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Abstract: This paper aims at describing the effectiveness of traditional game in improving student’s 

FRJQLWLYH�SURFHVV�WKURXJK�FRPPXQLFDWLRQ�DFWLYLW\��7KH�VWXG\�ZDV�D�TXDVL�H[SHULPHQW��7KH�SRSXODWLRQ�

FRQVLVWHG�RI����� IRXUWK�JUDGH� VWXGHQWV� LQ�*URXS� ,,,� LQ� -HPEUDQD�GLVWULFW��7KH� VDPSOH�FRQVLVWH�RI����

of control class and experiment class. The data were collected from the cognitive process learning 

achievement which were collected with an essay test which consisted of 17 items. The hypothesis 

ZDV�WHVWHG�E\�W�WHVW�LQIHUHQWLDO�VWDWLVWLFV��7KH�UHVXOW�VKRZHG�WKDW�WKHUH�LV�D�VLJQL¿FDQW�GLIIHUHQFH�LQ�WKH�

VWXGHQW¶V�FRJQLWLYH�SURFHVV�EHWZHHQ�WKRVH�ZKR�ZHUH�WDXJKW�ZLWK�WUDGLWLRQDO�JDPH�EDVHG�FRPPXQLFDWLRQ�

learning activity and those with the conventional teaching (t
obs.
 �����!�W

c.v
 �������7KLV�PHDQV�WKDW�WKHUH�LV�

D�SRVLWLYH�HIIHFW�IURP�WUDGLWLRQDO�JDPH�EDVHG�FRPPXQLFDWLRQ�OHDUQLQJ�DFWLYLW\�RQ�WKH�VWXGHQW¶V�FRJQLWLYH�

process learning achievement.
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EFEKTIVITAS AKTIVITAS PEMBELAJARAN MENGOMUNIKASIKAN BERBASIS 

PERMAINAN TRADISIONAL TERHADAP HASIL BELAJAR DIMENSI 

PROSES KOGNITIF

Abstrak: Penelitian ini bertujuan menggambarkan keefektifan permainan tradisional dalam 

meningkatkan proses kognitif siswa melalui aktivitas mengomunikasikan. Jenis penelitian ini adalah 

HNVSHULPHQ�VHPX��3RSXODVL�SHQHOLWLDQ�LQL�DGDODK�����VLVZD�NHODV�,9�GL�*XJXV�,,,�.HFDPDWDQ�-HPEUDQD��

6DPSHO�SHQHOLWLDQ�LQL�\DLWX����VLVZD�NHORPSRN�NRQWURO�GDQ����VLVZD�NHORPSRN�HNVSHULPHQ��'DWD�\DQJ�

dikumpulkan adalah data hasil belajar proses kognitif siswa menggunakan tes essay yang berjumlah 

17 butir. Hipotesis diuji dengan statistik inferensial uji t. Hasil penelitian menunjukkan bahwa 

WHUGDSDW�SHUEHGDDQ�\DQJ�VLJQL¿NDQ�KDVLO�EHODMDU�SURVHV�NRJQLWLI�VLVZD�DQWDUD�NHORPSRN�VLVZD�GHQJDQ�

aktivitas pembelajaran mengomunikasikan berbasis permainan tradisional dan siswa yang dibelajarkan 

pembelajaran konvensional (t
hitung

 �����!�W
tabel

 �������+DO�LQL�EHUDUWL�WHUGDSDW�EHUSHQJDUXK�SRVLWLI�DNWLYLWDV�

pembelajaran mengomunikasikan berbasis permainan tradisionalterhadap hasil belajar proses kognitif 

siswa.

Kata Kunci: aktivitas pembelajaran mengomunikasikan, permainan tradisional

INTRODUCTION 

There are still many teachers who express 

the students’ learning achivement using the 

old version of Bloom’s taxonomy. Actually, 

the categorization has been revised, but many 

have not understood which domain has been 

revised. Anderson and Kratwohl in the Revised 

%ORRP¶V� 7D[RQRP\� ������� VWDWH� WKDW� WKHUH� DUH�

two dimensions of learning achievement, i.e., 

knowledge and cognitive process dimensions. 

The cognitive process dimension is divided into 

VL[� FDWHJRULHV�� ���� 5HPHPEHULQJ�� UHWULHYLQJ�

NQRZOHGJH� IURP� WKH� ORQJ� WHUP� PHPRU\�� ����

8QGHUVWDQGLQJ���FRQVWUXFWLQJ�PHDQLQJ�IURP�WKH�

teaching material, including what is uttered, and 

GUDZQ� E\� WKH� WHDFKHU�� ����$SSO\LQJ� RU� XVLQJ� D�

SURFHGXUH�LQ�D�FHUWDLQ�FRQGLWLRQ��������$QDO\]LQJ�

�� EUHDNLQJ� PDWHULDO� LQWR� LWV� FRPSRQHQWV� DQG�

determining relations among the components 

and the relation between the components and 

WKH� HQWLUH� VWUXFWXUH� RU� WKH� JRDO�� ���� (YDOXDWLQJ�

��PDNLQJ� D� GHFLVLRQ� EDVHG� RQ� D� FULWHULRQ� DQG� ��

RU� VWDQGDUG�� ���� &UHDWLQJ�� LQWHJUDWLQJ� WKH� SDUWV�

to make a new and coherent entity or to make a 

new, coherent and original product. 
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7KH�(IIHFWLYHQHVV�RI�7UDGLWLRQDO�*DPH�%DVHG�&RPPXQLFDWLRQ�/HDUQLQJ�$FWLYLW\����

