 21st century. These 
challenges are related to external aspects such as 
globalization and economic orientation and radical 
changes in social dynamics that cannot be avoided [1]. 
Seeing this situation requires a political response from 
each country that is fast and precise and can impact the 
progress of a country that is competitive and able to 
achieve profitable economic growth [2]. The field of 
education, which is seen as an essential field that can 
support these challenges, tries to offer alternative options 
by proposing entrepreneurship education. The idea of 
entrepreneurship is a driver of economic growth and 
national prosperity. Entrepreneurship is considered an 
essential factor for a country’s economic development [3]. 

Entrepreneurship education has become a global issue 
that has taken the public’s attention and is considered an 
established academic discipline in the last few decades [4] 
[5] [6]. Not a few people argue about the existence of 
entrepreneurship, which is associated with education. 
Some people still use their traditional views to question 
entrepreneurship to perpetuate the greedy individual hero 
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driven by his ambition for financial gain [7]. This view 
has even made many teachers reluctant to acknowledge 
entrepreneurship as part of the study of education [8]. 

Many studies review entrepreneurship education in 
various countries. However, almost all of these studies are 
still focused on adults, especially students [9] [5] [10] and 
children aged adolescents [11]. In other words, there are 
still minimal studies of entrepreneurship education aimed 
at children, especially in the preschool phase [12]. The 
same fact is expressed by Udu & Amadi [13]. They claim 
that in most countries globally, entrepreneurship 
education programs are still concentrated in universities 
and have not been integrated into subjects for students in 
primary schools. The need for entrepreneurship education 
for young people aims to develop the skills needed to 
identify viable business opportunities someday [14]. Also, 
entrepreneurship education for children is useful to 
prepare them to face society’s demands in the labor 
market, which has an unexpected direction in the next few 
decades [15] [16]. The teaching of entrepreneurship is 
also significant in building a more robust and more 
flexible society facing changing times [1]. 
Entrepreneurship also contributes to (a) economic growth, 
(b) rejuvenation of productive social networks, (c) 
relaunching of regional space, (d) dynamizing innovative 
processes, (e) creating new jobs [17]. 

Another important thing is that the application of 
entrepreneurship education is an essential effect on 
children’s development. This type of education can 
increase aspects of (a) children’s social awareness, (b) 
make them sensitive to problems around them, (c) provide 
opportunities to explore the right things, (d) help them 
create innovative solutions to their problems, and (e) 
support their ability to give opinions about the solutions 
they made [18]. Thus, it is essential to incorporate 
entrepreneurship teaching into the education system and 
promote better relations between educational institutions 
(schools) and the business world [19] [20]. 

The concept of entrepreneurship education raises new 
problems, one of which is what methods or strategies are 
appropriate to promote students. The application of 
entrepreneurship education is more efficacious [21]. 
Choosing the right learning method is very important for 
children to learn about entrepreneurship [22]. One of the 
learning methods suitable for early childhood is role- 
playing. This method is considered appropriate because it 
is appropriate for the age and development level of the 
children. 

There are several studies on entrepreneurship education 
in Indonesia aimed at young children. Yetti & Azizah [23] 
stated that entrepreneurship education could increase the 
level of creativity of children. Entrepreneurship education 
at the preschool level covers four main themes: 
continuous reflection, active participation, meaningful 
learning situations, and a tolerant atmosphere [7]. The 
results of an empirical study at a kindergarten in 

Yogyakarta, Indonesia, show that entrepreneurship 
learning can be carried out through various activities such 
as (a) holding a market day, (b) teaching children to sell, 
(c) having Friday sharing, and (d) learning to make a 
handicraft [24]. 

Of the several studies on entrepreneurship education, 
relatively few have tried to develop an entrepreneurship 
education model at the ECE level. The educational model 
is based on the role-playing method, which is one method 
that is very close to preschool children. This article 
examines the development phase of research and 
development to determine the level of validity, practicality, 
and effectiveness of this educational model. 

2. Literature Review 

2.1. Validity, Practicality, and Effectiveness 

The quality of research and development products is 
measured. The developers are advised to carry out three 
types of validity, practicality, and effectiveness tests [25]. 
Validity is a measure of how well the data collected 
covers the actual investigation area [26]. That is, validity 
is a process of measuring what one should want to 
measure [27]. Validity can be divided into four types: face 
validity, criteria validity, content validity, and construct 
validity [28].  

