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Dance education in elementary schools has considerable potential to
foster creativity, cultural awareness, and collaboration; however,
pedagogical models that systematically integrate traditional games
into creative dance learning remain limited. This study aimed to
develop and validate a traditional game-based creative dance
pedagogy that promotes embodied learning and culturally responsive
teaching. A Design-Based Research (DBR) approach was employed

through iterative cycles of analysis, design, implementation, reflection,

and refinement in an authentic classroom setting. The study involved
one dance teacher and 24 fourth-grade students at an Indonesian
elementary school. Data were collected through classroom

Article history:

Received 2025-11-05
Revised 2026-04-11
Accepted 2026-06-29

observations, semi-structured interviews, reflective journals, video
documentation, and performance assessments, and analyzed using
thematic analysis supported by triangulation, member checking, and
peer debriefing. The findings demonstrate that traditional games,
including engklek, oray-orayan, and sondah, effectively functioned as
movement stimuli that enhanced students’ creativity, collaboration,
confidence, and cultural meaning-making. Across iterative learning
cycles, students progressed from movement imitation to
improvisation and composition, indicating the emergence of
embodied and deep learning. The study produced a validated
Traditional Play-Based Creative Dance Pedagogy model that
integrates cultural practices, creative movement exploration,
collaborative reflection, and teacher-guided learning. The proposed
model extends embodied learning and culturally responsive pedagogy
by positioning traditional games as pedagogical resources for creative
dance education. It provides a transferable framework for integrating
local cultural heritage into arts education while supporting more
meaningful, inclusive, and contextually grounded learning
experiences.

This is an open access article under the CC BY-NC-SA license.

@050

Corresponding Author:
Trianti Nugraheni
Universitas Pendidikan Indonesia, Bandung, Indonesia; rivaldi_indra@upi.edu

1. INTRODUCTION

Art education, particularly dance education, plays a vital role in shaping students’ cognitive,
emotional, social, and cultural development from an early age. As a form of aesthetic expression and
non-verbal communication, dance not only supports creativity but also serves as a medium for
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internalizing cultural and social values that form the foundation of a community’s collective identity
(Payne & Costas, 2020; Sunaryo et al., 2023).In a global context, dance education has evolved beyond
mere physical activity toward a pedagogical approach emphasizing embodied learning, where learning
is understood as the holistic engagement of the body, mind, and emotion. This shift highlights the
importance of meaningful, experiential, and culturally grounded learning in arts education, positioning
dance not only as an artistic practice but also as a transformative educational medium.

However, despite these global developments, the implementation of dance education in many
formal contexts remains limited. In Indonesia, dance education continues to face challenges in
integrating pedagogical approaches that align with the social and cultural realities of learners. The
Merdeka Curriculum, which highlights project-based learning, offers opportunities for arts education
to emphasize creativity, collaboration, and cultural reflection. However, at the implementation level,
dance learning in elementary schools often remains oriented toward movement reproduction rather
than creative exploration that fosters imagination and cultural understanding (El-Sherif, 2016; Haidar
et al., 2024; Umah, 2020). This condition is further compounded by limited resources and the lack of
teacher competence, as many educators do not have a dance background, causing dance materials to
be subordinated under general arts education. Consequently, the potential of dance as a medium for
meaningful and transformative deep learning has not been fully utilized within Indonesia’s primary
education system.

Existing studies have shown that dance can contribute significantly to students” motor, cognitive,
and socio-emotional development, yet its pedagogical potential is not always fully realized in
classroom practice. Teachers often lack adequate training to implement creative dance approaches
effectively, leading to a disconnect between theoretical potential and classroom realities (Engdahl et al.,
2024; Morgan, 2018; Yamashita et al., 2021; Zhang et al., 2021). One promising solution highlighted in
the literature is the integration of traditional games as pedagogical resources for creative dance
learning. Studies indicate that traditional games can stimulate imagination, spontaneous movement,
and social interaction, providing a natural foundation for embodied learning processes (Saearani et al.,
2024). Traditional games such as engklek, oray-orayan, and sondah function not only as physical activities
but also as media for understanding cooperation, social interaction, and leadership, which can be
transformed into creative movement exploration (Lee, 2021; Martadi & Sampurno, 2025; Restrepo-
Widney & Sembiante, 2023).

