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This study constitutes a follow-up to the qualitative research
conducted by Mahmudah & Makmun (2022), which identified
the educational values embedded in the traditional game of
Cublak-Cublak Suweng. The previous research had not yet
quantitatively measured the effectiveness of the game. Therefore,
this study aims to examine the effectiveness of the Cublak-Cublak
Suweng game in enhancing the social-emotional and cognitive
abilities of lower-grade elementary school children. A quasi-
experimental design with a non-equivalent control group was
employed, involving 40 first-grade students from SD NU Metro.
The experimental group (n=20) recerved thematic instruction
integrated with the Cublak-Cublak Suweng game over six
sessions, while the control group (n=20) recerved conventional
instruction without traditional games. Data were collected using
soctal-emotional observation sheets and simple cognitive tests.
The results indicated that the experimental group demonstrated
significant improvements in both social-emotional abilities (p <
0.01) and cognitive abilities (p < 0.05) compared to the control
group. These findings confirm and extend previous research by
providing quantitative evidence. The Cublak-Cublak Suweng
game is recommended as an effective instructional medium for
lower-grade elementary school education.

Kata Kunci

ABSTRAK
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Permainan tradisional; Cublak-Cublak Suweng; Anak Usia
Sekolah Dasar Kelas Rendah Penelitian ini merupakan tindak
lanjut dari penelitian kualitatif yang dilakukan oleh Mahmudah
& Makmun (2022) yang mengidentifikasi nilai-nilai pendidikan
dalam  permainan  tradisional ~ Cublak-Cublak  Suweng.
Penelitian sebelumnya belum mengukur efektivitas permainan
tersebut secara kuantitatif. Oleh karena itu, penelitian ini
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Permainan bertujuan untuk menguji efektivitas permainan Cublak-Cublak

tradisional Suweng dalam meningkatkan kemampuan sosial-emosional dan
kognatif anak Usia Sekolah Dasar Kelas Rendah. Desain kuasi-
eksperimental  dengan  kelompok  kontrol — non-ekuivalen
digunakan, melibatkan 40 anak siswa kelas 1 SD NU Metro.
Kelompok  eksperimen (n=20) mendapatkan pembelajaran
tematik yang diintegrasikan dengan permainan Cublak-Cublak
Suweng selama enam sesi, sedangkan kelompok kontrol (n=20)
mendapatkan pembelajaran konvensional tanpa permainan
tradisional. Data dikumpulkan menggunakan lembar observasi
sosial-emosional dan tes kognitif sederhana. Hasil penelitian
menunjukkan  bahwa  kelompok  eksperimen — mengalami
peningkatan signifikan pada kemampuan sosial-emosional (p <
0,01) maupun kemampuan kognitif (p < 0,05) dibandingkan
kelompok kontrol. Temuan ini mengonfirmast dan memperluas
penelitian sebelumnya dengan bukti kuantitatif. Permainan
Cublak-Cublak Suweng direkomendasikan sebagai media
pembelajaran yang efektif untuk pendidikan anak Usia Sekolah
Dasar Kelas Rendah.

INTRODUCTION

Education for Lower-Grade Elementary School Children constitutes a critical
period for the development of social-emotional and cognitive abilities. As stipulated
in the Republic of Indonesia Law Number 20 of 2003 concerning the National
Education System, education aims to develop the potential of learners so that they
may possess religious spiritual strength, self-control, personality, intelligence,
noble character, and the skills required for themselves and society (Undang-
Undang Republik Indonesia, 2003). However, along with the rapid advancement of
technology, many children today are more familiar with digital games than with
traditional games, which can in fact serve as effective learning media (Puspitarini &

Hanif, 2019).