The government actually has started an 

evaluation process by using the revised Bloom’s 

taxonomy through the implementation of the 

�����&XUULFXOXP��7KH�WHDFKLQJ�DFFRUGLQJ�WR�WKH�

����� &XUULFXOXP� XVHV� WKH� VFLHQWL¿F� DSSURDFK�

ZLWK�DFWLYLWLHV�FRQWDLQHG�LQ�LW��.XUQLDVLK��������

H[SODLQV�WKDW�WKH������&XUULFXOXP�LV�D�VHULHV�RI�

improvements made to the curriculum that was 

VWDUWHG�LQ������ZKLFK�ZDV�EDVHG�RQ�FRPSHWHQFH�

ZKLFK�ZDV�WKHQ�FRQWLQXHG�WR�WKH������&XUULFXOXP�

�6FKRRO�%DVHG� &XUULFXOXP��� 7KH� SDWWHUQ� XVHG�

LQ� WKH� ����� &XUULFXOXP� LV� WKH� WHDFKLQJ� ZLWK�

WKH� VFLHQWL¿F� DSSURDFK�� 7KH� WHDFKLQJ� ZLWK� WKH�

VFLHQWL¿F� DSSURDFK� UHTXLUHV� WKH� VWXGHQWV� WR� EH�

active in every teaching activity. Wijayanti 

���������� H[SODLQV� WKDW� WKH� WHDFKLQJ� ZLWK� WKH�

VFLHQWL¿F�DSSURDFK�LV�D�SURFHVV�RI�WHDFKLQJ�WKDW�

is designed in such a way in order the students 

actively construct concepts, laws or principles 

through the stages of observing (to identify or 

GHWHUPLQH� D� SUREOHP��� IRUPXODWLQJ� D� SUREOHP��

proposing or formulating a hypothesis, collecting 

data with various techniques, analyzing the data, 

drawing a conclusion and communicating a 

concept, law, principle discovered. In line with 

WKLV�� 6XWDUWR�� -DHGXQ� 	� 1XU\DGLQ� ����������

H[SODLQ�WKDW�LQ�WKH������&XUULFXOXP�WKH�WHDFKLQJ�

SURFHVV�ZLWK� WKH�VFLHQWL¿F�DSSURDFK� LV�PDGH� WR�

KDYH� ¿YH� VWDJHV�� REVHUYLQJ�� DVNLQJ� TXHVWLRQV��

collecting information, associating, and 

communicating.

7KH� WHDFKLQJ� LQ� WKH� VFLHQWL¿F� DSSURDFK�

pays a special attention to the student’s cognitive 

process. Cognition is an important aspect in the 

student’s development that is related directly 

to the teaching process, and is very crucial in 

determining the student’s success in school. In 

the child of the elementary school ages the mental 

activity is focused on the real objects or various 

events that he/she has ever experienced. This 

means that the elementary school child has got 

a thinking ability of cause and effect sequence. 

In understanding the nature that surrounding 

them, the children no longer rely on information 

FRPLQJ� IURP� WKH� ¿YH� VHQVHV�� VLQFH� WKH\� KDYH�

started to have an ability to differentiate what is 

seen from the reality. 

A lesson at school has to be based on the 

competencies that the teacher want to achieve, 

the teaching activities have to be oriented toward 

the developing of children who are polite, 

responsible, honest, and having the characteristics 

of other noble characters. To avoid boring school 

learning activities, the teacher needs to be 

creative and inovative in order the students are 

interested in following the teaching process. One 

of the ways is by using an appropriate teaching 

The teaching process has to provide meaningful 

learning to make the students acquire an ability 

that is needed to solve a problem in such a way that 

they get an optimum learning achievement. The 

government and educational institutions expect 

that by having implemented the teaching with 

WKH� VFLHQWL¿F� DSSURDFK�� WKH� TXDOLW\� RI� WHDFKLQJ�

activities can increase so that the teaching 

becomes more meaningful for the students and 

can optimize their learning achievement and the 

process of achieving the knowledge.

Based on the result of observation made 

on 6th�)HEUXDU\��������WKH�WHDFKHUV�RI�HOHPHQWDU\�

schools in Group III in Jembrana district have not 

run the teaching process according to what was 

VWDWHG�E\�LQ�&DJQH��%ULJJV��GDQ�:DJHU����������

that teaching is a series of activities designed 

to make the students learn. This has the impact 

on a low students’ learning achievement. Based 

on the result of observation and a document 

recording done for the fourth grade in the even 

VHPHVWHU�LQ�WKH�DFDGHPLF�\HDU�����������LW�ZDV�

found that the learning achievement of the fourth 

grade students of elementary schools in Group 

III in Jembrana district fell into a low category 

of achievement. This was seen from the mean 

score for the semester test which was still below 

the Criterion of Minimal Mastery Level, which 

can be seen in Table 1. 

Some of the factors which caused the low 

students’ learning achievement were as follows. 