Content validity is a type of validity used in this study. 
Content validity is a subjective assessment of the 
operationalization of a particular construct. In other words, 
this validity is attest of the extent to which a measure 
appears to be related to specific instructions, which are 
usually associated with the appropriateness, readability, 
consistency of style and format, and clarity of the 
language used [29] [30]. To assess the validity is based on 
two criteria, namely: (a) the product developed is based on 
strong theoretical reasons and (b) the product developed 
has internal consistency [25]. 

The next type of test using to measure the quality of the 
development product is the practicality test. Practicality is 
part of the concept of usefulness of a trial and affects 
several aspects of a test. Also, practicality is defined as a 
measure of the extent. It can be practiced to generate and 
manage context and its use [31]. Thus, teachers who judge 
that the learning product is right and can be appropriately 
used by its users, namely teachers and students, are stated 
by a development product’s practicality. Furthermore, 
Nieveen [25] explained that there are two criteria for 
practicality, namely: (a) the product developed can be 
applied according to expert and practitioner judgment and 
(b) product development can be applied in real terms in 
the field. 

The final criterion in measuring the quality of the 
development product is the effectiveness test. 
Effectiveness is viewed from the consistency between the 

 

8



8094 Validity, Practicality, and Effectiveness:  
The Last Step in Development of Entrepreneurship Education Based Role-Playing for Kindergarten 

design/learning objectives with students’ experience and 
learning outcomes [25]. The experience referred to in the 
statement is a form of appreciation through questionnaires 
or responses during the learning process. Furthermore, 
effective assessment is an assessment that considers the 
effect of the evaluation on student behavior and learning 
outcomes, in line with learning outcomes and curriculum, 
providing an assessment structure for subjects, and 
provides feedback afterward [32]. 

In determining whether a development product is 
effective or not, several aspects must be fulfilled. Some of 
these aspects include: (a) having clear objectives and 
readiness for the assessment, (b) involving stakeholders 
during the assessment process, (c) having to know about 
what they are going to judge, and (d) how they will judge 
them [33]. Also, Mustami et all. [34] stated that if 80% of 
students reached the minimum criterion score of 76.5, the 
learning model was effective. 

2.2. Entrepreneurship Education 

Entrepreneurship education starts with an 
entrepreneurial mindset. This mindset is defined as the 
ability to feel, act, and mobilize in uncertain conditions 
[35]. This mindset can be viewed from two perspectives, 
namely commercial activity and problem-solving 
promotion. The aspect of commercial activity involves 
groups and individuals who create marketable products 
and services [36]. On the other hand, the second aspect of 
the entrepreneurial mindset is highlighting the promotion 
of creative and innovative problem solving as a 
universally applicable skill [37].  

Entrepreneurship education is based on a cognitive 
approach to entrepreneurship and entrepreneurial methods. 
This educational model supports an understanding of what 
entrepreneurial knowledge structures are, how they act 
and decide, develop an entrepreneurial spirit, skills, and 
abilities of every individual who wants to learn how to 
become an entrepreneur [37] [38]. Linan [39] states that 
entrepreneurship education is an overall educational and 
training activity in an educational and non-educational 
system that seeks to develop children’s entrepreneurial 
intentions or factors that influence these intentions, such 
as knowledge, desire, and entrepreneurial activities. 

There are several important goals for entrepreneurship 
education in the curriculum in educational institutions. 
One of the aims is to integrate entrepreneurial traits with 
entrepreneurial processes and entrepreneurial behavior 
[40]. That is, entrepreneurship education requires the 
transfer of business knowledge and management and 
develops new ways of thinking, attitudes, competencies, 
and behaviors [41] [42]. 

2.3. Role-playing 

Role-playing is a form of learning model that is 
oriented towards new social interactions [43]. That is, 
role-playing emphasizes the formation of relationships 
between students with one another. This model departs 
from the paradigm that individuals can’t escape from a 
cycle of interactions with other individuals. In a broader 
context, this relationship leads to the relationship between 
individuals and society. Therefore, the learning process 
must be a vehicle for preparing students to interact 
extensively with the community, develop democratic 
attitudes and behaviors, and foster the productivity of 
students’ learning activities [44]. 