Traditional games contain various educational values that can support child
development. One such game is Cublak-Cublak Suweng, a traditional Javanese
game that involves cooperation, honesty, and critical thinking. Mahmudah &
Makmun (2022) conducted a descriptive qualitative study on the implementation of
this game in thematic learning for lower-grade elementary school children. Their
research found that the game embodies educational values such as fostering a

competitive spirit, cultivating solidarity, minimizing bullying, developing social-
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emotional intelligence, developing cognitive intelligence and critical thinking, and

developing inter-team communication skills.

However, the study by Mahmudah & Makmun (2022) has limitations. The research
was exclusively descriptive-qualitative in nature and did not measure the extent to
which the game is effective in enhancing children's abilities. There exists a gap
between the identification of educational values and empirical evidence regarding
the game's effectiveness. No previous study has quantitatively examined the impact
of the Cublak-Cublak Suweng game on the development of lower-grade elementary

school children.

Therefore, this study aims to address this gap by examining the effectiveness of the
traditional game Cublak-Cublak Suweng in improving the social-emotional and
cognitive abilities of lower-grade elementary school children. The novelty of this
research lies in its quantitative approach employing a quasi-experimental design to
measure the causal impact of the game, which has not been previously undertaken.
The objectives of this study are as follows: (1) to examine the effectiveness of the
game on social-emotional abilities, (2) to examine its effectiveness on cognitive
abilities, and (8) to compare the learning outcomes between the experimental and

control groups.

METHODS

This study employs a quantitative approach with a quasi-experimental
design, specifically a non-equivalent control group design. In this design, two
groups are selected: an experimental group that receives the treatment (instruction
using the Cublak-Cublak Suweng game) and a control group that does not receive
the treatment (conventional instruction). Both groups are administered a pre-test
and a post-test to measure changes before and after the intervention (Sugiyono,

2010).

The population of this study comprised all lower-grade elementary school
children, specifically first-grade students at SD NU Metro. The sampling technique
employed was purposive sampling, based on considerations of age homogeneity
among the children and the willingness of teachers to participate in the study. Data
collection techniques included: (1) a social-emotional observation sheet adapted
from an assessment instrument for the social-emotional development of lower-

grade elementary school children, consisting of 10 indicators such as cooperation,

18



Effectiveness of the Cublak-Cublak Suweng Game on the Social-Emotional Abilities ...

empathy, self-control, and conflict resolution; (2) a simple cognitive test consisting
of 10 questions related to thematic materials grounded in local wisdom; and (3)

documentation to support the research data.

The research procedure comprised three stages: pre-test, treatment, and
post-test. The pre-test was administered in the first week to measure the initial
abilities of both groups. The treatment was provided exclusively to the
experimental group in the form of thematic instruction integrated with the Cublak-
Cublak Suweng game over six sessions, each session lasting 60 minutes. The
control group received conventional instruction without traditional games. The
post-test was administered in the eighth week to measure the final abilities of both
groups.

The data analysis technique employed an independent samples t-test to
compare the differences between the experimental and control groups, as well as a
paired samples t-test to compare the pre-test and post-test scores within each
group. All analyses were conducted using SPSS version 25 with a significance level

of 0.05.

RESULTS AND DISCUSSION

A. Hasil Penelitian
The research findings indicate that there were differences in pre-test and post-test
scores between the experimental group and the control group. The following table

presents the mean scores of social-emotional and cognitive abilities for both groups.

Table 1. Mean Pre-Test and Post-Test Scores of Social-Emotional Abilities

Group Pre-Test (Mean) | Post-Test (Mean) Gain Score
Experimental 52,35 84,70 32,35
Control 53,10 67,25 14,15

Based on Table 1, the experimental group demonstrated a higher improvement in
social-emotional abilities (gain score of 32.85) compared to the control group (gain
score of 14.15). The results of the paired samples t-test for the experimental group
indicated a significant difference between the pre-test and post-test scores (t = 8.4:5,
p < 0.01), whereas the control group also exhibited a significant difterence, albeit

with a smaller magnitude (t = 8.21, p < 0.05). The independent samples t-test on
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the post-test scores revealed a significant difference between the two groups (t =

5.67, p < 0.01), indicating that the experimental group possessed better social-

emotional abilities than the control group following the intervention.