First�� WKH� LPSOHPHQWDWLRQ� RI� WKH� VFLHQWL¿F�

approach in the teaching in the classroom was 

still less than optimal, so that the teaching was 

VWLOO� WHDFKHU� FHQWHUHG�� 7KH� PRVW� GLI¿FXOW� VWDJH�

taken by the teachers was the communicating 

VWDJH��$W�WKLV�VWDJH��WKH�WHDFKHUV�KDG�GLI¿FXOWLHV�

to make the students have the habit of reporting 

WKHLU�¿QGLQJV�GXULQJ�WKH�SURFHVV�RI�REVHUYDWLRQ��

The students had not been in the habit of 

WDONLQJ�DERXW�DQG�SUHVHQWLQJ�VFLHQWL¿FDOO\�ZKDW�

WKH\�KDG� OHDUQHG� DW� WKDW� WLPH��7KH�GLI¿FXOW\� LQ�

communicating in the children might be caused 

by various factors, for example, the internal 

factors such as being not brave and lack of 

VHOI�FRQ¿GHQFH��ZKLOH�WKH�H[WHUQDO�IDFWRU�PLJKW�

be lack of opportunity given to the children to 
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interact and express their opinions (Lismawati, 

�����������,Q�WKH�DFWLYLW\�RI�FRPPXQLFDWLQJ��WKH�

teachers did not give the opportunities evenly to 

the students in expressing their opinions so that 

the communicating activity was dominated by 

the students who were really active from day to 

day, thus, the students’ communnicating skill was 

not optimal. Based on the observation made by 

the writer, the mean in communicating activity 

fell into a low category.

Secondly, the teaching tended to be 

boring since there were not games and media to 

motivate the students to learn. The media used by 

the teachers were still limited, and the teachers’ 

creativity in making teaching media was still 

minimal. Apart from the teaching media, the 

teachers also had inadequate knowledge about 

games that could motivate the students to learn. 

Thirdly, the teachers did not adequately involve 

the students in the teaching and learning process 

so that the teaching and learning activity in the 

classroom tended to be low. The activities in the 

teaching and learning process was dominated by 

the teacher. The teachers played too much role 

LQ� HYHU\� VWDJH� RI� WKH� VFLHQWL¿F� WHDFKLQJ�� 7KH�

teachers had not been in the habit of letting the 

students discover by themselves the knowledge 

that they were learning in the teaching and 

learning process. 

Related to this this fact, the teaching and 

learning process becomes a factor that affects the 

success or failure of an instruction. . Noviyanti 

DQG�6HW\DQLQJW\DV� ������� VWDWH� WKDW� WKH� WHDFKHU�

who manages the class well can educate the 

students effectively. The limited time allocated 

for teaching is not used up for conditioning the 

students, especially those who have problems 

with behaviors, so that the objectives of the lesson 

cannot be reached optimally. As a teacher, one 

has to be able to manage the classroom as well 

as possible in order the objectives of the lesson 

can be fully attained and the students’ cognitive 

process become better. Cognitive process is 

the way one acquires knowledge. Cognitive 

processes then are the processes followed by the 

students actively in the process of constructing 

meanings. Constructive teaching (meaningful 

OHDUQLQJ��LV�VHHQ�DV�DQ�LPSRUWDQW�JRDO�RI�HGXFDWLRQ��

Constructive teaching calls for a teaching which 

does not only communicate factual knowledge, 

it also requires giving assessment questions 

which require the students not only to remember 

RU� UHFRJQL]H� IDFWXDO� NQRZOHGJH� �$QGHUVRQ�� ���

�������

In relation to the problem above, it is 

important to make an improvement in teaching. 

The teaching should be presented in a more 

innovative way and able to improve the student’s 

activity and motivation. In this case, to make the 

teaching more innovative and the students more 

active, traditional games can be expected to solve 

the problems at school. 

$FFRUGLQJ� WR� 0XO\DQL� ����������� ³$�

traditional game is a game we inherit from our 

ancestors that we are obliged to preserve since 

it contains local wisdom values”. Through the 

traditional games, we can improve the quality of 

various aspects of the children’s development. 

2Q�WKH�RWKHU�KDQG��DFFRUGLQJ�WR�.XUQLDWL���������

�����³D� WUDGLWLRQDO�JDPH� LV�D�JDPH�DFWLYLW\� WKDW�

grows and develops in a certain region, which 

is full with cultural values and the community’s 

life values and is taught from one generation to 

the next generation.” the traditional games that 

from every region are thousands in number all 

over Indonesia are a form of Indonesia’s cultural 

DVVHWV��$VWLLWL��������

Table 1. Mean Scores for Semester Test for the Fourth Grade Students in the Academic Year 

2016/2017 in Elementry Schools in Group III in Jembrana District

Name of School 

Mean in Subject Content

Indonesian 
Pancasila and 

Civics Education
Science

Social 

Science

Art and 

Culture

SD N 1 Dauhwaru

6'�1���'DXKZDUX

6'�1���'DXKZDUX�$

6'�1���'DXKZDUX�%

6'�1���'DXKZDUX

6'�1���'DXKZDUX

SD N 6 Dauhwaru

SD Negeri Budeng

��

��

67

66

67

66

60

66

��

67

��

66

66

66

��

��

��

��

��

��

��

61

61

��

��

60

60

��

60

��

��

60

��

60

��

��

60

61

��

61

Minimal Mastery Level Criterion Score 70 �� �� 60 ��
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The development of a new era makes 

people ignore the traditional games, while the 

contemporary games cannot develop the aspects 

of children’s development well. According 

WR� 0XOLDZDQ� ���������� WKH� JUHDW� GLIIHUHQFH�

between the contemporary games and the 

traditional games lies in the fact that in the 

past, the traditional games did not only train 

the mind, feeling and emotion, but they also 

keep the balance between body movement and 

agility. This is far different from the modern 

JDPHV��7KH�PRGHUQ� �FRQWHPSRUDU\�� JDPHV� DUH�

mostly designed to train children’s physical 

ability. Actually, the full range of educative 

HOHPHQWV� KDYH� WR� LQFOXGH� �� HOHPHQWV�� PRWRU�

�SK\VLFDO� PRWLRQ��� DIIHFW� �IHHOLQJ��� FRJQLWLYH�

�LQWHOOLJHQFH���VSLULWXDO� �FKDUDFWHU���DQG�EDODQFH�

�SHUIHFWQHVV� RI� OLIH�� �0XOLDZDQ�� ����������

The lack of familiarity of the children with the 

traditional games can have an effect on their low 

OHYHO�RI�FRRSHUDWLYHQHVV��(NDZDWL�������������,Q�

an effort to optimize children’s learning activity 

of communicating it is important to develop it 

through the use of an innovative teaching media. 