Role-playing is a learning strategy where students can 
perform specific roles with various activities, such as 
saying, doing, and sharing. Another definition states that 
role-playing is an approach to facilitating learning. It 
effectively achieves learning outcomes in three main 
learning domains, namely affective, cognitive, and 
behavioral [45]. In other words, this strategy allows 
participation in simulations of social situations intended to 
direct children to the child’s life [46]. 

Theoretically, role-playing requires some or all students 
to play the role of a character or object. In other words, 
this method requires students to take specific roles and act 
and improvise certain roles with realistic criteria that bring 
them as close to reality as possible [47]. This condition 
requires students not to be silent. They will be active and 
dynamic. Role-playing is a planned learning activity 
designed to achieve specific educational goals [48]. 

Role-playing has the potential to engage children in a 
longer learning process that indirectly promotes critical 
thinking dispositions such as openness, fair thinking, 
persistence, and empathy [49]. This means that the 
role-playing model is more concerned with aspects of the 
process than aspects of content alone. This method also 
helps children develop critical thinking activities and 
apply their knowledge to real-life scenarios [50]. 

3. Method 

3.1. Research Design, Site, & Participants 

This research is research and development focusing on 
the testing phase of the validity, practicality, and 
effectiveness of the products developed. The research and 
development design adopted in this study was Theory 
Borg & Gall [51] which was modified into four main 
steps: the preliminary study stage, product design, 
development, and testing. These R&D steps are clearly 
illustrated in Figure 1. 
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Chart 1.  Research & development flow 

This article is devoted to reviewing the development 
phase (validity and practicality testing) and the limited 
trial phase (effectiveness test) of developing a 
role-playing-based entrepreneurial education model. The 
research was conducted at the Islamic Kindergarten 
Cendikia Al Izhar Makassar, South Sulawesi, Indonesia. 
There are three groups of participants involved in this 
study, namely: (a) 2 experts/validators, (b) 2 kindergarten 
teachers, and (3) 15 students. 

3.2. Data Collection 

In research and development, the level of validity, 
practicality, and effectiveness of product development use 
several educational instruments [52]. To test the level of 
validity, researchers used a validation sheet for learning 
tools. Researchers also used: (a) teacher activity 
observation sheets, (b) children’s activity observation 
sheets, (c) teacher response questionnaires to measure the 
practicality of development products. Finally, to measure 
the product’s effectiveness, the researcher used the 
children’s ability observation sheet to see an increase in 
their ability with the achievement of entrepreneurial 
values 

3.3. Data Analysis 

To determine the level of validity, practicality, and 
effectiveness of product development using quantitative 
methods, the data collected through these various 
instruments were analyzed to determine the average score 
for each category. The formula used to calculate the 
average value of validity, practicality, and effectiveness; 
the researchers used the following procedure. 

1) Calculating the level of validity 

Average total score (𝑋𝑋�) = ∑ 𝐴̅𝐴𝑖𝑖
𝑛𝑛

  
Information: 
(𝑋𝑋�) = total mean 
𝐴̅𝐴𝑖𝑖  = average of the 𝑖𝑖 aspect 
𝑛𝑛 = many aspects 

After the total average value is obtained, the score is 
adjusted to the value range table, as stated by Gregory 
quoted by Ahmar & Rahman [53] in table 1. 

Table 1.  Categories of practical learning models 

No. Score Range Category 

1. 3,5 ≤ X ≤ 4,0 Very valid 

2. 2,6 ≤ X < 3,5 Valid 

3. 1,6 ≤ X < 2,5 Quite valid 

4. 1 < 1,5 Invalid 

2) The level of practicality 

We are looking for the total average of each 
observation aspect to measure the learning 
implementation level using the formula proposed by 
Nurdin [54] in table 2. 

