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Abstract

The development of character values and critical thinking skills in elementary school students is a key focus of
21st-century learning. One contextual approach is the use of traditional games, which are rich in educational,
collaborative, and social elements. This study aims to review various pieces of literature that discuss the role of
traditional games in the internalization of character values and the development of critical thinking skills in
elementary school students. The research method is a systematic review of relevant local and international
articles from the last 10 years. The results indicate that traditional games have a positive impact on the
development of values such as honesty, responsibility, cooperation, and sportsmanship. Furthermore, activities
within the games that involve decision-making, problem-solving, and team strategies can stimulate children’s
critical thinking from an early age. The study shows that traditional games are an effective culture-based
learning tool that simultaneously develops students’ resilience and cognitive abilities, and recommends that
traditional games be integrated into the elementary school curriculum.
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INTRODUCTION

Character education and the development of critical thinking skills are two important
aspects in 21st-century education. The Merdeka Curriculum and various national education
policies have emphasized the importance of learning that is not only knowledge-oriented
but also focuses on strengthening moral and social values and higher-order thinking skills in
students from the elementary level onwards ( ). In this context,
elementary schools play a strategic role as the primary foundation in shaping students'
personalities and ways of thinking. However, the implementation of character education
and critical thinking learning often remains normative and not contextually integrated into
students' daily activities. Learning tends to focus on the cognitive domain using
conventional approaches, thereby limiting opportunities for students to develop character
values through direct experiences and social activities ( ; ).
Therefore, innovative approaches are needed that can holistically integrate affective,
cognitive, and psychomotor aspects.

Traditional games, as part of local culture passed down from generation to
generation, hold great potential as an educational and meaningful learning medium. Games
such as gobak sodor, hide and seek, bentengan, engklek, and congklak are not merely
recreational activities but also incorporate elements of cooperation, communication,
decision-making, honesty, and sportsmanship ( ). Activities in
traditional games can stimulate social interaction, train problem-solving skills, and instill
noble values in a natural and enjoyable way. Additionally, in the context of critical thinking
development, traditional games encourage students to think tactically, formulate strategies,
and make quick decisions in dynamic situations. This aligns with the definition of critical
thinking as the ability to analyze information, evaluate arguments, and formulate responses
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logically and rationally ( ). Thus, traditional games have the potential as a
contextual learning medium that is not only enjoyable but also shapes children's character
and way of thinking.

Through this literature review, the author aims to examine various research results
and theoretical perspectives on the effectiveness of traditional games in internalizing
character and developing critical thinking skills in elementary school students. This review is
expected to provide theoretical and practical contributions to educators and policymakers in
designing learning that is rooted in local wisdom but relevant to the demands of today's
education.

METHOD

This study uses a literature review approach with a qualitative descriptive design.
This review aims to explore and analyze the results of previous studies related to the use of
traditional games in character building and critical thinking development in elementary
school students.
1. Data Sources The data sources for this study were obtained from various scientific
publications, both national and international, published in the last 10 years. This study used
a systematic review method with article searches in five databases: Google Scholar, Scopus,
ScienceDirect, ERIC, and Sinta or Garuda, using keywords related to traditional games,
character values, and critical thinking in elementary school students. The search was limited
to articles from the last 10 years (2014—2024). The search process yielded 1,200 articles.
After screening the titles and abstracts, 1,180 articles were eliminated because they were
irrelevant, leaving 20 articles. The next stage was a full-text review, and from the 20 articles,
5 articles were excluded because they did not meet the inclusion criteria (e.g., not
traditional games, subjects were not elementary school students, or did not examine
character/critical values). Finally, 15 articles that met all the criteria were obtained and used
for analysis in the study. Figure 1 below explains the Prima image search process.
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2. Data Collection Procedure The data collection procedure was carried out through the
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n u

This Is an open access article under the CC BY SA-4.0 licence | 237


https://issn.brin.go.id/terbit/detail/20230123581079452
https://doi.org/10.60041/jap/v3i4.273
https://issn.brin.go.id/terbit/detail/20230123021174358

Jurnal Armada Pendidikan Vol. 3, No. 4, November 2025 ISSN 2985-8623 /priny
https://doi.org/10.60041/jap/v3i4.273 ISSN 2985-7902 /online/

and topic relevance. Content analysis of the articles using a thematic synthesis approach to
identify patterns, main concepts, and contributions of each study.

