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Abstract 

 

Traditional games are one of the Indonesian cultural that are full of local values. The values 

of local wisdom reflect the values, knowledge, and practices that are passed down from 

generation to generation and show the cultural identity of the local area that is constructively 

able to face increasingly dynamic global developments. The rapid development of technology 

poses challenges for everyone to be adaptive and to provide solutions in responding to every 

change and problem that has never been faced before. The integration of local wisdom of 

traditional games in learning can be a learning innovation that strengthens students' character 

as a provision to face global challenges. The aim of this research is to explore the use of 

traditional games in a game-based learning approach as a way of integrating local wisdom 

with character education. This research employed a literature review using ScienceDirect and 

Google Scholar search engine. The review includes 27 articles published in 2014-2024. The 

study found four study themes, namely Game-Based Learning (GBL); Traditional Games; 

Local Wisdom Approach in Learning, and Strengthening Character Education. The use of 

traditional games in learning includes aspects of physical and spiritual health, child growth 

and development, as well as religious values, integrity, collaboration, sportsmanship, 

togetherness, responsibility, and others that are positive in forming children's character. 
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Introduction 

 

The rapid expansion of the modern era poses challenges in the field of education, 

necessitating innovations in learning methods. According to the Organization for Economic 

Co-operation and Development (OECD), we are currently confronted with mega-challenges 

such as climate change, the impact of Artificial Intelligence (AI) and technological 

innovations, mass migration, and global taxation. The education sector faces significant 

challenges in designing learning experiences to prepare students for jobs that have never 

existed, the use of technologies that have never been encountered before, or solving social 

problems that were previously unimaginable (Taguma & Frid, 2024). Curriculum adaptation 

is essential to ensure alignment between educational content and the demands of society, 

which are influenced by technology (Asmayawati et al., 2024). The integration of local 

wisdom can serve as a strategy for empowering character education and act as an educational 

innovation by optimizing educational institutions as facilitators of this innovation. Internal 

institutions that can support the implementation of educational innovation include students, 

teachers, and management teams (Sánchez & Gutiérrez-Esteban, 2023). This integration of 

local wisdom can be a step toward aligning local wealth to face global society. 

 

The rapid technological advancements in recent years have led to an increased need for 

students to develop lifelong learning skills that will enable them to adapt to the workforce 

(Smith et al., 2022). Students must develop skills such as critical thinking, problem-solving, 

creativity, active learning, collaboration, and teamwork to live and work in the future 

(Videnovik et al., 2024). In response to these needs, teachers need to prepare adaptive 

pedagogical strategies to spark students' interest, motivation, and enthusiasm for learning. 

Teachers, as educators, can use Game-Based Learning (GBL) strategies, especially for digital 

native generations who are characterized by relatively short attention spans and a preference 

for exploration over traditional lecture-based learning. Several studies on GBL show that this 

strategy, which incorporates game concepts into education, and the integration of traditional 

games, can influence the formation of character traits such as discipline and honesty (Atmaji, 

2019; Liu et al., 2020; Winardy & Septiana, 2023). Local wisdom embedded in traditional 

games in Indonesia carries moral values that equip students with social skills such as working 

together in teams and facing rapidly evolving global challenges. Traditional game experts 

Mohamad Zaini Alif and the Hong Community have researched 2,600 traditional games 

across Indonesia, and these games play a significant role in promoting moral values, 

teachings, attitudes, beliefs, norms, and behaviors that are deeply embedded in the societal 

belief systems (Alif & Community, 2023). This local wisdom can significantly contribute to 

character education through learning. 

 

Special attention to character education is necessary to ensure that students have a strong 

identity to face the increasingly competitive global environment. Character education serves 

as the foundation of a nation, in building individuals who are creative, religious, innovative, 

and have a broad national perspective (Arif et al., 2023). The character developed is expected 

to address educational problems in Indonesia, such as bullying, sexual harassment, 

intolerance, and mental health issues (Juliansen et al., 2024; Septiana & Afifah, 2022). These 

issues faced by Indonesian youth must be urgently addressed as this generation is expected to 

be the golden generation and demographic bonus for Indonesia’s future. Therefore, the 

urgency of this research on educational innovation through GBL with traditional games 

becomes an effort to strengthen character education with local wisdom that can be used to 

face increasingly complex issues. This effort aims to create a sustainable lifestyle, uphold 

human rights, promote gender equality, support peace and anti-violence campaigns, and build 



global citizenship and multiculturalism principles while considering cultural contributions to 

sustainable development (Bappenas, 2024). 

