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Abstract

This study aims to analyze the effect of integrating traditional games adapted with regional folk songs on
improving the social skills of elementary school students. It employed a quasi-experimental method with a
nonequivalent control group design involving 56 sixth-grade students from SDN 01 Pandean, Madiun City,
divided into an experimental group (n = 28) and a control group (n = 28). The intervention was carried out over
six weeks in a total of 12 sessions, with two meetings per week, through the application of traditional games
such as Cublak-Cublak Suweng and Jamuran combined with local folk songs. Data were collected using a Likert-
scale social skills questionnaire and a structured observation sheet, with observation reliability tested through
inter-rater reliability using Cohen's Kappa of 0.84. The equivalence of the groups' initial conditions was
confirmed through pretest score comparisons and a baseline homogeneity test. Data analysis included the
Kolmogorov-Smirnov normality test, Levene's homogeneity test, and the independent samples t-test. The results
showed a significant difference between the two groups (p < 0.05), with the experimental group's gain score of
20.22 being higher than the control group's 8.43. These findings indicate that integrating traditional games based
on regional folk songs is effective in improving the social skills of elementary school students, particularly in
the aspects of communication, empathy, and collaboration.

Keywords: Traditional Games, Regional Folk Songs, Social Skills, Quasi-Experiment, Inter-Rater
Reliability

1. INTRODUCTION

Basic education plays a highly important role in shaping children's character while also
developing their social skills from the early stages of life. During this period, learners begin
to broaden their interactions, not only within the family environment but also with peers and
the wider social environment. This process forms the foundation that determines the
development of a child's personality and their capacity to build interpersonal relationships in
later stages of life (Lathifah et al., 2025). Therefore, strengthening social skills becomes a
critical aspect that must be given attention in the implementation of basic education.

Social skills encompass a range of important abilities, such as communicating effectively,
working together productively, demonstrating empathy, and resolving conflicts through
constructive approaches. These competencies play a significant role, not only in supporting
academic success but also in helping individuals navigate daily social life more adaptively
(Kacar & Ayaz-Alkaya, 2022). However, findings in the field indicate that the level of social
skills among a number of students has not developed optimally. This condition reveals a fairly
clear gap between the expected educational outcomes and the reality that occurs in classroom
learning practice.

Corresponding Author: E-mail: 25041696009@mhs.unesa.ac.id
©2023 1JGSME

IJGSME | VOL. 4| No. 2| PAGE: 43-54 | 2026.



https://doi.org/10.26740/ijgsme.v4n2.p43-54
mailto:25041696009@mhs.unesa.ac.id

One factor contributing to this condition is the dominance of teacher-centered learning
methods, which limits the space for students to be actively involved and to build interactions
with their peers. In addition, the rapid development of digital technology has also transformed
children's patterns of social interaction, which previously took place mostly through face-to-
face communication but have now shifted toward the use of digital screens. This shift has
indirectly contributed to a decline in the quality of genuine social interaction in daily life
(Yilmaz & Griffiths, 2023). This phenomenon underscores the importance of innovation and
adjustment in learning strategies so that they remain effective, contextual, and capable of
encouraging active engagement and social interaction among students amid the dynamics of
the digital era.

As one alternative solution, various studies have examined the application of game-based
learning approaches as an effective strategy for developing students' social competencies. In
particular, traditional games offer patterns of interaction that naturally encourage students to
cooperate, communicate, and foster empathy through activities that are not only educational
but also rich in cultural content (Hartanto et al., 2021; Julianti et al., 2025). Furthermore, when
traditional games are combined with regional folk songs, their function is not limited to being
merely a learning medium but also becomes a means of passing down cultural values, social
norms, and local wisdom to the younger generation. This role becomes increasingly relevant
amid the strong currents of globalization that have the potential to erode local cultural identity
(Kogoya et al., 2023; Mayangsari et al., 2025).