However, what remains insufficiently addressed is how these elements can be systematically
integrated into a coherent pedagogical model within formal education settings. While previous studies
have explored creative dance, traditional games, or movement-based learning independently, there is
still a lack of an integrated framework that combines these components into a structured pedagogical
model. This reveals a clear research gap in developing a design-based model that integrates traditional
games, creative dance pedagogy, and deep learning within elementary education contexts.

To address this gap, this study develops a Traditional Play-Based Creative Dance Pedagogy model
using a Design-Based Research approach. The novelty of this study lies in its interdisciplinary
integration of cultural heritage, movement-based learning, and reflective pedagogy within a structured
design framework. This study contributes by providing a pedagogical model that integrates local
cultural practices, embodied learning principles, and creative exploration into a unified system. The
model is designed to support students’ creativity, collaboration, and cultural understanding through
meaningful movement experiences, while also strengthening the role of dance as a medium for deep
learning.

This study is guided by the following research objectives:

1) To develop a traditional game-based creative dance learning model for elementary education.

2) To examine how traditional games can function as movement stimuli in fostering creativity
and collaboration.

3) To analyze the role of the model in supporting deep learning through exploration,
improvisation, and reflection.
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2. METHODS
2.1 Research Approach

This study employed a Design-Based Research (DBR) approach to develop and refine a
traditional game-based creative dance learning model for elementary education. DBR was selected
because it enables iterative integration between theoretical frameworks and practical implementation
within authentic classroom settings (Bhattacharya et al., 2024; Martini & Datt, 2022; Naghshbandi,
2022).

2.2 Location and Participants

The research was conducted at SD Negeri Karamat Randu, Sukabumi City, which was
purposively selected due to its art learning practices that predominantly emphasize appreciation rather
than creative production. The participants consisted of one dance teacher and 24 fourth-grade students
aged 9-10 years. The student group included 13 female and 11 male students. The teacher acted as a
collaborative partner in designing and implementing the learning process, while the students served
as the primary subjects in movement exploration, improvisation, and creative dance composition based
on traditional games.

2.3 Data Collection Techniques

Data were collected through participatory observation, semi-structured interviews with the
teacher, video documentation, student learning journals, and performance-based assessments.
Observations focused on classroom interaction, student engagement, and movement exploration
processes. Interviews were conducted to capture the teacher’s pedagogical reflections and evaluation
of the learning model. Video analysis was used to identify patterns of movement development and
improvisation. Student journals documented reflective learning experiences, while performance
assessments were conducted using criteria related to creativity, coordination, and cultural expression.

2.4 Instrument Validity and Reliability

To ensure the credibility of the data, instruments were developed based on relevant theoretical
frameworks, including embodied learning and creative dance pedagogy. Content validity was
established through expert judgment involving two dance education specialists who reviewed the
observation guidelines, interview protocols, and assessment rubrics. Reliability was strengthened
through consistent data collection procedures and cross-validation across multiple data sources.

2.5 Data Analysis

Data were analyzed qualitatively using a thematic analysis approach. The analysis followed
several stages, including data reduction, open coding, categorization, and theme development. First,
raw data from observations, interviews, and journals were transcribed and organized. Second, open
coding was conducted to identify meaningful units related to creativity, collaboration, and cultural
understanding. Third, codes were grouped into categories, which were then synthesized into broader
themes. The findings were interpreted through reflective triangulation across data sources. To enhance
trustworthiness, member checking was conducted with the teacher, and peer debriefing was carried
out with experts in dance education.

2.6 Research Procedure

The research procedure followed the DBR model proposed by McKenney and Reeves (2019),
consisting of four main stages: analysis of practical problems, design and development, iterative
testing, and reflection with theory refinement. The study was conducted over four weeks, with three
iterative learning cycles implemented in the classroom. Each cycle consisted of one to two learning
sessions of approximately 90 minutes.
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In the first stage, analysis of practical problems was conducted through classroom observation
and teacher interviews to identify existing challenges in dance learning. The second stage involved the
design and development of the learning model, which integrated traditional games such as engklek
and oray-orayan, and was grounded in embodied learning principles and culturally responsive
pedagogy (Chapman-Hilliard & Parker, 2022; Chicho, 2021; Melchior, 2011). The third stage consisted
of iterative testing using three cycles of implementation following the plan-act-observe-reflect
framework. Each cycle involved planning the lesson, implementing the learning activities, observing
student responses, and reflecting on the outcomes to refine the model. The final stage focused on
reflection and theory refinement, where the researcher and teacher collaboratively evaluated the
effectiveness of the model in terms of cognitive, affective, and psychomotor development. This process
resulted in the formulation of the Traditional Play-Based Creative Dance Pedagogy model adapted to
the Indonesian elementary education context.