3. Data Analysis Techniques Data were analyzed using content analysis and thematic
synthesis, with the following steps: Reading the entire article thoroughly. Categorizing the
main themes related to the role of traditional games in character internalization and critical
thinking. Compiling a review table containing: author name, publication year, research
method, subject, type of traditional game, and main findings. Drawing conclusions from the
synthesis results. This process follows the principles of transparency and repeatability in
good literature reviews as suggested by ( ).

RESULTH

Based on the analysis of 15 national and international scientific articles that met the
inclusion criteria, it was found that traditional games play a significant role in helping the
process of internalizing character values and developing critical thinking in elementary
school students. The findings of this study can be grouped into two main themes, namely:
(1) Traditional games as a means of character education, and (2) Traditional games as a
stimulus for critical thinking.
1. Traditional Games as a Means of Character Education
Most articles state that traditional games indirectly instill character values through social
interaction, game rules, and responsibility in the game. Values such as cooperation,
honesty, sportsmanship, discipline, and responsibility are prevalent in traditional games like
gobak sodor, bentengan, engklek, and galah asin ( ). For example,
in the game of bentengan, students are required to help their teammates and follow the
rules of the game fairly, thereby fostering an attitude of respect and honesty.
2. Traditional Games as a Stimulus for Critical Thinking
Several studies highlight that traditional games require students to devise strategies,
anticipate opponents, and make quick decisions. This encourages higher-order thinking
skills, such as logical, analytical, and reflective thinking ( ;

). In games such as congklak or engklek, students must think about the best
moves to win, which involves the ability to evaluate and predict the consequences of their
actions.

3. Synthesis Table of Selected Articles

Traditional Ch t Val
No Author (Year) raditiona aracter alues Critical Thinking Aspects
Game Formed
( Gobak Sodor Discipline, Strategy, anticipating opponents
1 ) cooperation,
sportsmanship
) ( Bentengan  Responsibility, Problem solving
) honesty
3 ( Congklak Patience, systematic  Planning steps, evaluating results
) thinking
4 ( Engklek Perseverance, Focus, decision making
) togetherness
( Petak Umpet Compliance, solidarity Situation analysis, reflection on
5 ) actions
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Traditional h t Val
No Author (Year) raditional  Character alues Critical Thinking Aspects
Game Formed
6 ( Boy Boyan  Self-confidence, Able to analyze arm position and
) decision-making strength when throwing
7 ( Kucing dan  Decision-making, Implementing avoidance and
Tikus tolerance, catching strategies
( Jamuran Cooperation, Able to express ideas and
8 ) creativity, strategic catching strategies
planning
9 ( Dakon Honesty, accuracy Implementing strategies in
) determining steps
10 ( Egrang Self-confidence Implementing balance and
) endurance
Lompat tali  Discipline, honesty, Performing balance movements
11 ( ) cooperation, and tactics to avoid fatigue
socializing
12 ( Ular naga Cooperation, honesty, Tactics to perform movements to
) self-confidence avoid being easily caught
13 ( Kotak pos Decision-making, Strategies to prevent opponents
cooperation from answering questions
( Lari balok Discipline, self- Analyzing foot movements to
14 ) confidence ensure proper foot placement to
overcome obstacles
( Bentik/patel Decision-making, Analyzing the amount of force
15 lele precision required to strike wood to make

it easier to hit

Overall, the results show that traditional games not only serve as entertainment, but also as
an effective learning medium in shaping character and critical thinking skills. These studies
support the idea that a local culture-based learning approach can enrich learning and
increase the relevance of education to students' real lives.