Table 2. Mean Pre-Test and Post-Test Scores of Cognitive Abilities

Group Pre-Test (Mean) | Post-Test (Mean) Gain Score
Experimental 55,20 81,45 26,25
Control 54,85 69,30 14,45

Table 2 shows that the experimental group also exhibited a higher improvement in
cognitive abilities (gain score of 26.25) compared to the control group (gain score
of 14.45). The paired samples t-test indicated significant differences in both groups;
however, the experimental group yielded a larger t-value (t = 6.78, p < 0.01)
compared to the control group (t = 2.98, p < 0.05). The independent samples t-test
on the cognitive post-test scores also demonstrated a significant difference between

the two groups (t = 4.56, p < 0.05).

B. Discussion

The findings of this study address the research problem formulation,
demonstrating that the traditional game Cublak-Cublak Suweng is effective in
enhancing the social-emotional and cognitive abilities of lower-grade elementary
school children. These findings support the qualitative results of Mahmudah &
Makmun (2022), which identified that this game embodies values capable of
developing social-emotional intelligence and cognitive intelligence. The distinction
lies in the fact that the present study provides quantitative evidence regarding the
effectiveness of the game.

The improvement in social-emotional abilities observed in the experimental group
can be interpreted as a consequence of the game's mechanics. In the Cublak-Cublak
Suweng game, children are required to cooperate, wait for their turns, accept defeat,
and celebrate victories together. This process cultivates empathy, self-control, and
the ability to work within a team. This finding is consistent with Budi Astuti (2021),
who found that the Cublak-Cublak Suweng game can enhance social-emotional
abilities in lower-grade elementary school children. This finding is also congruent

with Vygotsky's theory of social development, which posits that social interaction
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serves as the primary driver of cognitive and social development in children
(Vygotsky, 1978).

The improvement in cognitive abilities observed in the experimental group can be
attributed to the cognitive demands inherent in the game. In the Cublak-Cublak
Suweng game, children must memorize the song lyrics, follow the rhythm, and
respond to questions at the end of the game. This process trains short-term
memory, concentration, and critical thinking skills.

The comparison between the experimental and control groups indicates that
traditional games are more effective than conventional instruction. The
conventional method employed in the control group (lectures and worksheets) did
not actively or physically engage the children. By contrast, the Cublak-Cublak
Suweng game involves the whole body (kinesthetic engagement), social interaction,
and an element of enjoyment. This aligns with the theory of meaningtul learning,
which asserts that children learn more eftectively when they are actively involved
and enjoy the learning process (Piaget, 1970).

This study presents a novel finding that the Cublak-Cublak Suweng game not only
preserves local wisdom but also functions as an eftective learning medium. This
finding modifies the conventional view of traditional games, which were previously
regarded merely as recreational activities. The game can now be positioned as a
pedagogical tool integrated into the curriculum. The implication is that teachers
need to be trained to integrate traditional games into thematic instruction.

The limitations of this study include the relatively short intervention period (six
sessions) and the small sample size (40 children). Future research should extend the
intervention duration and involve a larger number of participants from various
regions. Furthermore, subsequent studies may examine the long-term effects of the

game on child development.

This study concludes that the traditional game Cublak-Cublak Suweng is effective
in enhancing the social-emotional abilities of lower-grade elementary school
children. The experimental group, which received the game intervention,
demonstrated a significantly higher improvement compared to the control group,
which received conventional instruction. These findings confirm and extend
previous qualitative research by providing quantitative evidence. The implication
of this study is a recommendation for educators of lower-grade elementary school

children to integrate the Cublak-Cublak Suweng game into thematic instruction as
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an effort to preserve local wisdom while simultaneously improving the quality of

learning.
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