 
Information: 

 = average of the 𝑖𝑖 aspect 
Ami   = average of the 𝑖𝑖 aspect meeting to m 
t = the number of meetings 

t

A
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m
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∑
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Table 2.  Categories of learning model engagement attainment 

No Score Range Category 

1. 2.5 < A ≤ 3.0 Performed very well 

2. 1.0 < A ≤ 2.5 Well done 

3. 0 < A ≤ 1.0 Not done 

3) The level of effectiveness 
To measure the learning model’s effectiveness, 

researchers conducted observations of students’ activities 
using the Child Activity Observation Sheet (CAOS) 
instrument in learning activities based on a 
role-playing-based entrepreneurship education model. 
They described according to Nurdin’s [54] in table 3. 

Table 3.  Model effectiveness score interval 

Interval (%) Category 

CA < 25 Very low 

25 ≤ CA < 50 Low 

50 ≤ CA < 75 High 

75 ≤ CA ≤ 100 Very high 

Information: CA = Child Activity 

4. Results 

4.1. Validity Test Results 

The validity test of the development product in this 
study was carried out by asking for experts’ responses. 
Two experts were involved in this study to assess the 
learning model developed. The results of the data analysis 
from the experts are presented in table 4. 

Based on Table 4, information is obtained that the 
development products that have been validated meet the 
very valid criteria. The model book validation results got 
an average score of 3.6 from the results of the two experts’ 

assessment, while the model manual obtained an average 
score of 3.5. Other development products that are 
validated are semester programs and Weekly Learning 
Program Plans (WLPP). The two products got an average 
score of 3.7 and 3.67, which can be categorized as very 
valid. Finally, two other validated development products 
are the Daily Learning Program Plan (DLPP) and the 
assessment sheets of students who get a score of 3.54 and 
3.63, which are categorized as very valid. Overall, all 
development role-playing-based entrepreneurship 
education model products’ validity value is within the 
interval limit of 3.50 ≤ V <4.0, which means that all of 
them are in a very valid category. 

Table 4.  Recapitulation of product validation results 

No. Products developed 
Validity 

Average Category 

1. Model book 3.6 Very Valid 

2. Teaching manual book 3.5 Very Valid 

3. Semester program 3.7 Very Valid 

4. Weekly Learning Program 
Plan (WLPP) 3.67 Very Valid 

5. Daily Learning Program 
Plan (DLPP) 3.54 Valid 

6. Student Assessment Sheet 
(SAS) 3.63 Very Valid 

4.2. Practicality Test Results 

The practicality test was carried out by giving a 
response questionnaire to two teachers. Respondents were 
asked to rate development products in this research, such 
as Daily Learning Program Plans (DLPP), textbooks, 
assessment rubrics, and learning activities. The teacher is 
also asked to assess the presentation aspects and the 
appropriateness of the product’s language. The results of 
data analysis from the questionnaire are presented in table 
5. 
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Table 5.  Results of practicality scores by the teacher 

No Assessment Aspects Average Category 

Learning Media 

1 Daily Learning Program Plan (DLPP) 3.8 Very Practical 

2 Textbooks 3.4 Practical 

3 Assessment rubric 4.0 Very Practical 

4 Learning Activities 3.8 Very Practical 

5 Generating motivation and interest in learning and children’s curiosity 3.7 Very Practical 

Presentation Eligibility 

6 By the child’s level of development 3.7 Very Practical 

7 Encourage children to be actively involved 3.8 Very Practical 

8 Interesting and fun 3.2 Practical 

9 By the teacher’s level of ability 3.5 Very Practical 

10 Use the right and correct Indonesian. 3.6 Very Practical 

Language Eligibility 

11 Clarity of message 4.0 Very Practical 

12 The standardization of terms and symbols used 3.3 Practical 

13 In accordance with the Standards for Child Development Achievement 
Level (CDAL) 3.7 Very Practical 

14 In accordance with the indicators of child development 3.5 Very Practical 

Total Average 3.64 Very Practical 

 

The results of the target user (teacher) test to measure 
the practicality of model books and role-playing-based 
entrepreneurship education teaching manuals are 
presented based on the practicality components of the 
product with average values, as follows: 
1) Daily Learning Program Plans (DLPP) get an average 

score of 3.80 in the very practical category. 
2) Textbooks get an average score of 3.40 in the very 

practical category. 
3) The assessment rubric obtained an average score of 

4.0 in the very practical category. 
4) Learning activities get an average score of 3.80 in the 

very practical category. 
5) We generate motivation and interest in learning as 

well as the curiosity of children with an average score 
of 3.70 in the very practical category. 

