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Abstract
macti‘ves This study aims to determine and analyze the effect of implementing local wisdom-based
aditional games on the leq:f online game addiction among fifth-prade students at SDN 70 Tolotongga.

Materials and Methods. This study employed a quantitative approach with a quasi-experimental design,

specifically a one-group pretest-posttest design. The measurement instrument used was a modified Game
diction Scale (GAS) questionnaire based on Kimberly Young's theory. The population and sample
sisted of all 18 fifth-grade students at SDN 70 Tolotongga, selected via a total sampling technique.
a analysis involved descriptive statistics, the Shapiro-Wilk normality test, and a paired sample t-test

conducted using IBM SPSS Statistics version 26.0.

Results. The data analysis revealed a significant decrease in online game addiction scores following the

intervention. The mean score decreased sharply from 82.39 (High/Very High category) during the pretest

to 41.67 (Low category) during the posttest, showing a reduction of 40.72 points. The paired sample t-test

yielded a t-value of 56.741 with a significance value of 0.000 (p < 0.05), thereby rejecting H_0 and

accepting H_a.

Conclusion. The implementation of traditional games based on local wisdom is empirically proven to

significantly reduce online game addiction levels in elementary school students

Keywords: Traditional games; local wisdom; online gaming addiction; fifth-grade students; elementary

education.
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Introduction

Play is a fundamental component of child development because it supports motor
competence, social interaction, emotional regulation, and cognitive growth. However, rapid
technological development has shifted many children’s recreational activites from actve and
socially interactive play toward screen-based entertainment (Chiang et al, 2026; Moore, 2020;
Render et al, 2025; T.-C. Wang et al, 2026). Excessive online gaming may develop into
problematic behavior characterized by impaired control over gaming, prioritization of gaming
over other activities, and continued participation despite negative academi@y social, or
psvchological consequences (Cinar & Hassani, 2026; Hasan, 2025; Mokmin et al., 2025;
Purwanto et al, 2025; Riyadi et al., 2025). This issue is increasingly relevant among elementary
school students, whose self-regulation abilities are stll developing (Moura et al., 2024; Sharma,
2025; C. Wang et al., 2023),

Previous studies have identified several adverse consequences of excessive online gaming
among school-aged children. Online gaming addiction has been associated with reduced learning
motivation, neglected school assignments, and diminished interest in classroom activities (Futhira
et al, 2024; Grosse, 2007; Suriad, 2025; Uraipong et al., 2025). Higher gaming intensity has also
been linked to poorer concentration (Donnelly et al., 2016; Kuswovo et al., 2017; Phyweal Activity,
Fitness, Cognitive Function, And..., 2024; Purnomo & Yendrizal, 2020), lower academic performance,
emotional instability, limited social interaction, and behavioral problems (Chiang et al., 2020;
Guarnieri et al., 2025; Mulya et al,, 2025; T'.-C. Wang et al., 2026). These findings demonstrate the
urgency of providing practical school-based interventions that can redirect children from
prolonged screen exposure toward physically active and socially meaningful activities.

Traditional games may provide an appropriate educational alternative because they
combine physical movement, enjoyment, cooperation, communication, and face-to-face
interaction. Group-based traditional games can strengthen children’s social participation while
offering an attractive substitute for gadget use (Basuki et al, 2021; Subhan, 2022). Their
movement patterns, including running, jumping, pulling, and changing direction, may also
promote motor coordination and active engagement (Cinar & Hassani, 2026; Kumar et al., 2025;
Sukmanawati & Suherman, 2025; Uraipong et al., 2025). Moreover, repeated participation in
traditional games can support interpersonal intelligence, emotional management, teamwork,
sportsmanship, and self-regulation {Graham, 2025; Moore, 2026; Padilla et al., 2025; Uraipong et
al., 2025).

Traditional games are particularly valuable when grounded in local wisdom. Beyond
providing recreation and physical activity, they transmit cultural values such as mutual
cooperation, solidarity, responsibility, fairness, and respect for others Integrating these games
into school activities may therefore generate dual benefits (BuluBaan et al., 2025; Cinar &
Hassani, 2026; Kurniati et al., 2025; Maulana et al, 2025). reducing children’s dependence on
online games while strengthening their social character and cultural identity. Schools provide a
strategic setting for such interventions because they can offer structured, supervised, and
developmentally appropriate activities that balance smdents’ physical, social, and emotional
needs.

