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ABSTRACT 

This study investigates the influence of traditional sports games on 
students’ learning motivation in physical education. Traditional sports 
games, such as Gobak Sodor and Jump Rope (Lompat Tali), were implemented 
as interventions to enrich the learning process. The research employed an 
experimental method with a one-group pretest–posttest design. The 
participants were 25 Grade V students of SDN 1 Dukuh, selected through 
purposive sampling. The intervention was conducted over a period of six 
weeks, and data on learning motivation were collected using a standardized 
motivation questionnaire. Hypothesis testing was performed using a 
paired-sample t-test. 
The results showed a significant difference in students’ motivation levels 
before and after the intervention, with a t-count value greater than the t-
table (-3.441 > 2.262). These findings suggest that the integration of 
traditional sports games can enhance students’ motivation to learn physical 
education. However, given the study design, the conclusion should be 
interpreted as evidence of an association rather than definitive causal proof. 

 

1. INTRODUCTION 
Education plays a crucial role in social life as a structured and logical effort to nurture 

individuals into maturity, enabling them to make wise decisions and contribute to society 
(Mashud, 2017). In this context, Physical Education, Sports, and Health (PJOK) in elementary 
schools serves as a subject that develops students’ physical, psychomotor, cognitive, and 
affective aspects. Through PJOK learning, students are guided not only to improve physical 
fitness but also to cultivate social attitudes, discipline, cooperation, and sportsmanship, 
which align with national education goals (Anda, 2021). PJOK strives to achieve these goals 
through physical activity that positively impacts health, growth, and development 
(Nurhasanah & Sobandi, 2016). 

From the perspective of physical education objectives, PJOK is expected to enhance 
fundamental movement skills. Teachers are tasked with improving these skills in every sport 
as outlined in the Learning Program Plan (RPP) (Taufik, 2019). However, in practice, students 
often show reluctance to learn motor skills and prefer sports involving games or 
competitions. Many teachers accommodate these preferences, which risks students failing to 
master basic movements. Moreover, repetitive lessons often lead to boredom, while students 
show greater interest in game-based learning (Nugraha & Manggalastawa, 2021). 

The rapid development of modern sports games has made them popular and 
widespread, while traditional games are increasingly marginalized and unfamiliar to 
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students. Yet, traditional games hold significant educational value. They foster cooperation, 
tolerance, enjoyment, self-confidence, and motivation to learn. Traditional games, such as 
Gobak Sodor and Jump Rope (Lompat Tali), are rooted in local culture with rules and concepts 
passed down from ancient times. According to Al Asror (n.d.), traditional games are not 
merely recreational activities but also tools to maintain relationships and social comfort, 
carrying values essential for children’s everyday development. 

Based on these considerations, it is important to examine the influence of traditional 
sports games on learning motivation in elementary school PJOK. This research is expected to 
contribute to the development of innovative, enjoyable, and culturally grounded PJOK 
learning models, thereby improving the quality of physical education in elementary schools. 
 
2. METHODS 
2.1 Research Design  

This study employed a quantitative experimental approach using a One-Group 
Pretest–Posttest design (Pra-experimental design). The design allowed the researcher to 
measure the effect of traditional sports games on students’ learning motivation by comparing 
scores before and after the intervention (Zhang et al., 2019). 
Equation and formula 
This Design can be described as follows: 

Information: 
 𝑂1 = Pretest scores (before treatment) 
 𝑋    = Treatment (traditional sports games intervention) 
𝑂2  = Posttest scores (after treatment) 
 
2.2 Participants/ Sample 

The population of this study consisted of Grade V students at SDN 1 Dukuh. The sample 
was determined using a total sampling technique, involving 25 students. All participants 
were included to ensure representativeness of the population. 
Ethical procedures were followed: 

1. Research permission was obtained from the school administration. 
2. Parental consent and participant assent were secured prior to data collection. 

 
2.3 Data Collection 

Data were collected using a learning motivation questionnaire designed to measure 
students’ motivation levels in physical education. 
1. Instrument: Structured questionnaire with closed-ended items. 
2. Procedure: 

1) Pretest (O1): Administered before the treatment. 
2) Treatment (X): Implementation of Gobak Sodor and Jump Rope (Lompat Tali) as 

traditional sports games. 
a) Selection of games: Chosen based on cultural relevance, accessibility, and 

suitability for elementary school students. 
b) Integration into curriculum: Conducted within PE lessons over a period of six 

weeks, aligned with the Learning Program Plan (RPP). 
c) Implementation: Each session included structured rules, teacher facilitation, 

and reflection activities to connect the games with motivational aspects of 
learning. 

3) Posttest (O2): Administered after the treatment to measure changes in motivation. 
 

O1 X O2 
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2.4 Data Analysis 
The collected data were analyzed using quantitative statistical methods. 
1. Hypothesis Testing: A paired two-sample t-test for means was applied to compare 

pretest and posttest scores. 
2. Software: Statistical analysis was conducted using standard statistical software (e.g., 

SPSS or equivalent). 
3. Purpose: To determine whether traditional games significantly increased student 

motivation in learning physical education. 
 