Various international studies show strong support for the effectiveness of game-based learning
in developing both the social and cognitive competencies of learners. Duncan (2020), for
example, revealed that the application of immersive game-based learning has a significant
impact on improving collaboration, communication, creativity, and critical thinking skills. In
line with these findings, Yilmaz and Griffiths (2023) showed that traditional games have
advantages over video games in supporting the development of children's ability to solve
social problems. In addition, Kocak et al. (2025) demonstrated that structured play activities,
including the use of traditional games, contribute significantly to improving students' life
skills in the school environment. In the Indonesian context, the findings of Gunawan et al.
(2025) also show that systematically implemented traditional-game-based interventions can
effectively improve students' daily social life skills.

Although various studies have demonstrated the effectiveness of game-based learning,
empirical research specifically examining the integration of traditional games with regional
folk songs within the context of elementary education in Indonesia remains limited. To date,
no study has been found that thoroughly examines this combined approach within the
distinctive social and cultural setting of Madiun City. Based on this gap, the present study was
conducted to provide an empirical contribution by testing the effectiveness of a locally rooted
cultural learning intervention in improving the social skills of sixth-grade students at SDN 01
Pandean, Madiun City.

2. METHOD

2.1 Research Design

This study employed a quantitative approach with a nonequivalent control group quasi-
experimental design. This design was chosen due to limitations in randomizing research
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subjects, since class composition had already been predetermined. Nevertheless, this
design still allows for causal inference through a systematic comparison of conditions
before and after the treatment was administered.

2.2 Research Subjects

The research subjects were 56 sixth-grade students at SDN 01 Pandean, Madiun City,
divided into two intact classes: the experimental group (n = 28) and the control group (n =
28). Group assignment was based on existing classes without randomization. Baseline
equivalence was confirmed through the similarity of pretest scores (Experimental: M =
62.14; Control: M = 61.75) and verification of variance homogeneity (Levene's Test, p =
0.276 > 0.05). Both groups came from the same grade level and therefore had relatively
equivalent developmental and academic backgrounds.

2.3 Intervention: Duration, Frequency, and Sample Activities

The intervention was implemented over six weeks with a frequency of two meetings per
week, resulting in a total of 12 learning sessions. Each session lasted approximately 60-70
minutes. In the experimental group, the learning process was designed around traditional
game activities combined with regional folk songs as an integral part of the learning
activities. In contrast, the control group followed conventional instruction without
incorporating either traditional games or folk songs. The activities applied during the
intervention included the following:

+ Cublak-Cublak Suweng: In this activity, students sit in a circle while one participant
hides a small object as the whole group sings a traditional Javanese folk song. This
activity encourages students to listen attentively, learn to take turns, and understand
nonverbal communication, thereby contributing to the development of collaboration and
empathy among participants.

+ Jamuran: The game is played in a circle formation accompanied by a traditional folk
song, after which a designated student gives movement instructions to the other group
members. Through this activity, students are trained to develop leadership qualities,
increase responsiveness to group dynamics, and strengthen verbal communication skills.

* Rope Jumping Accompanied by Gundul-Gundul Pacul: The rope-jumping game is
carried out by matching the rhythm of movement to the lyrics of the traditional song
Gundul-Gundul Pacul. This activity emphasizes the importance of rhythmic
cooperation, coordination among players, and the ability to make collective decisions in
a cooperative atmosphere.

 Reflective Discussion (10 minutes per session): After each game, students take part in a
guided reflection session to discuss the various social values that emerged during the
activity, such as honesty, mutual helpfulness, and patience. This reflection process
serves to reinforce social learning through structured and participatory dialogue.

2.4 Data Collection and Instruments

Data in this study were collected using two types of instruments. The first was a social
skills questionnaire developed based on a four-point Likert scale, covering four main
dimensions: communication, cooperation, empathy, and social interaction. The second
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was a structured observation sheet used to record participants' activities during each
learning session. Before being applied in the study, both instruments underwent a
validation process by two educational psychology experts. In addition, reliability testing
was conducted and showed a Cronbach's Alpha value above 0.80, indicating that the
instruments were appropriate and had a high level of consistency for use in data
collection.