The learning activity of communicating will be 

more interesting if a media that supports the 

teaching is used, thus the children will be more 

motivated in learning. Moreover, the elementary 

school children are characterized as children 

who learn while playing.

The result of study that is relevant to this 

VWXG\� LV� IURP� WKH� VWXG\� GRQH� E\� 3XWUL� �������

entitled “Penerapan Metode Demonstrasi melalui 

Permainan Traditional Juru Pencar dengan 

Media Visual untuk Meningkatkan Kemampuan 

Sosial Emosional Anak”. This is supported also 

E\�D�VWXG\�GRQH�E\�6UL�:DWL� �������ZKR�VWDWHV�

that traditional games are useful as educational 

and teaching media. Apart from their function 

as a teaching media, it can also be used to 

preserve local cultures as stated by Tatjana 

�������LQ�KLV�VWXG\�WKDW�“Traditional games are 

part of heritage and cultural tradition, but due to 

contemporary living conditions, passing them 

on to the younger generations ceases with time”. 

7KLV� VWDWHPHQW� FRQ¿UPV� WKDW� WUDGLWLRQDO� JDPHV�

are a legacy and cultural tradition, however, 

since the contemporary living condition, the 

young generation start to forget them as the time 

passes. 

This study investigated how a teaching 

activity which is based on traditional games 

affects the students’ cognitive process. The 

teachers can use the results of this study as 

references in enhancing a teaching activity into a 

more attractive, pleasant, and motivating one for 

the students in learning. 

METHODS

This study used an experiment method. 

From the point of view of the focus of the problem 

and the relation between the variables, this study 

EHORQJHG� WR� D� TXDVL�H[SHULPHQW� VLQFH� LQ� WKH�

process of study not all of the variables could be 

controlled well. In this study the variables tested 

ZHUH� WKH� HIIHFW� RI� WKH� WUDGLWLRQDO� JDPH�EDVHG�

learning activity of communicating in a group of 

students and that of conventional learning activity 

in the other group of students on the students’ 

cognitive process learning achievement. This 

VWXG\�ZDV�GHVLJQHG�XVLQJ�1RQ�(TXLYDOHQW�3RVW�

test Only Control Group Design. This study was 

conducted in SD Group III in Jembrana District 

ZLWK�WKH�WRWDO�QXPEHU�RI�����VWXGHQWV�GLVWULEXWHG�

LQWR� �� VFKRROV�� 6'� 1HJHUL� ��6'� 1HJHUL� ��6'�

1HJHUL� ��6'� 1HJHUL� ��� 6'� 1HJHUL� �� DQG� 6'�

Negeri 6 Dauhwaru and SD Negeri Badung. The 

sample was determined by random sampling 

ZLWK�WKH���FODVV��VL]H�RI����VWXGHQWV��ZKR�ZHUH�

divided into two classes. The data collected in 

this study were the students’ cognitive processes 

WDNHQ�ZLWK�DQ�HVVD\� WHVW� WKDW�FRQWDLQV���� LWHPV�

based on the basic competences under the theme 

RI�³0\�+RXVH´�XQGHU�WKH�VXEWKHPHV���DQG����

The test used in collecting the data had 

met the elements of basic competences based 

RQ� WKH� ����� &XUULFXOXP�� 7KH� WHVW� ZDV� DOVR�

YDOLGDWHG� LQ� WHUPV� RI� FRQWHQW� YDOLGLW\� E\� ��

H[SHUWV�LQ�WKH�¿HOG�RI�PHDVXUHPHQW�DQG�WKH������

curriculum which was followed by empirical 

validation by a public test. The test of internal 

FRQVLVWHQF\� RI� WKH� ��� LWHPV� \LHOGHG� WKH� UHVXOWV�

DV� IROORZV�� ��� LWHPV� ZHUH� YDOLG� DQG� �� LWHPV�

invalid. The analysis of discrimination power 

RI�WKH�WHVW�LWHPV�VKRZHG�WKDW����LWHPV�KDG�SRRU�

TXDOL¿FDWLRQ�DQG���IDLU�TXDOL¿FDWLRQ��$Q�DQDO\VLV�

RI�WHVW�LWHP�GLVFULPLQDWLRQ�LQGH[�VKRZHG�WKDW���

WHVW�LWHPV�KDG�D�IDLU�TXDOL¿FDWLRQ��7KH�$QDO\VLV�

RI�WKH�WHVW�OHYHO�RI�GLI¿FXOW\�VKRZHG�WKDW���WHVW�

LWHPV�PHW�WKH�FULWHULRQ�IRU�DQ�HDV\�WHVW�����PHW�

WKH�FULWHULRQ�IRU�D�PRGHUDWHO\�GLI¿FXOW�WHVW��DQG���

IRU�D�GLI¿FXOW�WHVW��7KH�WHVW�RI�UHOLDELOLW\�DQDO\VLV�

VKRZHG� WKDW� WKH� WHVW� KDV� D� KLJK� TXDOL¿FDWLRQ�

�������� 7KH� GDWD� IURP� WKH� VWXGHQWV¶� FRJQLWLYH�

7KH�(IIHFWLYHQHVV�RI�7UDGLWLRQDO�*DPH�%DVHG�&RPPXQLFDWLRQ�/HDUQLQJ�$FWLYLW\����
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learning achievement were taken by giving a 

posttest after the implementation the learning 

activity of communicating based on traditional 

games and the implementation of conventional 

teaching. 

