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ABSTRACT 
This research aims to determine the development of ESQ and multiple intelligences (MI) 
intelligence points, in an integrated manner so that students in their learning activities become 
active, creative, and think directly. ESQ and MI intelligence, on student character in seeking 
learning success. This research method uses a qualitative descriptive approach. The research 
results are by scientific facts through the process of observation, interviews, and documentation 
studies. The results of this research show that in planning, organizing, implementing, and 
evaluating, obstacles and solutions to students' character education strategies through a 
comprehensive environmental center model, which combines various problem-centered learning 
disciplines, which are developed based on the needs and potential of ESQ and multiple 
intelligences, which he has. Early childhood character education strategy through learning with a 
center and circle model in developing MI, by prioritizing students' interests by facilitating the 
needs of early childhood, so that students can realize the potential of ESQ intelligence and multiple 
intelligences, according to interests and potential that can produce character noble as the basic 
foundation for student success. 
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 ,  
A. INTRODUCTION 
 

Center-based and circle-based learning is an approach to organizing PAUD that focuses on 
children in the learning process which is centered in play centers and when children are in a circle 
using 4 types of scaffolding to support children's development, namely: play environment 
footholds, pre-play footholds, footing during play and footing after playing. 

One of the learning models in the strategy for teaching and learning activities for early 
childhood is learning with the "Beyond Centers and Circles Time (BCCT)" approach which has 
proven its reliability in many countries. Learning with the BCCT approach is based on the 
assumption that children learn through playing with objects and people around them (the 
environment). In playing children interact with their environment. The right play experience can 
optimize all aspects of multiple intelligences, such as children's physical, emotional, cognitive, 
and social development. 

In the center-based learning model and circle time, each (group of) children plays every day 
in a different center (moving class) so that their character, character, and multiple intelligences are 
developed simultaneously and in balance. Meanwhile, the children of reform later became a group 
of leaders in this country directly and only played in "Role Playing Centers" without including 
other centers. That too, unfortunately, without any accompanying teachers to enforce work 
procedures. As a result, their character, manners, and multiple intelligences are not developed. 
They do not pass through the center of the beam so cannot build in precision or accuracy. They do 
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not go through art centers so they are not creative, their manners are rude, and their hearts become 
nests of tomcats. They do not go through mental centers so their morals are bad because religion 
stops being just rituals and memorization without meaning. 

Instilling character education from an early age is the most appropriate period for getting 
used to developing the quality of character education for early childhood because this period is the 
period with the most potential for learning. Developing the quality of character education has an 
important role in changing the behavior of early childhood, which includes the application of the 
center and circle time learning model strategy in developing the quality of character education 
needs to be applied in Early Childhood Education (PAUD) to achieve goals effectively and 
efficiently. 
        
 
B. RESEARCH METHODS 
 

This research is a type of field research using a qualitative descriptive approach. The 
researcher will thoroughly describe the findings from the field. through the following steps: (1). 
Selecting and determining the location of researchers; (2). Communication with the selected object 
place (3). Identifying informants (4). Record everything that happens at the research location based 
on data facts 

 
1. Data Collection Techniques 

 
In collecting data in research, the source consists of various information, including the 

following: 
a. Observations at the research location to observe phenomena occurring in the field 
b. In-depth interviews with key informants, including teachers, school principals, parents, 

and local neighborhood association administrators. 
c. Documentation studies on documents at the school location, in the form of archives, 

official meeting notes, and learning materials that have been taught at the school 
 

2. Data Analysis 
 
 After the data has been collected, it is analyzed in the play center in the children's play area 

which is equipped with a set of play equipment that functions as an environmental platform needed 
to support children's development in 3 types of play, namely: sensorimotor or functional play, role 
play, and developmental play. Meanwhile, Circle Time is the time when the educator sits with the 
child in a circle position to give the child a foothold as a student, which is done before and after 
playing. In this way, teachers can see the impact and development of students and can conclude 
and provide assessments for each child. 

 
C. RESULTS AND DISCUSSION 

   
1. Planning Center and Circle-Based Learning Strategies in Developing the Quality of 

Student Character Education 
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The learning planning takes the form of a semester program (promes), a Weekly Learning 
Implementation Plan (RPPM), a Daily Learning Implementation Plan (RPPH), and a schedule of 
central learning activities. The RPPM and RPPH at each center are arranged based on themes and 
sub-themes as well as material coverage that leads to optimizing children's religious and moral, 
social-emotional, cognitive, artistic language, and physical motor development. To support the 
implementation of learning centers that focus on developing the character of young children, image 
(faith and piety) centers were created. 