2.7 Ethical Considerations

This study adhered to ethical research standards. Informed consent was obtained from the
school, the participating teacher, and the students’ parents. Participants’ identities were kept
confidential through anonymization in all data records and reports. The research ensured that all
activities were conducted in a safe, respectful, and educationally appropriate environment.

3. FINDINGS AND DISCUSSION
3.1 Findings
3.1.1 Traditional Games in Creative Dance Learning

This study demonstrates that Indonesian traditional games such as engklek, oray-orayan, and sondah
function as movement stimuli in creative dance learning in elementary schools. Each game contributed
specific movement characteristics. Engklek emphasized balance and coordination through one-legged
hopping patterns. Oray-orayan supported group synchronization and rhythmic coordination. Sondah
contributed to spatial awareness and floor pattern organization in group formations.

Figure 1. Students Performing the Oray-orayan Game

The transformation of game elements into dance components followed three observable stages:
observation, adaptation, and improvisation. Students first reproduced movements from the games,
then modified them into structured rhythmic sequences, and later developed expressive variations. The
transformation process is summarized in Table 1.

Table 1. Transformation of Traditional Games into Dance Elements

Traditional Game Movement Characteristics Dance Elements Developed

Engklek One-legged hopping Balance, rhythm, coordination
Oray-orayan Group snake-like motion Synchronization, group choreography
Sondah Spatial stepping patterns Floor patterns, spatial awareness

Classroom observations showed that students were more active and engaged when traditional
games were used. Students participated in movement exploration and demonstrated spontaneous
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interaction. One student wrote in a learning journal, "I like dancing because it feels like playing with
my friends." Another student noted, "The game helps me remember the movements better." These
excerpts indicate increased engagement and motivation during the learning process. During reflection
sessions, students were able to identify cultural meanings embedded in their movements, such as
cooperation and togetherness. One student stated in an interview, "We worked together like in the
game when we made the dance." These responses show that students connected movement experiences
with social values.

3.1.2 Student Engagement in Game-Based Dance Learning

Student engagement increased across four learning sessions. In the first session, several students
appeared hesitant and required guidance. In subsequent sessions, students demonstrated increased
participation, collaboration, and confidence. During the Navigation stage, students were able to imitate
movements but often showed uncontrolled energy. By the Googling, Knitting, and Validation stage,
students began to regulate their movements and engage in structured improvisation. In the final session
(Locking and Presenting), all groups successfully presented their dance compositions (Sunaryo,
Hapidzin, Dyani, et al., 2024; Sunaryo, Hapidzin, Jaohari, et al., 2024).

Figure 2. Creative Process in Transforming Game Elements into Dance Components

Student journals and observations provide evidence of increased engagement. One student wrote,
"At first I was shy, but now I am brave to perform." Another noted, "We made movements together and
it was fun." These excerpts indicate changes in confidence, collaboration, and emotional involvement.

The findings indicate that implementing a deep learning approach in dance education encourages
students not only to memorize movements but also to understand the meanings and values behind
them. This process involves bodily reflection, meaning exploration, and group collaboration. Within
this context, the embodied learning approach, plays a key role, allowing students to learn directly through
bodily experiences. For instance, during improvisation activities, students learned to connect emotions
with movement, understand spatial patterns, and create new forms of motion based on their own
experiences.

The shift from imitation-based to improvisation and composition-based learning emerged as one
of the key achievements of this study. Initially, students tended to imitate the teacher’s movements, but
after several sessions, they began to explore and create variations independently. This aligns with Hsia
& Sung (2020), who found that reflective approaches in dance education enhance students’ self-
awareness and independent thinking. Moreover, the use of creative problem-solving strategies in
group activities proved effective in developing students’ critical and collaborative thinking skills
(Purvis, 2021; Whatley, 2022). Students who were initially passive in following instructions began to
take initiative in leading, adapting movements, and coordinating their peers.
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Students’ cognitive and affective aspects also developed significantly. Cognitively, they showed
improved ability to recognize movement patterns, understand tempo, and connect cultural themes to
the dances they created. Affectively, they demonstrated greater confidence, cooperation, and empathy
in group interactions. That expressive dance activities can enhance students’ creativity, emotional
engagement, and social relationships. Overall, deep learning-based dance education enables a
reflective, meaningful, and personality-oriented learning process (Hendrawan et al., 2023; Liu et al.,
2024; Lolotandung et al., 2025).