The hypothesis in this study was analyzed 

E\�XVLQJ�WKH�W�WHVW�ZLWK�SROOHG�YDULDQFH��7KH�LGHDO�

mean and the ideal standard deviation criteria 

FDQ�EH�VHHQ�LQ�7DEOH���

Table 2. Criteria of Ideal Mean and Ideal 

Standard Deviation 

Real Score Range Category

��������;�������

��������;�������

��������;��������

��������;��������

������;��������

Very high

High

Medium

 Low

Very low

RESULTS AND DISCUSSION

Results

The data in this study consisted of the 

posttest scores for the students’ cognitive process 

LQ� WKH� WHDP��0\�+RXVH� LQ� VXEWWKHPHV� �� DQG� ��

for the sixth grade students, as the effect of the 

WUHDWPHQW� RI� WUDGLWLRQDO� JDPH�EDVHG� OHDUQLQJ�

activity of communicating in SDN 6 Dauhwaru 

DV�WKH�H[SHULPHQW�JURXS�DQG�6'1���'DXKZDUX�DV�

the control group. The following is the description 

of data in cognitive process in the two groups. 

This study found that in the experiment group 

the result in the student cognitive process, after 

being given the treatment of learning activity of 

communicating based on traditional game can be 

VHHQ�LQ�7DEOH���DV�IROORZV��

Table. 3 Descriptive Analysis Result

No Category
Percentage of achievement

Experiment Control

1

�

�

�

�

Very high 

High

Medium

Low

Very Low 

����

���

��

��

��

������

������

������

�����

������

Based on the percentage it can be 

concluded that in the experiment group the data 

of the students’ learning achievement tended 

to obtain scores in high category and very high 

category, while in the control group, the data 

distribution of learning achievement showed 

scores in very low to very high category. In a 

PRUH� GHWDLOHG� ZD\�� WKH� SRVWWHVW� UHVXOW� RI� ���

VWXGHQWV�LQ�WKH�H[SHULPHQW�JURXS�DQG����VWXGHQWV�

LQ�WKH�FRQWURO�JURXS�FDQ�EH�VHHQ�LQ�WDEOH���DERYH�

in the section Method. 

%DVHG� RQ� D� ¿YH� VFDOH� FULWHULRQ� DQG�

according to data analysis mean score in cognitive 

process in experiment group given treatment 

with learning activity of communicating based 

on traditional game was 60.67 (falling into very 

KLJK�FDWHJRU\���ZKLOH�WKH�PHDQ�LQ�FRQWURO�JURXS�

WDXJKW� ZLWK� FRQYHQWLRQDO� WHDFKLQJ� ZDV� ������

�IDOOLQJ�LQWR�PHGLXP�FDWHJRU\���7KLV�SURYHV�WKDW�

the mean score for cognitive process mastery 

in the experiment group was higher than that 

in the control group. The data of the average of 

standard deviation for the posttest for the two 

JURXS�DUH�SUHVHQWHG�LQ�7DEOH����

Table 4. Means and Standard Deviation of 

Data of the Result of Posttest for 

Experiment Group and Control 

Group

Variable Experiment Group Control Group

Post-test
Mean

Standard 

Deviation
Mean

Standard 

Deviation

60.67 ���� ����� ����

Before doing the hypothsis testing by 

XVLQJ�7�7HVW��¿UVW�UHTXLVLWH�WHVWV�ZKLFK�FRQVLVWHG�

of normality test and variance homogenity test 

were submitted. 

The data normality test was done for the 

posttest data on cognitive process mastery of the 

experiment group and the control group based on 

the data analysis done, the result of the normality 

test of the distribution of data for the posttest in 

cognitive process mastery for experiment group 

DQG�FRQWURO�JURXS�DUH�SUHVHQWHG�LQ�7DEOH���

Table 5. Recap of the Result of Normality 

Test of the Distribution of Data of 

Cognitive Process Mastery

No Data Group
Total 

Sample
x2obs. x2c.v

1. Experiment 

Post-test 

�� ����� �����

�� Control 

Post-test 

�� ����� �����

This shows that x�
obs. 

for cognitive process 

mastery was smaller than x2

c.v.
 (x�

obs. 
< x2

c.v.
��� VR�



���

that the data on cognitive process mastery of the 

experiment group had a normal distribution. This 

shows that x�
obs. 

for cognitive process mastery 

was smaller than x2

c.v.
 (x�

obs. 
< x2

c.v.
��� VR� WKDW� WKH�

data of the scores of cognitive process mastery 

of the control group had a normal distribution.

Homogeneity test was done to the paired 

variances between the experiment group and the 

FRQWURO�JURXS��7KH�WHVW�XVHG�ZDV�)�WHVW�ZLWK�WKH�

criterion of homogeneous data of F�

obs. 
< F2

c.v.
 

The following is the presentation of the recap of 

the result of variance homogeneity test between 

the experiemnt group and the control group in 

7DEOH���

Table 6. Recap of Results of Variance 

Homogeneity Test with F-Test. 

Sample F
obs.

F
c.v.

Conclusion

Experiment Group 
0.11 ���� F

obs.
 < F

c.v.Control Group

Based on the table above, it can be 

concluded that F�

obs.
 < F2

c.v.
 , thus, H

0
 is 

accepted, which means that the variance of the 

data of the cognitive process mastery of the 

experiment group, and that of the control group 

is homogeneous. 