2.5 Inter-Rater Reliability

To maintain objectivity in the observation process, the assessment of student behavior
during each session was conducted independently by two trained observers using the
same observation sheet. Before the study, both observers took part in a calibration session
aimed at aligning their perception and understanding of the behavioral indicators for each
dimension of social skills. The level of agreement between raters was then analyzed using
Cohen's Kappa, yielding a value of x = 0.84, indicating strong reliability. Any
discrepancies in assessment results that arose during the observation process were
resolved through joint discussion until consensus was reached between the two observers.

2.6 Baseline Control

Although this study did not employ full randomization, several control measures were
applied to minimize differences in initial conditions between groups. First, an
examination of pretest score equivalence showed that the experimental and control groups
did not differ significantly, with mean scores of 62.14 and 61.75, respectively. Second,
the results of the variance homogeneity test indicated that the data met the homogeneity
assumption, as shown by Levene's test with a significance value of p = 0.276. Third,
learning activities in both groups were delivered by the same teacher to reduce the
likelihood of differences arising from teaching style. Fourth, continuous monitoring was
conducted throughout the intervention to ensure that instruction was implemented
consistently in each group.

2.7 Data Analysis

Data analysis in this study was carried out through several systematic stages. The first
stage was the Kolmogorov-Smirnov normality test, used to confirm that the data
distribution assumption was met. The next stage was Levene's homogeneity test, a
prerequisite for applying parametric analysis. Once both assumptions were satisfied, the
analysis proceeded with an independent samples t-test to determine the difference in
posttest scores between the experimental and control groups. All statistical tests in this
study used a significance level of o = 0.05.

3. RESULTS AND DISCUSSION

This section presents the quantitative findings from the pretest and posttest data, covering
descriptive statistics, assumption testing, and hypothesis testing results.

3.1.1 Descriptive Statistics
Table 1. Descriptive Statistics
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Group N Pre-test Post-test Gain
Experimental 28 62.14 82.36 20.22
Control 28 61.75 70.18 8.43

Source: Ema Semedyah Putri, 2025

The descriptive statistics in Table 1 show that both groups had comparable pretest scores
(Experimental: 62.14; Control: 61.75), confirming the equivalence of their initial
conditions. After the six-week intervention, the experimental group achieved a posttest
mean of 82.36, compared to 70.18 in the control group. The experimental group's gain
score (20.22) was more than double that of the control group (8.43), indicating a
substantial improvement resulting from the traditional games intervention.

Figure 1. Comparison of Mean Pretest and Posttest Scores of Students' Social Skills
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Figure 1. Comparison of Mean Pretest and Posttest Scores of Students' Social Skills

3.1.2 Normality Test

Table 2. Kolmogorov-Smirnov Normality Test Results

Group Sig. (Kolmogorov-Smirnov) Description
Experimental 0.200 Normal
Control 0.187 Normal

Source: Ema Semedyah Putri, 2025

The test results in Table 2 show that both groups obtained significance values above 0.05,
namely p = 0.200 for the experimental group and p = 0.187 for the control group. These
findings indicate that the data in each group met the assumption of normal distribution.
Therefore, parametric statistical analysis was deemed appropriate for this study.

3.1.3 Homogeneity Test

Table 3. Levene's Homogeneity Test Results
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Social Skills 0.276 Homogeneous

Variable Sig. (Levene Test) Description

Source: Ema Semedyah Putri, 2025

Levene's test in Table 3 produced a value of p = 0.276 (p > 0.05), confirming the
homogeneity of variance between groups. The prerequisite assumption for the
independent samples t-test was thus satisfied.

3.1.4 Hypothesis Testing (Independent Samples t-Test)
Table 4. Pretest and Posttest Results of Students' Social Skills

Group Mean Sig. (2-tailed) Description
Experimental 82.36 0.000 Significant
Control 70.18 0.000 —

Source: Ema Semedyah Putri, 2025

The results of the independent samples t-test in Table 4 show a significance value of 0.000
(p < 0.05), indicating a statistically significant difference between the experimental and
control groups on posttest social skills scores. Based on these results, the null hypothesis
is rejected. It can therefore be concluded that the integration of traditional games based
on regional folk songs has a significant positive effect on improving students' social skills.