3.2 Discussion
3.2.1 Integration of Traditional Games as a Pedagogical Strategy in Dance Education

The findings indicate that traditional games such as engklek, oray-orayan, and sondah operate as
embodied learning environments rather than merely physical activities. The transformation of jumping
patterns, rhythmic coordination, and spatial arrangements into dance movement reflects how
knowledge is constructed through bodily experience. This directly reinforces the framework of
embodied learning, where cognition emerges through the integration of movement, perception, and
social interaction. In this study, students did not only perform movements but learned through the
body as a site of meaning-making, demonstrating that dance learning becomes experiential rather than
reproductive.

This finding also strengthens the application of culturally responsive pedagogy (CRP), as learning
was grounded in students’ cultural context. Unlike conventional dance instruction that often relies on
decontextualized imitation, the use of traditional games positioned students’ lived cultural experiences
as legitimate knowledge sources. Compared to Kosma et al. (2020), who emphasize cultural relevance
in physical education, this study extends CRP into creative dance by demonstrating how cultural
practices can be transformed into choreographic structures, not merely contextual references (Kosma
et al., 2020).

When compared with previous studies, this research both confirms and extends existing findings.
Studies by Fitri et al. (2020) and Purwanto et al. (2025) confirm that traditional games foster cooperation
and social values (Fitri et al., 2020; Purwanto et al., 2025) . However, this study advances those findings
by showing how these values are operationalized within choreographic processes. Rather than
remaining at the level of social interaction, cooperation and empathy became compositional principles
that shaped group choreography. This indicates a shift from value transmission to value embodiment
in artistic practice (Hauw & Halafoff, 2025) .

Similarly, research in physical education highlights improvements in motor skills and physical
fitness. This study confirms those outcomes but contributes new insight by demonstrating that motor
patterns from traditional games can be recontextualized as aesthetic and expressive elements in dance
(Aliriad et al., 2024; Appiah et al., 2023; Fitri et al., 2020; Russo et al., 2025). The analytical contribution
here lies in identifying the transformation pathway from motor skill development to artistic
composition, which has been underexplored in previous international studies.

Comparatively, studies from Peru emphasize the socio-cultural benefits of traditional play,
particularly in early childhood contexts (Frawley, 2013). While those studies focus on developmental
outcomes, this research adds a pedagogical dimension by showing that teacher-mediated design is
crucial in translating play into structured learning. The co-design process between teacher and
researcher in this study highlights that cultural resources do not automatically become pedagogical
tools; they require intentional transformation through instructional design. This represents a key
distinction from prior studies that treat traditional games as naturally educational.

From a pedagogical perspective, the findings partially align with the Teaching Games for
Understanding (TGfU) model (Dania, 2025), particularly in emphasizing contextual and meaning-
based learning. However, this study extends TGfU by integrating creative dance processes such as
improvisation and composition. While TGfU focuses on understanding game structures, this model
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demonstrates how game structures can evolve into artistic creation. Thus, the novelty lies in bridging
game-based pedagogy with choreographic pedagogy (Barr & Risner, 2023; Mabingo, 2015; Riley, 2023).

Despite these contributions, the findings also reveal structural challenges. Consistent with cross-
national research, teacher competence remains a critical factor in implementation. Unlike studies that
identify this as a limitation, this research provides evidence that collaborative design and iterative
refinement can mitigate this issue. This suggests that professional development should not only focus
on training but also on participatory design practices involving teachers.

In the Indonesian context, the findings confirm previous research (Martadi & Sampurno, 2025)
regarding the importance of culturally grounded arts education. However, this study contributes a
more explicit pedagogical model that operationalizes cultural content into learning sequences. The
integration of kaulinan barudak into structured dance learning demonstrates a concrete pathway for
embedding local culture into formal curricula, addressing the gap between policy and classroom
practice.