 

Method 

 

Research Approach 

 

This study employed a qualitative approach with a literature review methodology. A literature 

review aims to map and analyze the existing intellectual domains and determine the research 

questions for further development of the existing body of knowledge (Guler, 2019). The 

intellectual domains covered in this study include the integration of traditional games into 

Game-Based Learning (GBL) in character education. This research focused on reviewing 

scholarly articles published between 2014 and 2024. This approach was chosen because it 

allows the researcher to understand and summarize trends, findings, and gaps in the existing 

literature, which can help formulate relevant learning strategies in the current context. 

 

The data sources for this research were scientific articles obtained from two main search 

engines: ScienceDirect and Google Scholar. These search engines were selected for their 

wide access to quality international and national journals that are relevant to the research 

topic. The researcher conducted searches using keywords such as “traditional game in 

education,” “local wisdom in education,” and “character education.” A total of 27 articles 

considered relevant to the research topic were selected for in-depth analysis. 

 

The data collected from the 27 articles were analyzed using thematic analysis. This analysis 

aimed to identify the main themes emerging from the articles and determine the relationships 

between these themes. The process of analysis involved several steps: initial reading, 

grouping themes, and data synthesis. 

 

Findings and Discussion 

 

Findings 

 

Based on the findings from the 27 selected articles, this study identified four major themes: 

Game-Based Learning (GBL), Traditional Games, the Local Wisdom Approach in Learning, 

and Strengthening Character Education. These themes are explained in detail as follows: 

 

Game-Based Learning (GBL) 

 

The concept of "games" should be understood as an existential phenomenon, as play is 

inseparable from human culture and represents an activity that does not produce a product 

(either material or ideal), except in business games and design (Shalaev et al., 2019). This 

explanation underlines that games can also be used in education as a strategy to achieve 

educational goals. The concept of play in learning is known as the Game-Based Learning 

(GBL) approach. Learning through games is one of the oldest and most effective pedagogical 

ideas, based on the use of video games and game-related elements such as reality, content, 

subjects, and visuals in the educational process (Liu et al., 2020; Raybourn, 2014; Ucus, 

2015). The literature related to GBL is summarized in Table 1 below. 

 

 

 



Table 1 

Major Potential Issues Associated With GBL 
No Author Country Research Focus Research Result 

1 (Mansoor & 

Nugraha, 

2021) 

Indonesia An effort to preserve one of 

traditional scripts that exist in 

Indonesia 

Educational games with the 

memory game genre can help 

improve children's mastery of 

the lontara script 

2 (Pramono et 

al., 2021) 

Indonesia The implementation of 

thematic games for children's 

education 

The efficiency of the game 

showed that there was an 

increase in child socio-

physical expertise and skills, 

as well as changes in learning 

models for children and 

assessment models by the 

teacher. 

3 (Cheong et 

al., 2014) 

Australia The development of a game-

like learning system 

Students favored social 

interaction, engagement, 

feedback, and increased 

learning, which suggests that 

gamification is particularly 

suited to learning approaches 

such as social constructivism. 

4 (Crocco et 

al., 2016) 

n/a Conducted on the efficacy of 

GBL offer mixed results 

Games increased reported 

enjoyment levels, especially in 

subjects where students 

reported the greatest anxiety 

about learning, and this 

increase in enjoyment 

correlated positively with 

improvements in deep 

learning and higher-order 

thinking. 

5 (Hsiao et al., 

2014) 

Taiwan How different instructional 

strategies (i.e., traditional 

instruction and instruction 

using digital games) affected 

the students’ creativity and 

their performance on manual 

skills 

There were three interesting 

findings related to the use of 

DGBL: (1) the ToES was an 

effective learning tool for 

cultivating the students’ 

creativity; (2) there was a 

positive effect of creativity 

and their performance of 

manual skills; and (3) the 

ToES accelerated the 

improvement of practical 

behaviors regarding manual 

skills 

6 (Huizenga et 

al., 2017) 

Netherlands The perceptions of teachers 

who actually used digital 

games in their teaching and 

investigate what they see as 

the games' effects on learning 

and motivation 

Most teachers who actually 

use games in class perceived 

student engagement with a 

game and cognitive learning 

outcomes as effects of the use 

of games in formal teaching 

settings. Fewer teachers 

mentioned motivational 

effects of learning with digital 

games 

 

 

 



7 (Lester, et 

al., 2014) 

n/a The design of the Crystal 

Island learning environment 

Crystal Island produced 

significant learning gains on 

both science content and 

problem-solving measures. 

Importantly, gains were 

consistent for gender across 

studies 

8 (Hussein et 

al., 2019) 

n/a To classify learning outcomes 

from studies of DGBL 

applications in the area of 

elementary science education 

Promising potential of DGBL, 

particularly in the area of 

content understanding. 