3.2 Discussion

The results of this study confirm that integrating traditional games based on regional folk
songs can make a significant empirical contribution to improving the social skills of sixth-
grade elementary school students. This finding is quantitatively reflected in the comparison
of gain scores between the two research groups, where the experimental group obtained a
gain score of 20.22, while the control group achieved only 8.43. The difference between
the two groups was proven to be statistically meaningful, with a significance value of p <
0.001, providing strong grounds that the treatment given was not merely coincidental. This
result is consistent with the findings of Johannes et al. (2024), who demonstrated that
traditional game therapy significantly improves elementary school students' cooperation,
communication, and conflict management abilities through an experimental design with a
control group. In a similar vein, Nugraha et al. (2018) also reported a significant effect of
traditional-game-based learning on students' social skills, with an N-Gain value of 0.40,
while also showing a clear advantage over conventional expository teaching methods.

These consistent findings enrich the existing body of scientific literature, particularly in the
fields of game-based learning and culturally responsive pedagogy. Alotaibi (2024), in a
comprehensive meta-analysis, confirmed that game-based learning has an effect on
children's social, emotional, and cognitive outcomes, with cooperative games proven to
specifically enhance social skills such as cooperation, communication, and empathy. From
the perspective of culturally responsive pedagogy, Shih's (2022) study demonstrated that
integrating local culture into learning, including through traditional games, can foster
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cultural identity and social values while encouraging meaningful and contextual social
interaction. Accordingly, this study offers a meaningful theoretical contribution by
affirming that the local wisdom embedded in traditional games is not merely cultural
heritage to be preserved, but can also function as an effective and contextual learning
medium for shaping the social skills of elementary school-aged children. This finding is
also consistent with Rogoff (2003), who emphasized that children learn social norms and
values through direct engagement in play activities with their peers.

3.2.1 Development of Communication SkKills

Students' involvement in traditional games based on regional folk songs inherently requires
active verbal coordination, careful listening, and a willingness to take turns in a structured
manner. In the game Cublak-Cublak Suweng, for example, students alternately give and
receive instructions through spoken language combined with singing, creating authentic
communication in every learning session. This mechanism aligns with Vygotsky's (1978)
concept of the Zone of Proximal Development (ZPD), which asserts that learning is a social
process that occurs through interaction, collaboration, and the use of cultural tools,
including language and play activities, allowing children to naturally internalize the norms,
rules, and social values of their community. Duncan's (2020) findings show that immersive,
collaborative game environments develop communication competence more effectively
than conventional instruction, since the social demands of games require real-time verbal
negotiation and feedback. This finding is further reinforced by Fernandez-Gavira et al.
(2021), who stated that traditional games can improve students' social and personal skills,
including cooperation, social interaction, communication, and emotional well-being,
through direct engagement with peers, teachers, and the surrounding social environment.
Syaukani et al. (2026) found that cooperative learning through traditional games
significantly develops socio-emotional abilities, including interpersonal communication.
Similarly, Xu (2010), in a study on the stages of social play, asserted that cooperative play
represents the most complex form of social interaction because it simultaneously requires
communication, cooperation, and social role-taking. Durlak et al.'s (2011) meta-analysis of
213 Social and Emotional Learning (SEL) programs also confirmed that the highest
effectiveness in developing social-emotional skills is achieved through programs that are
active, structured, and based on direct interactive experience.