Initial observations at SDN 70 Tolotongga indicated that many fifth-grade students
spent approximately 4-5 hours per day playing online games, particularly Mobike Legends and Fiee
Fire. Teachers also observed reduced classroom concentration, delayed assignment submission,
and limited peer interaction during recess. These conditions indicate an immediate need for an
enjovable and contextually relevant intervention. Accordingly, traditional games such as hide-and-
seek, bentengan, and wmg-of-war were selected to redirect students’ attention from screens toward
active, cooperative, and cul  meaningful play.

Although previous studies have demonstrated the benefits of traditional games for
children’s motor, social, emotional, and character development, most have focused on general
developmental outcomes. Empirical research directly testing local wisdom-based traditional
games as a structured intervention for reducing online gaming addiction among elementary
school students remains limited. This represents a portant research gap. The novelty of the
present study lies in positioning culturally rooted traditional games not merely as learning or
cultural-preservation activities, but as a targeted school-based intervention for problematic online
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gaming, Therefore, this study aimed to examine changes in online gaming addiction among fifth-
grade students at SDN 70 Tolotongga before and after participating in a local wisdom-based
traditional-game intervention.

ﬁateﬂals and Methods

Study Design

gﬁs study employed a quantitative approach using a one-group pretest—posttest design.
ne group of participants was assessed before and after receiving a local wisdom-based

traditional-game intervention. The design was represented as follows:

O—X—0 where O1

represents the pretest measurement of online gaming addiction, X represents the
local wisdom-based traditional-game intervention, and O
2 represents the posttest measurement. Changes
Study Participants

The intervention was conducted over four weeks, with two sessions per week,
resulting in eight sessions. Each session lasted approximately 60 minutes and included a
warm-up, an explanation and demonstration of the game rules, group gameplay, and a
cool-down. The intervention incorporated three traditional games commonly played in
Bima, West Nusa Tenggara: hide-and-seek, Benfeng (fortress game), and tug-of-war. These
games were selected because they involve physical activity, cooperation, communication,
competition, and direct social interaction.

Online gaming addiction was assessed before and after the intervention using an
adapted Game Addiction Scale questionnaire. The instrument measured behavioral
indicators associated with problematic gaming. The same questionnaire and
administration procedures were applied during the pretest and posttest to maintain
measurement consistency.

Study Organization

The study was conducted in three stages: pre-intervention assessment, implementation
of the intervention, and postintervention assessment. During the first stage, participants
completed an online gaming addiction questionnaire adapted from Kimberly Young’s theoretical
framework. The questionnaire was administered under the same conditions to all participants to
obtain baseline data on their online gaming behavior.

The intervention was implemented over four weeks, with two sessions per week,
resulting in eight sessions. Each session lasted approximately 60 minutes and consisted of a
warm-up, an explanation and demonstration of the game rules, group gameplay, and a cool-
down. The program included three traditional games commonly played in Bima, West Nusa
Tenggara: hide-and-seek, Bewfeng (fortress game), and tug-of-war. These games were selected
because they promote physical activity, cooperation, communication, competition, and direct
social interaction. All sessions were conducted in groups under researcher supervision to ensure
safety and consistency of implementation.

Following completion of the intervention, the same questionnaire was administered as a
posttest using procedures identical to those applied during the pretest. The pretest and posttest
scores were subsequently compared to determine changes in students’ online gaming addiction
levels after participation in the traditional-game program.

Statistigal Analysis

gescriptive statistics, including the mean, st@fflard deviation, minimum, and
maximum values, were calculated to summarize the pretest and posttest scores. The
normality of the difference scores was examined using the Shapiro—Wilk t@g because the
sample congfted of fewer than 50 participants. If the difference scores were normally
distributed, a paired-samples 7 test was used to examine the difference between the
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pretest and posttest scores. If the normality assumption was not satisfied, the Wilcoxon
signed-rank test was applied. Statistical significance was established at p < .05. An
appropriate effect-size estimate was also calculated to determine the magnitude of the
observed change.