The research hypothesis tested was 

there is a difference in the cognitive process 

mastery between the students who were taught 

in learning activity of communicating based 

on traditional games and those taught in a 

conventional teaching. To test the hypothesis 

WKDW�ZDV�SURSRVHG�WKH�QRQFRUUHODWLRQDO�W�WHVW�RU�

LQGHSHQGHQW�W�WHVW�ZDV�XVHG��7DEOH���VKRZV�WKDW�

the variance is homogeneous and the number of 

students in each class is the same, so that this 

QRQFRUUHODWHG� W�WHVW�ZDV� XVHG�ZLWK� WKH� IRUPXOD�

of polled variance. The recap of the result of the 

QRQFRUUHODWHG�W�WHVW�LV�SUHVHQWHG�LQ�7DEOH���

Hence, it can be interpreted that there is a 

VLJQL¿FDQW� GLIIHUHQFH� LQ� WKH� VWXGHQWV¶� FRJQLWLYH�

process between the students who were taught 

using the learning activity of communicating 

EDVHG�RQ� WKH� WUDGLWLRQDO�JDPHV� LQ� WKH� VFLHQWL¿F�

approach and those who were taught using 

conventional teaching model for the sixth grade 

students in elementary schools in Group III, 

-HPEUDQD�'LVWULFW�LQ�WKH�VFKRRO�\HDU�����������

in Jembrana district in the academic year 

����������

Discussion 

Based on the hypothesis testing it 

was found that t
obs.
�  � ����� DQG� WKH� W

c.v
 with 

GLVFULPLQDWLRQ� LQGH[�  �Q��Q�����  � ��� DW� WKH�

���OHYHO�RI�VLJQL¿FDQFH��. �������LV�������7KLV�

means that t
obs. 

is greater than t
c.v

(t
obs.
�!�W

c.v.
���WKXV�

H
0
 is rejected and H

1 is
 accepted. Therefore, it can 

EH�LQWHUSUHWHG�WKDW�WKHUH�LV�D�VLJQL¿FDQW�HIIHFW�RQ�

cognitive process in the group of students who 

OHDUQHG�E\�XVLQJ�WUDGLWLRQDO�JDPH�EDVHG�OHDUQLQJ�

activity of communicating based on traditional 

JDPH�LQ�WKH�VFLHQWL¿F�DSSURDFK�DQG�LQ�WKH�JURXS�

of students who did not learn by using traditional 

JDPH�EDVHG� OHDUQLQJ� DFWLYLW\� LQ� WKH� VFLHQWL¿F�

approach.

This study showed that an innovative 

teaching can improve student’s activity, motivation, 

and cognitive process. The cognitive processes are 

the ways an individual uses in acquiring knowledge. 

They are used to construct meanings. Constructive 

WHDFKLQJ� �PHDQLQJIXO� OHDUQLQJ�� LV� VHHQ� DV�

an important educational goal. Constructive 

teaching requires more than communicating 

factual knowledge. It requires asking questions 

to assess the students, thus the students do not 

only remember or recognize factual knowledge 

�$QGHUVRQ������������

This study has proven that the traditional 

JDPH�EDVHG� OHDUQLQJ� DFWLYLW\� RI� FRPPXQLFDWLQJ�

is effective in improving student’s activity and 

motivation in the classroom in following the lesson. 

$� WUDGLWLRQDO� JDPH�EDVHG� OHDUQLQJ� DFWLYLW\� RI�

communicating is very suitable with the character 

of the elementary school students in general, since 

at this stage the elementary school age children are 

very fond of playing no wonder that the children 

are very noisy even when the teacher is teaching. 

Some of them even disturb their friends. This 

¿QGLQJ� LV� VXSSRUWHG� E\� WKH� VWXG\� FRQGXFWHG� E\�

1RYL\DQWL�DQG�6HW\DQLQJW\DV������������ZKR�VWDWH�

that less conducive environment will hinder the 

Table 7. Recap of the Data of Hypothesis Test Results

Group N df. t
obs.

T
c.v.

Conclusion

Experiment ��
�� ���� ���� t

obs.
�!�W

c.v.
 Ha is accepted 

Control Group ��

7KH�(IIHFWLYHQHVV�RI�7UDGLWLRQDO�*DPH�%DVHG�&RPPXQLFDWLRQ�/HDUQLQJ�$FWLYLW\����
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GHYHORSPHQW�RI�VWXGHQW¶V�GLVFLSOLQH��PLVEHKDYLRU���

The child’s negative behavior will not only distrub 

their friends in the classroom, but also lower 

down other students’ attention to follow the 

lesson. Disturbing other friends will not only 

have a physical impact, but it will also have a 

psychological impact on the children. Thus, in 

this case traditional games are very effective to be 

implemented in teaching.