3.2.2 Development of Empathy

Traditional games not only provide play activities but also serve as a means of instilling
values through role exchange, perspective-taking, and shared emotional experiences.
These three aspects are scientifically recognized as avenues for empathy development
(Lathifah et al., 2025). In the game Jamuran, for instance, the student giving movement
instructions gains a perspective-taking experience by observing peers' responses and
adjusting the instructions accordingly. This process helps students understand others'
ways of thinking and feeling more deeply. In addition, the reflection activity after each
game further strengthens students' ability to recognize, understand, and express others'
emotions as part of affective empathy. Mayangsari et al.'s (2025) study, published in the
International Journal of Games, Sport, and Multidisciplinary Education (IJGSME),
showed that the traditional game of congklak can foster solidarity and empathy through
collaboration and direct interaction between players. This finding is reinforced by Fleer
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et al. (2017), who asserted that play activities constitute a socio-cultural process that
enables children to internalize norms, social values, and emotional experiences through
interaction with their surrounding environment.

From Vygotsky's (1978) sociocultural perspective, social interaction within play provides
an important space for children to learn to understand social rules, take on roles, and
develop the ability to cooperate and empathize through collaborative processes with
peers. In addition, Topping et al. (2000) explained that social competence, including
empathy and the ability to understand social situations, develops through repeated
interactive experiences within meaningful social environments. Thus, traditional games
are not merely a form of entertainment but also an effective culturally based pedagogical
medium for shaping empathy, social solidarity, and relational skills in students in a
contextual and sustainable manner.

3.2.3 Development of Collaboration

The structure of group-based traditional games inherently requires cooperation among
players. Success in the game is determined not by individual ability alone, but by group
coordination, alignment of playing rhythm, and mutual support among group members.
This condition makes traditional games a natural social learning space for students to
develop collaborative skills. Hartanto et al. (2021) found that a physical education
intervention based on traditional games can measurably improve students’ collaborative
social skills, because the game activities are designed as interdependent tasks. As a
result, each group member holds an important role in achieving shared goals, allowing
students to learn to build communication, responsibility, and group solidarity. This
finding is reinforced by Yilmaz and Griffiths (2023), who stated that traditional games
are more effective than video games in developing children's social problem-solving
abilities and cooperative skills. This is because traditional games involve direct
interaction, face-to-face negotiation, role distribution, and nonverbal responses that are
not optimally present in digital games. Through this process, children learn to
understand others' perspectives, adjust their behavior to group dynamics, and manage
social conflict in real situations. In line with this, Gunawan et al. (2025), who studied
the effectiveness of structured traditional games in Indonesia, found a significant
improvement in students' social life skills, particularly in cooperation and the ability to
build positive social relationships.

3.2.4 Cultural Relevance as Pedagogical Reinforcement

The integration of regional folk songs, as songs with distinctive local cultural character,
adds a dimension of authenticity to the learning process. Regional folk songs do not
merely present musical elements but also carry moral messages, social values, and
cultural identity that are close to students' lived experience. This cultural closeness allows
students to feel more emotionally connected to the learning activities being carried out.
In this context, the incorporation of local cultural elements creates a meaningful and
contextual learning environment, as explained by Lathifah et al. (2025), who noted that
social learning becomes more effective when instilled through cultural scripts that are
familiar to learners. Through learning experiences close to daily life, students more easily
internalize social values while building a sense of ownership of their local culture.
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The effectiveness of this culturally based approach also supports the view of culturally
responsive pedagogy, which emphasizes the importance of linking learning to learners'
cultural backgrounds so that learning outcomes become more profound, both cognitively
and socially (Kogoya et al., 2023). When students learn through cultural media they are
already familiar with, their engagement, motivation, and social participation tend to
increase because the learning feels more relevant and meaningful. From Rogoff's (2003)
perspective, a learning process that involves local cultural practices allows children to
acquire social knowledge and skills through active participation in authentic community
activities. This shows that culture is not merely a backdrop for learning but a primary
medium in the process of internalizing social values. This finding aligns with Shih's
(2022) view that integrating local culture into learning can strengthen cultural identity,
enhance social interaction, and build a sense of togetherness among students through
contextual learning experiences. Thus, the combination of traditional games and regional
folk songs can be understood as a form of culture-based learning that not only preserves
local wisdom but also effectively instills social values, strengthens cultural identity, and
holistically develops students' social skills.