Formulate themes based on the context of the child's life. One concept in the theme is related 
to the concept of divinity. For example, the concept of animals is linked to the concept of Allah 
SWT so the theme of animals created by Allah SWT emerges. The concept of Allah SWT is also 
included in the sub-theme so that the sub-theme of wild animals created by Allah SWT and 
livestock created by Allah SWT appears. 

Each center has different objectives according to its characteristics. Although the goals of 
each center are different, the goals of all centers are aimed at achieving quality assurance for 
graduates of Al Falah Cipayung Kindergarten, East Jakarta, DKI Jakarta, and Batutis Al Ilmi 
Kindergarten, Bekasi, West Java. This means that the implementation of early childhood character 
education strategies through the sending approach (center and circle time) also leads to the vision 
of Al Falah Cipayung Kindergarten, East Jakarta, DKI Jakarta, and Batutis Al Ilmi Kindergarten, 
Bekasi, West Java because the quality assurance of graduates is based on the vision and mission 
of TK Al. Falah Cipayung, East Jakarta, DKI Jakarta and TK Batutis Al Ilmi, Bekasi, West Java. 

 
2. Organizing Center and Circle-Based Learning Strategy Planning in Developing the 

Quality of Student Character Education 
 
In various kinds of centers, these centers are then organized into several centers, namely the 

preparation center is a place that provides children with literacy, one of which is a love of literacy. 
The art center is a place for children to be creative and stimulate their creativity with various kinds 
of works. Beam Center, is a place to explore knowledge as widely as possible, especially regarding 
the world of buildings. Imtaq Center introduces children to religious concepts in a simple way. 
Natural materials center, introducing children to various kinds of objects and the wonders of the 
universe. The center of role-playing is to objectively describe to children the various roles in the 
world and the dynamics of life. 

Character education implemented through the central sending (center and circle time) 
approach consists of several processes such as planning, implementation, and evaluation. 
Character values can be raised in each center activity by the plans that have been designed. 

 
3. Implementation of Center and Circle-Based Learning Strategies in Developing the 

Quality of Students' Character Education 
 
The implementation of teaching and learning activities to improve early childhood character 

education strategies through the approach centers and circles is supported by the existence of 
educational game tools (APE) in each center. The APE was created by the teacher as a learning 
medium used in central learning. The implementation of central learning is also accompanied by 
the implementation of familiarization activities at the initial activities, opening activities, and final 
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activities. Children are also involved in making APE. Most of the APE is made by teachers and 
children, while the rest is made by purchasing as needed. 

The character education strategy for early childhood through the approach center and circle 
time is implemented simultaneously with habituation activities. In habituation activities, children 
can apply the knowledge about goodness (knowing the good) that they get in teaching and learning 
activities through the approach center and circle time. It can be said that habituation activities are 
carried out so that children can do good (act the good). So that children can do this, teachers 
cultivate in children a sense of love for goodness (loving the good) through providing Islamic 
stories and tales. 

Conditioning activities are carried out to support the implementation of habituation 
activities. This conditioning activity is related to the procurement and utilization of various 
supporting facilities in habituation activities. For example, the ablution area, prayer area, bathroom 
dining area, sink, shoe rack, bag rack, and others. 

The habituation activities carried out at Al Falah Cipayung Kindergarten, East Jakarta, DKI 
Jakarta, and Batutis Al Ilmi Kindergarten, Bekasi, West Java, are routine habituation activities. 
The implementation has been scheduled. The implementation of routine conditioning activities has 
been accompanied by the implementation of optimal conditioning activities and has been 
accompanied by the implementation of supervision activities and providing examples from 
teachers. 

The activity of playing on a platform when playing is used as a medium for internalizing 
character values. In play activities, there are also rules that children must obey when playing. These 
rules give children an idea of what is good behavior and what is bad behavior. Play activities can 
also prevent children from getting bored while participating in central learning activities. A child's 
world is a world of play, a child's hobby is playing, and children learn by playing. That is why the 
types of games at Al Falah Cipayung Kindergarten, East Jakarta, DKI Jakarta, and Batutis Al Ilmi 
Kindergarten, Bekasi, West Java, have an educational nuance. 

The completeness of facilities and infrastructure, the existence of an Islamic environment, 
and the availability of adequate funds have an influence on the successful implementation of early 
childhood character education strategies through the center and circle time approach to shaping 
the character of early childhood. An Islamic environment is formed through the implementation 
of rules and regulations for school residents. 

To realize the wishes of the parents and the needs of the students, the kindergarten principal 
utilizes various mass media in implementing early childhood character education strategies 
through approach centers and circle times by providing external motivation to teachers, in the form 
of giving rewards, salary increases, and family trips. ; carry out monitoring and supervision 
activities and follow up on the results; organize training and comparative studies; as well as 
collaborate with external parties such as the education department, community leaders, graduate 
users, and universities in implementing parenting activities. 