Traditional games make the classroom 

condition lively. The teaching environment that 

is conducive will be able to improve the students’ 

OHDUQLQJ�PRWLYDWLRQ��7DUR�����������H[SODLQV�WKDW�

traditional games play a role in the children’s 

world. Traditional games are cultural activities 

that function as the media to educate the sense 

of solidarity (democracy, sensitiveness to 

other’s feeling, respect for differences, and 

shared agreement, cohesiveness, and mutual 

KHOS��� KHURLVP� �VWUXJJOLQJ� WR� UHDFK� RQH¶V�

dream, meeting the desire for independence, 

responsible, defending one’s right, never 

JLYLQJ� XS��� SK\VLFDO� HQGXUDQFH�� �UHJXODU� DQG�

measurable movement to improve body organs 

IXQFWLRQV��� 7KH� GHYHORSPHQW� RI� SHUVRQDOLW\�

(honest, sportive, responsible, self control, not 

prioritizing one’s personal interest, tolerant and 

ORYLQJ�� GLVFLSOLQHG� �FRQIRUPLQJ� WR� UHJXODWLRQV��

QRUPV� DQG� YDOXHV��� DQG� SULGH� IRU� WKH bhineka 

tunggal ika FXOWXUH��XQLW\�DQG�GLYHUVLW\���,Q�WKLV�

case, traditional games, in addition to being used 

as teaching media, they can also be made into 

character education. Parallel to this, the same 

was also stated by Haerani that traditional games 

which are also Indonesia’s national culture has 

been proven capable of developing positive 

character in the children. 

By inserting traditional games in the 

teaching process it can help preserve cultural 

legacy for the next generation, since as it 

has already been known, in today’s age with 

the progress in technology which becomes 

increasingly advanced and sophisticated, not 

limited to a certain age, children of today have 

started to follow the development of the age, 

for example by using gadgets that have become 

so numerous that they have an effect on the 

local traditional games. In this case, in addition 

to being useful for character education, the 

insertion of traditional games into the teaching 

process is very effective as the means to preserve 

traditional games of the archipelago.

Teaching with traditional games is 

also capable of improving the activity of 

communicating in the students. The students 

who were initially passive in learning and tend 

to be afraid to express their opinions, after 

being given traditional games in the activity 

of communicating become very enthusiastic 

in following the lesson and have started to be 

active in learning. Joyful learning is presented 

in the teaching activities which include kiat-kiat, 

directions, strategies and all learning processes 

which can sharpen memories, and make learning 

as a joyful, useful, and meaningful process. 

Hence, the students understand the material 

given better and are able to apply it in the daily 

life. This agrees with Fatoni’s opinion (Fatoni, 

������ WKDW� VKRZV� WKDW� VWXGHQWV¶� XQGHUVWDQGLQJ�

of the length measurement can be stimulated 

by using the traditional game of batok kelapa 

as the context. This is proven by the traditional 

JDPHV�VXFK�DV�WKH�JDPHV�RI�ER[�RI¿FH��GUDJRQ��

Pancasila the Five Principles, ngengkebang 

batu, and nyen durine can improve the student’s 

activity in following the lesson.

In the teaching which used the game 

RI� ER[� RI¿FH�� WKH� DFWLYLW\� RI� FRPPXQLFDWLQJ�

becomes very effective and optimal since the 

JDPH� RI� ER[� RI¿FH� LQ� WKH� DFWLYLW\� RI� WHDFKLQJ�

can make the classroom atmosphere become 

joyful and the students become more focused. 

In the game of dragon like in the game of box 

RI¿FH�� WKH� DFWLYLW\� RI� FRPPXQLFDWLQJ� EHFRPHV�

very effective and optimal since the game of box 

RI¿FH� LQ� WKH� WHDFKLQJ� DFWLYLW\� LV� DEOH� WR� PDNH�

the classroom atmosphere more joyful and the 

students become more focused, this game is also 

able to make the students more focused. In the 

JDPH�RI�GUDJRQ��OLNH�LQ�WKH�JDPH�RI�SRVW�RI¿FH�

box, this game is also able to make the students 

more active and in the activity of communicating 

and they become more brave in communicating 

or expressing their opinions. This is parallel 

ZLWK� .RVZDUDµV� RSLQLRQ� �.RVZDUD�� ������ WKDW�

states that teaching will be more meaningful and 

permanent if the students are given the chance to 

be active for developing their own knowledge, 

to develop knowledge by themselves to get 

a change into a completely new behavior as 

the result of experience in interacting with the 

environment. A joyful and meaningful learning 

LV�FDSDEOH�RI�LQÀXHQFLQJ�WKH�VWXGHQWV¶�FRJQLWLYH�

process so that the fourth grade students have 



���

already been able to answer c1 and c6 problems, 

i.e., remembering, understanding, applying, 

analyzing, evaluating, and creating in the revised 

Bloom’s cognitive process taxonomy. 

In this study the traditional game of 

Pancasila Lima Dasar was used. By using the 

game of Pancasila Lima Dasar in the teaching 

process, in addition to making teaching more 

joyful, this game can also educate nationalism 

and this is important today since many people 

have forgotten the basic principles of their 

country, so that this game is very effective to be 

applied in teaching. 

7KLV�VWXG\�DOVR�XVHG���%DOLQHVH�WUDGLWLRQDO�

Balinese games, namely ngengkebang batu and 

nyen durine. By incorporating the games, in 

addition to their function as media in education, 

they also introduce traditional games which 

come from the culture itself, since most of the 

students do not know games which come from 

their own culture. The game of ngengkebang batu 

and nyen durine became the learning activity of 

communicating became joyful.

In addition to make learning more joyful, 

the traditional games used in this study also make 

the students more active and more enthusiastic 

in following the lesson. The traditional games 

make learning more meaningful, so that the 

learning the students get from the teacher is 

retained longer by the students and will have 

a positive impact on the students’ activity and 

cognitive process.