6) According to the child’s level of development, the 
average score is 3.70 in the very practical category. 

7) Encourage children to be actively involved, get an 
average score of 3.80 in the very practical category.  

8) Exciting and fun, get an average score of 3.20 in the 
practical category. 

9) According to the level of the teacher’s ability to 
obtain an average score of 3.50 in the very practical 
category. 

10) Using good and correct Indonesian, get an average 
score of 3.60 in the very practical category. 

11) he clarity of the message receives an average score of 
4.0 in the very practical category. 

12) The standardization of terms and symbols used 
obtained an average score of 3.30 in the practical 
category. 

13) Following the Child Development Achievement 
Level Standards (CDALS), getting an average score 
of 3.70 in the very practical category. 

14) According to the indicators of child development, the 
average score is 3.50 in the very practical category. 

4.3. Effectiveness Test Results 

Using the product (model books and teaching manuals) 
begins by observing firsthand using the product by the 
teacher and using communication media. During the 
process of using the product, the researcher still asks for 
suggestions and input from the teacher on matters that 
require attention and the effects of using model books and 
teaching manuals. Assessment of age children is more 
concerned with observations made during the ongoing 
process. 

For this reason, the assessment is carried out not using a 
“paper and pencil test” but rather direct observation of 
children’s activities. The assessment carried out in early 
childhood is carried out by observing or observing the 
learning activities they carry out by assessing 
entrepreneurial attitudes. Assessment of children’s 
entrepreneurial attitudes is carried out by using an 
observation sheet by providing a checklist on aspects that, 
according to the observer’s observations, are by the 
child’s results or activities as measured through a 
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performance test. The results of the observations can be 
presented in table 6. 

Table 6.  Statistical results for children’s assessments 

Variable  Statistical Score  

Research subject 15 

Ideal score 4 

Average score 2.5 

Highest score 4 

Lowest score 1 

Score Range 1.5 

Table 6 shows that the average score of the students’ 
ability of Group B TK Islam Cendekia Al Izhar Makassar 
is 2.67 with the ideal score that might be achieved is 4, the 
highest score is four, and the lowest score is 1 with a score 
range of 1.5.  

If the students’ ability scores are grouped into four 
categories, then the frequency distribution is obtained in 
table 7. 

Table 7.  Effectiveness test results 

Score Range  Frequency  Category  Percentage 

3.5 < X ≤ 4.0 11 Very high 73.33% 

2.5 < X ≤ 3.5 4 high 26.67% 

< X ≤ 2.5 0 Low 0% 

1.0 < X ≤ 1.5 0 Very low 0% 

Amount 15  100% 

Table 7 shows that of the 15 students, 11 students, or 
73.33%, were in the very high category, four students, or 
26.67%, were in the high category, and no students, or 0%, 
were in a low category. Thus, it can be concluded that 
children’s entrepreneurial attitude is “very well developed” 
with an average score of achievement of entrepreneurial 
values of students of Al Izhar Makassar Islamic 
Kindergarten students in the “very high” category. 

5. Discussion 
Research and development need to be carried out at all 

levels of education, including at the ECE level. So far, 
many researchers, teachers, and lecturers have used this 
type of research with a focus on entrepreneurship 
education at the elementary, middle school, and tertiary 
education levels [55]. This fact has neglected the 
important role of preschool and the compulsory school 
itself [56]. For this reason, it is necessary to introduce 
entrepreneurship education for childhood and adolescence 
[57] and preschool children [58]. 

The development of the learning model requires a 
validation test to determine the extent of the product’s 
validity that has been developed. This test involves 
several experts to correct and provide input on products 

that have been developed. The validation test results in 
this study indicate that all products that have been 
developed are proven to be very valid based on the 
calculation of the average score of the two validators. The 
assessment aspects in a validation test usually vary, such 
as adequacy, coherence, suitability, and usefulness [59]. 