Results
The mean online gaming addiction score decreased from 82.39 * 5.71 before the
intervention to 41.67 * 3.83 after the intervention, representing a mean reduction of
40.72 points (Table 1).
Table 1. Descriptive statistics for online gaming addiction scores

Measurement N Mean SD Minimum Maximum
Pretest 18 82.39 5.71 72 92
a:ttest 18 41.67 3. 35 50

e Shapiro—Wilk test indicated that the pretest (IFF = 0.978, p = .923) and

posttest scores (W = 0.973, p = .848) did not significantly deviate from a normal
distribution (Table 2).
Table 2. Shapiro—Wilk normality test

Measurement W df P Interpretation
Pretest 0.978 18 923 rmal
%’nsttest 0.973 18 .848 ormal
e paired-samples / test showed a statistically significant difference between the

pretest and posttest scores, with a mean reduction of 40.72 points, #(17) = 56.741, p <
001 (Table 3). Thus, students reported substantially Iggver online gaming addiction
scores following the local wisdom-based traditional-game intervention.

Table 3. Paired-samples / test results

Comparison Mean difference SD of difference t df p
Pretest—posttest 40.72 3.045 56741 17 <.001
5 Note: Eecause the study used a one-group design without a control group, the

results indicate a significant within-group reduction but should not be interpreted as
definitive evidence of causality.

Discussion

This study found a substantial reduction in online gaming addiction scores
among fifth-grade students following four weeks of local wisdom-based traditional
games. The mean score decreased from 8239 to 41.67, and the pretest—posttest
difference was statistically significant. These findings indicate that students reported
considerably f@ger problematic gaming behaviors after participating in the intervention.
Nevertheless, because the study employed a one-group pretest—posttest design, the
observed reduction should be interpreted as a within-group change rather than definitive
evidence of a causal effect.

The improvement may be explained by the characteristics of the intervention.
Hide-and-seck, Benfeng, and tug-of-war provided students with enjoyable alternatives to
online gaming while involving physical movement, teamwork, competition,
communication, and face-to-face interaction. These activiies may have redirected
students’ attention from screen-based entertainment toward active participation in real-
world social settings. Traditional games can also provide positive emotional experiences
and opportunities to develop cooperation and communication, thereby reducing
children’s dependence on gadgets (Ji, 2025; Kuswoyo & Shareef, 2025; Negara &
Jamilah, 2025; Usyor & Labolo, 2025).
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The findings are consistent with studies demonstrating the avelnpmental value
of traditional games. (Aliriad et al., 2024gfinar & Hassani, 2026; Mo et al., 2024; Sunanto
et al., 2024) reported that interactive traditional games support children’s social and
emotional development, whereas emphasized their contribution to cooperation,
communication, and emotional management. Traditional games involving running,
jumping, pulling, and rapid changes of direction may also stimulate motor coordination
and active engagement (Kurniawan et al., 2021). These combined physical, social, and
emotional experiences may help explain the reduction in online gaming addiction scores
observed in the present study.

The integration of local wisdom adds further educational significance. graditional
games are not merely recreational activities but also transmit cultural values such as
mutual cooperation, solidarity, responsibility, fairness, and respect. Previous research has
indicated that local wisdom-based games can strengthen children’s character, social
relationships, and cultural identity (Guo, 2025; Sukmanawati & Suherman, 2025; Triyatno
et al., 2025). Therefore, the intervention may have provided a culturally meaningful form
of active recreation that competed successfully with the immediate enjoyment offered by
online games.

From a practical perspective, schools may incorporate supervised traditional-
game sessions into physical education lessons, recess activities, or extracurricular
programs. Teachers and parents should also collaborate to establish reasonable gaming
limits and provide children with accessible alternatives involving physical activity and
peer interaction. Traditional games are particularly suitable for schools with limited
resources because they require minimal equipment and can be adapted to local
environments.

Several limitations should be considered. The study included only 18 students
from one school, used no control group, and evaluated outcomes immediately after a
relatively short intervention. The findings may also have been influenced by self-report
bias, repeated questionnaire administration, parental supervision, or other behavioral
changes occurring during the study. Future research should include larger and more
diverse samples, a control or comparison group, validated measures of gaming addiction,
objective records of gaming duration, and longer follow-up periods. Examining
intervention adherence and identifying which traditional games produce the greatest
behavioral benefits would further strengthen the evidence for culturally grounded
approaches to reducing problematic online gaming.

Conclusions

Local wisdom-based traditional games were associated with a significant
reduction in online gaming addiction scores among fifth-grade students at SDN 70
Tolotongga. The mean score decreased from 8239 to 41.67 after the four-week
intervention (p < .001). These games may therefore be incorporated into school activities
as an enjoyable, culturally relevant alternative to excessive online gaming. Further
controlled studies with larger samples and longer follow-up periods are recommended to
confirm their effectiveness.
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