7KLV�VWXG\�ZDV�D�IROORZ�XS�IURP�6UL�:DWL�

�������HQWLWOHG�³Pengaruh Model Pembelajaran 

TPS Berbantuan Media Permainan Tradisional 

Bali terhadap Pemahaman Konsep IPA Siswa 

Kelas IV SD Gugus IV Sawan”. The results of 

WKH� VWXG\� VKRZHG� WKDW� WKHUH� ZDV� D� VLJQL¿FDQW�

difference in understanding science concept 

understanding between the students who learned 

from the teaching that used traditional Balinese 

JDPH�PHGLD�EDVHG�WHDFKLQJ�PRGHO�DQG�WKRVH�ZKR�

learned from the conventional teaching model. 

This study is also supported by a study conducted 

E\�8QWDUL��������HQWLWOHG�³Keefektifan Pendekatan 

Pembelajaran Pendidikan Matematika Realistik 

Indonesia (PMRI) Berbantu Permainan 

Tradisional Dhakon Terhadap Kemampuan 

Berhitung Perkalian Siswa Kelas II.” The study 

concluded that there is a difference in the mean 

in the ability to multiply, that is, the ability to 

multiply in the experiment group is better than 

that in the control group. The study conducted 

E\�7DWMDQD� ������� HQWLWOHG�“Traditional Games 

and Pupils’ Violent Behaviour in Elementary 

Education.” The result states that The results of 

this research indicate that traditional games could 

EH�D�TXDOLW\�DQG�HI¿FLHQW�PRGHO� IRU�SUHYHQWLQJ�

violent behavior among pupils in elementary 

education. It means that this study shows that 

WUDGLWLRQDO�JDPH�FDQ�EHFRPH�DQ�HI¿FLHQW�PRGHO�

to prevent violence among the students in the 

elementary school students.

Some studies above have proven that 

traditional game can increase the students’ 

cognitive process. In addition to its use as media 

in teaching, traditional games can also be used 

as media for character education to achieve the 

JRDO�RI�HGXFDWLRQ��DV�VWDWHG�E\�:LGLDQD� �������

that the goal of education has to be achieved, 

one of the ways is through the implementation 

of character education curriculum.

Based on the cognitive process analysis of 

the post-test given in the form of an essay test 

ZLWK����LWHPV�ZLWK�WKH�FULWHULD�RI�F��F����LW�ZDV�

found that most of the students could only answer 

XS�WR�F���XQGHUVWDQGLQJ���%DVHG�RQ�WKLV�¿QGLQJ��

it is suggested to the teachers to start teaching 

WKH� VWXGHQWV� ZLWK� SUREOHPV� ZLWKLQ� WKH� F��� F��

scope so that their cognitive process becomes 

more optimally developed.

The activity of communicating is one 

RI� WKH� DFWLYLWLHV� LQ� WKH� VFLHQWL¿F� DSSURDFK� DQG�

this activity is an important one, because by 

FRPPXQLFDWLQJ� WKH� WHDFKHU� FDQ� ¿QG� RXW�ZKLFK�

students are able to understand the extent to 

which the students are able to understand the 

teaching material. In this study, traditional 

games can be used as media to help improve 

the students’ activities of communicating, the 

students had not felt afraid to report the result 

of a discussion or to express their opinions any 

longer. In this case, there was an increase in 

the role of the students in the teaching process 

DQG�LW�KDG�FRQIRUPHG�WR�WKH�VFLHQWL¿F�DSSURDFK��

7KH� WHDFKLQJ� WKDW� XVHV� WKH� VFLHQWL¿F� DSSURDFK�

is a teaching that uses science approach and 

inquiry, in which the students have a direct role 

both individually and collectively in the group 

to explore concepts and principles during the 

course of learning activity, while the role of the 

teacher is to direct the students’ learning process 

and to correct students’ mistakes in principles 

DQG�FRQFHSWV��0DUMDQ������������

7KH�(IIHFWLYHQHVV�RI�7UDGLWLRQDO�*DPH�%DVHG�&RPPXQLFDWLRQ�/HDUQLQJ�$FWLYLW\����
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This study found out that the learning 

activity of communicating based on traditional 

games has a positive effect on the cognitive 

process of the fourth grade students in the even 

semester in SD’s of Group III of Jembrana 

district. This study also showed that the learning 

activity of communicating based on traditional 

games has a positive effect on the tendency of 

most of the students’ high scores because of 

some factors such as the use of an innovative and 

joyful teaching, the conducive learning condition 

to the elementary school children in general, and 

the increasingly more directed speaking ability

CONCLUSION

Based on the result of the calculation of 

WKH�W�WHVW��LW�ZDV�REWDLQHG�WKDW�WREV�
 
 �������:KLOH�

WF�Y��DW�GI �Q��Q����� ����DQG� WKH����OHYHO�RI�

VLJQL¿FDQFH��.� ������ZDV�������7KLV�PHDQV�WKDW�

tobs. was greater than tc.v. 
l
 (t

obs.
�!�W

c.v.
���WKXV��+

0
 

was rejected and H
1 
was accetpted. This means 

that there is a difference between the group of 

students who learned with the learning activity 

of communicating based on traditional games 

LQ�WKH�VFLHQWL¿F�DSSURDFK�DQG�WKRVH�ZKR�OHDUQHG�

with conventional teaching model in the fourth 

grade in the even semester in the academic year 

���������� LQ� 6'CV� LQ� *URXS� ,,,� LQ� -HPEUDQD�

district. There is a difference in the students’ 

learning achievement which shows that the 

LPSOHPHQWDWLRQ� RI� WKH� VFLHQ¿F� DSSURDFK� LQ� WKH�

learning activity of communicating based on 

traditional games has a positive effect on the 

learning achievement of the fourth grade students 

of elementary school in the even semester in the 

DFDGHPLF�\HDU�����������LQ�6'¶V�LQ�*URXS�,,,�LQ�

Jembrana district. 
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