The user’s target test analysis results were carried out to 
measure model books’ practicality and role-playing-based 
teaching manuals on entrepreneurship education models. 
The analysis results show that the product development 
model of entrepreneurship education based on 
role-playing has an average score of 3.64 in the very 
practical category, so it can be concluded that the product 
development has met the criteria for product practicality. 
A development product is declared practical if it meets the 
following aspects: (a) the teacher’s assessment states that 
the model can be applied with minor revisions, and (b) the 
model can be implemented because it is by the applicable 
curriculum, time allocation, and school conditions [60]. 

The results of testing entrepreneurship learning tools 
with the role-playing method obtained data on learning 
outcomes (acquisition of entrepreneurial attitudes). The 
learning outcomes of entrepreneurship in the students of 
Islamic Kindergarten Al Izhar Makassar from 15 students 
were 11 students, 73.33% were in the very high category, 
and four students or 26.67% were in the high category. 
From this data, it shows that role-playing activities can 
stimulate the entrepreneurial attitude of children. Thus, 
effectiveness can also be seen from two aspects, namely: 
(a) achieving goals by the priorities set, (b) having 
conformity with needs, and (c) having a positive effect on 
increasing knowledge, attitudes, and behavior [61]. 

The achievement of validation test scores, practicality 
tests, and effectiveness tests can not be separated from the 
selection of role-playing learning methods. That is 
adapted to the development of this entrepreneurial 
education model. The role-playing method is considered 
according to the age level of children in kindergarten/early 
childhood because it has a combination of play and 
learning in it. Role-playing is also considered to have the 
capacity to change children’s behavior [44] [62]. This 
method is also claimed to be able to build their opinions 
and thoughts, build language at its level [63] [64], lead to 
more extended absorption and retention of information 
[65], support group cooperation activities and creativity 
[48] [66], and act in situations based on children’s 
understanding [67] [68]. 

In the Indonesian context, researchers have conducted 
many research and development in the field of 
entrepreneurship education. Farida et al. has developed an 
entrepreneurship education learning model specifically for 
university students [69]. This research only focuses on 
developing a project-based entrepreneurship education 
model to increase the entrepreneurial spirit of students. 
These studies indicate that the entrepreneurship education 
model is declared valid by experts and proven effective 
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with a probability value of 0.046. Unfortunately, this 
study only uses a test of validity and effectiveness without 
adding a practicality test. 

Another study on this topic was conducted by Sari et al. 
[70] by developing a local potential-based 
entrepreneurship learning model in West Kalimantan 
Province, Indonesia. This learning model is specifically 
for vocational high school students. Like previous studies, 
the learning model also developed only tests the product 
development’s validity and effectiveness. The validity test 
in this study reached an average value of 3.65 and was 
categorized as very valid. The effectiveness test results 
showed that the post-test scores were higher than the 
pretest scores in all aspects, namely the knowledge, skills, 
attitudes, and products produced by students with a score 
of 2.9 and above, which were categorized as medium and 
high. 

Research and development are still relatively new in the 
field of education when compared to other areas. This can 
be seen from the lack of research on developing an 
entrepreneurial education model at all levels of education, 
especially preschool education (early childhood). This 
study is expected to open opportunities for researchers to 
explore more deeply the importance of this topic. In other 
words, this research is expected to become a research pilot 
in entrepreneurship, which is specifically for young 
children so that they have the skill and entrepreneurial 
attitudes as provisions in their future lives. 

6. Conclusions 
This research is a research and development to develop 

a role-playing-based entrepreneurship education model for 
Early Childhood Education (ECE) children. Based on the 
research results, this educational model is considered valid, 
practical, and effective. The level of validity is obtained 
through a validation test involving two experts to assess 
product development. This learning model’s practicality 
level is obtained through a questionnaire aimed at teachers 
to evaluate the learning tools developed, aspects of 
language feasibility, and presentation aspects. The level of 
validity and practicality, development products are also 
tested for their effectiveness through the learning process. 
The effectiveness test results by observing children’s 
activities obtained a percentage of 100%, which states that 
this development product effectively stimulates children’s 
entrepreneurial attitude aspects. Thus, it can be concluded 
that the developed product in the form of a 
role-playing-based entrepreneurship education model for 
ECE children is proven to be valid, practical, and effective 
and worthy of wider use. 
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