3.2.5 Comparison with International Literature

The improvement found in this study is consistent with the findings of Kacar and Ayaz-
Alkaya (2022), who showed that traditional games can reduce internet addiction while
improving social skills and lowering stress levels in school-age children. This finding
indicates that traditional games do not only function as recreational activities but also as
a means of supporting children's social and emotional health amid the dominance of
digital technology use. The direct interaction that occurs in traditional games allows
children to build communication, cooperation, and healthier social relationships
compared to virtual interaction, which tends to be limited.

The results of this study are further reinforced by Kocak et al. (2025), who found that
structured leisure-time activities, including group games, can significantly improve
students' life skills. These life skills include the ability to communicate, cooperate,
manage emotions, make decisions, and build positive social relationships. In this context,
traditional games serve as an experience-based learning medium that provides students
with the opportunity to directly practice social skills through genuine interaction and
collaborative activities. This finding supports Durlak et al.'s (2011) view that social-
emotional learning that is active, participatory, and experience-based has a strong
influence on the development of students' social competence.

The consistency of findings across various cross-cultural and geographical studies
indicates that traditional games have relatively universal effectiveness in supporting
children's social development. Madondo and Tsikira (2022) asserted that traditional
games across various cultures function as a medium for transmitting social values and
developing children’s interpersonal skills. This perspective is further reinforced by Rogoff
(2003), who stated that children's social development occurs through active participation
in living cultural practices within their communities. Thus, traditional games can be
understood as a culture-based educational intervention with global relevance, as they are
able to present authentic, contextual, and meaningful social experiences for the
development of students' social skills.
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3.2.6 Methodological Considerations

Although this study used a quasi-experimental design rather than a fully randomized
design, several procedures were implemented to strengthen internal validity: (1) baseline
equivalence was confirmed through comparable pretest scores and Levene's homogeneity
test, (2) both groups were taught by the same teacher, minimizing teacher effects as a
confounding variable, and (3) inter-rater reliability (x = 0.84) ensured consistency in
behavioral observation. Together, these controls increase confidence that the posttest
improvement can be attributed to the intervention rather than to pre-existing differences
between groups.

3.2.7 Research Limitations

This study has several limitations that should be considered when interpreting its results.
First, the sample size, which involved only 56 students from a single school in Madiun
City, limits the generalizability of the findings to other school contexts, regions, or
cultural characteristics. Second, although the six-week intervention duration showed a
significant effect, it may not have been sufficient to observe long-term impacts in greater
depth. Third, the use of the distinctive Javanese folk songs of Madiun City makes the
research results highly contextual, so their transferability to other regions with different
cultural traditions requires further study. Fourth, although controls for baseline group
equivalence were applied, the use of a quasi-experimental design without full
randomization may still allow for selection bias. Future research is therefore
recommended to employ a randomized experimental design with a larger and more
diverse sample, as well as to include follow-up studies to measure the long-term
sustainability of improvements in students' social skills.

4. CONCLUSION

This study produced empirical evidence showing that the integration of traditional games
combined with regional folk songs has a significant effect on improving the social skills of
sixth-grade elementary school students. The analysis results show that the experimental
group experienced a statistically significant improvement, along with a practically
meaningful impact on the aspects of communication, empathy, collaboration, and social
interaction compared to the control group (p <0.001; Gain = 20.22 vs. 8.43). These findings
further enrich the international literature on game-based learning and culturally based
pedagogy by affirming that play-based approaches rooted in local culture can be an
effective strategy for developing essential social competencies within formal education
settings.

For education practitioners, these findings confirm that traditional games combined with
regional folk songs can be adopted as a relevant learning strategy that is feasible to
implement and culturally appropriate, particularly at the elementary school level in
Indonesia. This approach not only contributes to strengthening students' social skills but
also plays a role in preserving local culture. Therefore, teachers are encouraged to
implement structured play activities accompanied by reflection processes and clearly
formulated social learning objectives. For future research development, studies are needed
to examine the long-term impact of similar interventions, test their potential application
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across various cultural contexts, and identify the specific elements within the games that
are most effective in promoting the development of students’ social skills
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