3. RESULTS AND DISCUSSION 
3.1 Results 

 
Table 1. Data Description (Paired Samples Statistics) 

 Mean N Standard Standard Error Mean 

Pre Test 24.04 25 2.557 0.511 

Post Test 27.48 25 3.454 0.691 

 
The descriptive statistics show that the average motivation score increased from 24.04 

before the intervention to 27.48 after the intervention. The higher standard deviation in the 
posttest (3.454) indicates greater variability in student responses after participating in 
traditional games. 

The mean difference between pretest and posttest scores was 3.44 points, suggesting a 
notable improvement in student motivation following the intervention 

 
Table 2. Paired Sample Correlation 

 N Correlation Significant 

Pre Test & Post 
Test 

25 -394 0.051 

 
The correlation between pretest and posttest scores was -0.394 with a significance value 

of 0.051. This indicates a moderate negative relationship, meaning that students with lower 
pretest scores tended to show greater improvement after the intervention. 

 
Table 3. Paired Samples Test 

Mean 
Difference 

T-value Df P-value 
95% Cl (Lower-

Upper) 
Cohen’s d 

-3.44 -3.441 24 0.002 (-5.36, -1.52) 0.69 

 
The paired-samples t-test revealed a statistically significant difference between pretest 

and posttest scores (t = -3.441, p < 0.05). The confidence interval [-5.36, -1.52] confirms that 
the improvement was consistent across the sample. The effect size (Cohen’s d = 0.69) 
indicates a medium practical impact, meaning the intervention had a meaningful influence 
on student motivation. 
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Figure 1. Difference Between Pretest and Posttest Scores 

 

The results confirm that the implementation of traditional sports games in PE lessons 
significantly improved student motivation. The statistical evidence (p = 0.002, Cohen’s d = 
0.69) shows that the intervention was both effective and practically meaningful. 
Importantly, the variability in posttest scores suggests that different students may have 
experienced different motivational benefits depending on the type of game played, which 
opens opportunities for further research into game-specific effects. 

 
3.2 Discussion 

The results of this study indicate that the implementation of traditional sports games 
in Physical Education (PE) lessons significantly increased student motivation. This 
improvement was evidenced by higher mean scores in the posttest compared to the pretest, 
with statistical analysis confirming a meaningful difference (t = -3.441, p = 0.002, Cohen’s d 
= 0.69). The upward trend demonstrates that traditional games such as Gobak Sodor and Jump 
Rope (Lompat Tali) contributed to higher levels of student motivation, making the learning 
environment more contextual and engaging. 

The motivational effect of traditional games can be explained through Self-
Determination Theory (Deci & Ryan, 2000; Ryan & Deci, 2017). These games satisfy 
students’ psychological needs for competence, relatedness, and autonomy. Competence is 
fostered through clear rules and achievable challenges, relatedness emerges from teamwork 
and peer interaction, and autonomy is experienced when students make decisions during 
gameplay. Together, these elements strengthen intrinsic motivation and provide a 
theoretical mechanism for the observed improvement. 

This finding is consistent with previous studies. For example, Ardini et al. (2025) 
emphasized that traditional games enhance intrinsic motivation, while Khoirunnisya (2025) 
reported that they reduce boredom and increase active participation. Nababan (2024) 
further highlighted their role in strengthening psychomotor aspects. International literature 
also supports these results, with Chen & Sun (2016) and Standage et al. (2019) showing that 
game-based learning fosters engagement and motivation in PE. However, unlike prior 
studies that often treat games as a single intervention, this research underscores the 
importance of game selection and cultural relevance, suggesting that different games may 
produce distinct motivational experiences. 

Although the study focused on motivation, traditional games may also contribute to 
social connectedness and character development. Group interactions in Gobak Sodor may 
foster cooperation and sportsmanship, while persistence in Jump Rope may encourage 
resilience. Since these aspects were not directly measured, they should be considered 
possible implications rather than confirmed findings. 
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The study has limitations. The scope was restricted to one elementary school, limiting 
generalizability. Moreover, the focus was primarily on motivational outcomes without 
examining cognitive learning or motor skill development. Future research should expand 
the variables studied, include control groups, and investigate the specific effects of different 
traditional games on broader educational outcomes. 

Overall, this study confirms that integrating traditional sports games into PE lessons 
is not only enjoyable but also theoretically grounded in motivational psychology. By 
meeting students’ psychological needs, these culturally relevant games can serve as an 
innovative strategy to enhance motivation, enrich learning experiences, and potentially 
contribute to broader developmental benefits. 
 
4. CONCLUSION 

This study concludes that the implementation of traditional sports games in Physical 
Education (PE) lessons significantly increased students’ learning motivation. The 
improvement was demonstrated by higher posttest scores compared to pretest scores, with 
statistical analysis confirming a meaningful difference (t = -3.441, p = 0.002, Cohen’s d = 
0.69). These findings provide empirical evidence that traditional games can serve as an 
effective and innovative strategy to address low motivation in elementary school PE 
learning. 

The conclusion is limited to the observed motivational outcomes within the specific 
context of one elementary school and a one-group pretest–posttest design. Broader claims 
regarding character development or cultural preservation, while potentially valuable, were 
not directly measured in this study and should be considered possible implications for 
future research rather than established findings. 
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