 
4. Evaluation of Center and Circle-Based Learning Strategies in Developing the Quality 

of Student Character Education 
 
Evaluation is needed by every human being and has the potential to have character by the 

nature of human creation at birth, but later in life, it requires a long process of developing (forming) 
character education strategies for early childhood through care and education from an early age. 
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Therefore, character education as an active effort to form good habits, needs to be instilled and 
continuously evaluated as a good trait in children from an early age. Thus, evaluation should 
always be applied in everyday life. Moreover, KBM (Teaching and Learning Activities) must be 
evaluated so that not only mathematical logic and language intelligence are developed in schools, 
but all intelligences must be considered and developed in classroom learning and must not ignore 
the potential of other intelligences. Because student success in the real world is not only determined 
by mathematical logic and language intelligence, but other intelligences are also very influential. 

 
5. Barriers to Center and Circle-Based Learning Strategies in Developing the Quality of 

Student Character Education 
 
Obstacles in implementing early childhood character education strategies through the 

approach center and circle time at Al Falah Cipayung Kindergarten, East Jakarta, DKI Jakarta, and 
Batutis Al Ilmi Kindergarten, Bekasi, West Java. Improving the noble character of early childhood 
can be achieved by being influenced by several supporting factors and inhibitors. 

Inhibiting factors that influence the implementation of the based learning model strategy 
center and circle time in developing the quality of early childhood character education at Al Falah 
Cipayung Kindergarten, East Jakarta, DKI Jakarta, and Batutis Al Ilmi Kindergarten, Bekasi, West 
Java, namely: (1). Students' changing moods; (2). Lack of ideal teaching human resources for 
character education strategies in early childhood education through center-based learning models 
and circles in developing multiple intelligences; (3). Tools and playing materials that are less 
supportive when the theme is difficult. 

Meanwhile, the advantages and disadvantages of the circle-center-based learning model are 
as follows: 

a. The advantages are that the based learning model is more accommodating to children's 
talents and interests, the themes in central learning are more realistic and enable children 
to understand the learning material easily, 

b. The weaknesses include requiring complete and varied educational game tools (APE) 
according to the themes, as well as requiring a large learning space based on the number 
of centers in PAUD institutions. 

 
6. Center and Circle Based Learning Strategy Solutions in Developing the Quality of 

Student Character Education 
 
In achieving perfection, it turns out that various kinds of obstacles cannot be separated. The 

biggest obstacle for the world of education in Indonesia to produce intelligent children and get the 
title of quality graduates is that there are still many phenomena among educators from early 
childhood schools to universities, they have an understanding of traditional thought patterns in 
carrying out the teaching and learning process, namely the curriculum. what applies in schools 
only emphasizes mathematical logic and language skills. The education system in Indonesia only 
prepares students to enter the tertiary level or only for those who have the talent and academic 
potential to achieve success. 
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D. CONCLUSION 
 
Based on the findings and discussion above regarding learning strategies based on teachers 

and children through a game center that surrounds the teacher so that students have a basis for this 
learning method, which includes the following: 

1. The student learning strategy carried out by the Al Falah Cipayung Kindergarten, East 
Jakarta, and the Batutis Al Ilmi Bekasi Kindergarten, West Java, has shifted from a 
conventional learning model to a based learning model center and circle time which has a 
positive impact on students and teachers as educators. All students were happy to accept the 
change. Children don't feel bored and are excited to go to school. Sometimes there are some 
students, even though they are not healthy, they still want to go to school, because they are 
worried about missing out on the special moments they get through the centers that they 
experience with their teachers and friends. In center activities, they play while learning and 
choose for themselves what games they like by exploring with full imagination. All activities 
run naturally, without pressure and coercion. 

2. Early childhood character education strategies are a process of internalizing character values 
in children through learning activities, habits, and games. Implementation of character 
education strategies in early childhood education through the approach center and circle time 
can be implemented optimally if the PAUD strategy supports the practice of providing 
PAUD services that focus on character building in early childhood. This can be done when 
the PAUD institution has a policy that serves as the legal basis and basis for implementing 
character education strategies in early childhood education through a based learning model 
(center and circle time). The policy must be formulated and determined jointly between the 
PAUD institution, the school committee, and official parties. 

3. New learning and knowledge, especially about how to direct, develop, and build multiple 
intelligences in an integrated manner is mixed with the 18 attitudes of Asmaul Husna, then 
these attitudes are channeled in every center as habituation and provision and a strong 
foundation to improve character education strategies early childhood so that their lives in the 
future will be better with the basic capital of multiple intelligences and ESQ intelligence that 
they have in developing quality early childhood character education strategies as a fortress 
to navigate the oceans of their future lives. 
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