DISCUSSION

The results of this study indicate that traditional games have a significant
contribution in supporting character building and the development of critical thinking skills
in elementary school students. These findings reinforce various educational theories that
state that contextual, enjoyable, and locally-based learning can increase student
engagement in the learning process while simultaneously developing cognitive and affective
aspects ( ; ). Traditional Games as a Means of Internalizing
Character Values Traditional games played in groups encourage intense social interaction. In
this process, students learn various values such as cooperation, responsibility,
sportsmanship, and honesty. As explained by (1991), character education should be
instilled through meaningful direct experiences in a social environment. Traditional games
create real-life situations that require students to behave in accordance with certain moral
and social values.
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A study conducted by , (2021) found that games such as gobak
sodor can improve discipline and teamwork because students must follow the rules of the
game and coordinate with group members. In addition, sportsmanship and honesty are
honed when students voluntarily accept defeat and admit violations without coercion.
Traditional Games and Critical Thinking Development Traditional games require children to
think logically, solve problems, and make decisions within a limited time. According to

, (2015), critical thinking involves the ability to reason, analyze situations, and make
decisions based on logic. This is found in games such as congklak or engklek, where students
must consider the steps they will take and evaluate their impact on the outcome of the
game.

, (2020) show that traditional games can stimulate reflective and
strategic thinking in children. Through games, students become accustomed to devising
strategies, considering risks, and learning from mistakes, which are important parts of
critical thinking. Integration into the Curriculum Based on the findings of the study,
traditional games have great potential to be integrated into learning activities in elementary
schools, particularly in physical education, local content, and thematic learning. The use of
traditional games as a learning medium can serve as an alternative constructivist approach
that positions students as active participants in the learning process ( ).

However, it is important for teachers to select games that are appropriate for the
learning objectives and to consider safety and inclusivity in their implementation. In this
way, character values and critical thinking skills can be developed optimally in a fun and
contextual environment.

CONCLUSSION

Based on the literature review conducted, it can be concluded that traditional games
have a significant contribution to the process of internalizing character values and
developing critical thinking skills in elementary school students. Traditional games provide a
natural, enjoyable, and challenging learning environment that facilitates students to learn
through direct experience. Character values such as cooperation, honesty, responsibility,
discipline, and sportsmanship are implicitly embedded in social interactions during the
game. In addition, traditional games also stimulate students' cognitive aspects, particularly
critical thinking skills. Students are required to make decisions, develop strategies, solve
problems, and reflectively evaluate their actions. This makes traditional games a contextual
and relevant pedagogical approach in 21st-century education. Therefore, integrating
traditional games into elementary school learning is highly recommended as an alternative
learning medium that not only preserves local wisdom but also supports the achievement of
national educational goals, namely character development and the enhancement of
students' thinking skills.

RECOMMENDATIONS

1. For Teachers and Education Practitioners Elementary school teachers are encouraged to
integrate traditional games into the learning process, both in intracurricular and
extracurricular activities. Traditional games can be used as a contextual learning medium to
instill character values and train students' critical thinking skills. The selection of game types
should be tailored to learning objectives and the developmental level of students.

2. For Schools and Policy Makers Schools should provide space and support for the
preservation of traditional games within the formal education environment. This can be
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achieved through the development of local curriculum content or school-based cultural
activities. Education departments and related parties also need to create guidelines or
learning modules based on traditional games so that they can be implemented
systematically by teachers.

3. For Researchers Further research is needed to develop a standardized traditional game-
based learning model and to examine its impact on various aspects of student development,
including affective, cognitive, and psychomotor aspects. Experimental research can also be
conducted to quantitatively measure the effectiveness of traditional games in improving
students' character and critical thinking skills.

4. For Parents Parents are expected to encourage their children to learn about and play
traditional games at home or in the community. These activities not only strengthen
children's social interactions but also serve as a form of preserving local culture, which is
increasingly being eroded by modern digital games.
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