3.2.2 Theoretical Implications for Arts Education and Culturally Based Learning

This study strengthens the theoretical linkage between embodied cognition, arts-based learning,
and culturally responsive pedagogy. The findings show that bodily engagement in traditional games
functions as a cognitive process, supporting the argument that learning is not solely mental but also
physical and social. Compared to Rosala and Budiman (2020), who emphasize cultural understanding,
this study advances the discussion by demonstrating how cultural knowledge is constructed through
movement creation rather than passive reception (Rosala & Budiman, 2020).

From a cultural pedagogy perspective, the study confirms that context-specific approaches
enhance learning relevance (Charbonneau et al., 2023; Davis & Subramaniam, 2026; Lestari et al., 2024).
However, the novelty lies in demonstrating that cultural practices can be transformed into creative
processes, not only instructional content. The use of traditional games illustrates how community
knowledge can be recontextualized into academic settings without losing its meaning, offering a model
for culturally sustaining pedagogy in practice.

The findings also contribute to the discourse on creativity and problem-solving in arts education.
While Polska and Konovalova (2021) highlight the role of traditional techniques in fostering creativity,
this study provides empirical evidence of how creativity emerges through collaborative improvisation
and movement negotiation (Polska & Konovalova, 2021). The analytical contribution is the
identification of creative agency as a collective and embodied process rather than an individual
cognitive skill.

In relation to interdisciplinary arts education, this study reinforces the role of community-based
knowledge in shaping educational practices (Poduval et al., 2022; Stone, 2023; Zhou & Bakhir, 2024).
However, it advances the discussion by proposing a structured pedagogical model that connects local
practice with global discourse. The Traditional Play-Based Creative Dance Pedagogy model represents
a contextual contribution from Southeast Asia, addressing the underrepresentation of non-Western
pedagogical frameworks in dance education research (Jusslin & Hoglund, 2020; Masunah et al., 2020;
Vasilopoulos & Dumontheil, 2025).

Finally, the study highlights the role of dance as a medium for cultural literacy and creative
agency. Dance contributes to multidimensional student development. However, this study adds that
cultural literacy is actively constructed through movement creation. Students do not only interpret
culture but produce cultural meaning through embodied expression. This distinction marks a shift from
consumption-based to production-based cultural learning, positioning dance as a central component in
contemporary education.

4. CONCLUSION

This study concludes that the integration of traditional games such as engklek, oray-orayan, and
sondah into creative dance learning contributes significantly to the development of students” motor,
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social, and cognitive skills in elementary education. Through a Design-Based Research approach, the
findings demonstrate that traditional games can be systematically transformed into pedagogical
resources that support creative movement, collaboration, and cultural meaning-making. The learning
process enabled students to move beyond imitation toward improvisation and composition, indicating
the emergence of deep learning through embodied experience. The findings also contribute to the
advancement of arts education theory by strengthening the relationship between embodied learning
and culturally responsive pedagogy. The proposed Traditional Play-Based Creative Dance Pedagogy
model shows that cultural knowledge is not only transmitted cognitively but constructed through
bodily experience and creative practice. Unlike previous studies that position traditional games
primarily as tools for motor or social development, this research highlights their function as
choreographic and epistemic resources, offering a more integrated pedagogical framework within the
Southeast Asian context.

From a practical perspective, the study highlights the importance of teacher capacity in
implementing culturally grounded dance learning. Teachers play a crucial role in transforming
traditional games into structured learning experiences through facilitation, reflection, and iterative
design. The integration of simple digital tools for documentation and reflection also presents
opportunities to support students’ creative processes and continuous learning. However, this study has
several limitations. The research was conducted in a single elementary school with a relatively small
sample size, limiting the generalizability of the findings. The duration of the intervention was relatively
short, and the reliance on qualitative data may not fully capture measurable learning outcomes across
broader contexts. Future research is recommended to examine the scalability of this model across
different educational levels, including secondary and higher education. Further studies using
quantitative or mixed-method approaches are needed to measure its impact on creativity, cultural
literacy, and collaboration. In addition, cross-cultural research can explore how similar pedagogical
models may be adapted in diverse cultural contexts, while future work may also investigate the
integration of digital technologies to enhance embodied learning and creative reflection in dance
education.
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