However, the finding of the 

review also suggest that there 

is a need to provide additional 

research in order to gain a 

more comprehensive picture 

of the educational 

effectiveness of DGBL 

9 (Ucus, 2015) Turkey To understand elementary 

school teachers’ views on 

GBL related to elementary 

school courses 

GBL activities were 

exemplified as e-learning 

activities, creative drama 

activities, digital games, 

values education and character 

education. 

10 (Anastasiadi

s et al., 

2018) 

n/a Students’ new needs and 

requirements for more 

interactive and engaging 

learning experiences and 

analyzes the concept and the 

impact of serious games in 

education 

The characteristics and 

features of serious games and 

the significance of motivation 

in students’ learning 

procedure. It analyzes the 

digital game-based learning 

approach and presents some of 

its benefits 

11 (Tokac et al., 

2019) 

n/a The effects of learning video 

games on mathematics 

achievement of PreK-12th-

grade students compared with 

traditional classroom 

instructional methods 

Video games are a slightly 

effective instructional strategy 

for teaching mathematics 

across PreK-12th-grade levels 

12 (Shi & Shih, 

2015) 

Taiwan Macro design concepts that 

elucidates 11 crucial game-

design factors 

clearly define each factor and 

analyze the relationships 

among the 11 factors to 

construct a game-based 

learning design model. Two 

application examples are 

analyzed to verify the 

usability of the model and the 

performance of these factors. 

It can assist educational game 

designers in developing 

interesting games 

 

Several studies mentioned above show that GBL contributes positively to improve students' 

academic achievements, both in cognitive areas and practical skills. GBL has been proven to 

be effective in enhancing content understanding and problem-solving abilities in the context 

of science education and also affects the improvement of mathematics skills, although the 

effect size is moderate (Hussein et al., 2019; Lester et al., 2014; Tokac et al., 2019). The study 

by Hsiao et al. (2014) emphasized that GBL can enhance students' creativity and manual 

skills. GBL is also utilized as culture-based learning and thematic character education, thus 

functioning as a medium for transmitting cultural and national character values (Mansoor & 



Nugraha, 2021; Pramono et al., 2021). Several studies highlight that GBL can increase 

student engagement and motivation through feedback, social interaction, and various 

challenges in the games (Anastasiadis et al., 2018; Cheong et al., 2014; Huizenga et al., 

2017). 

 

GBL has become a transformative tool in education and an innovative pedagogical approach. 

Literature evidence strengthens the notion that GBL is effective in enhancing learning, 21st-

century skills, and student engagement (Liu et al., 2020; Smith et al., 2022; Videnovik et al., 

2024). However, the success of GBL implementation may depend on well-designed games, 

teacher support, and contextualization within the local culture and curriculum (Huizenga et 

al., 2017; Shi & Shih, 2015; Ucus, 2015). 

 

Traditional Games 

 

Traditional games fall within gamification in learning because their implementation involves 

elements of game mechanics, aesthetics, and thinking to attract and motivate students in 

solving specific problems (Liu et al., 2020). Traditional games give children the freedom to 

develop their creativity by making game tools and combining them with materials available 

in their surroundings, such as seeds, shells, and other materials (Rahmawati, 2010). 

Traditional games in learning can serve as an enjoyable alternative to learning and can help 

improve children's mastery of their local culture (Asrial et al., 2022; Mansoor & Nugraha, 

2021). The literature findings in this study are presented in Table 2 below. 

 

Table 2 

Major Potential Issues Associated With Traditional Game 
No Author Country Research Focus Research Result 

1 (Asrial et al., 

2022) 

Indonesia Integrate the traditional games 

of Petak Umpet into learning 

process. 

The integration of traditional 

games in learning can be used 

as an alternative to fun 

learning and in accordance 

with the age of elementary 

school children. 

2 (Hendrowib

owo et al., 

2018) 

Indonesia The implementation of 

character education based on 

traditional games 

Show that the implementation 

of character education based 

on traditional games in the 

three kindergartens is different 

from one another, character 

values are internalized 

through several traditional 

games, namely gobak sodor; 

cublak-cublak suweng; dakon; 

jamuran and engklek or 

sundamanda, character 

education based on workable 

traditional becomes a 

character education model in 

kindergarten. 

3 (Ali et al., 

2021) 

Indonesia Study and analyze about the 

traditional games that can be 

played in-home environment 

that can help early childhood 

social development 

Some traditional games can be 

introduced from early 

childhood in the family 

environment to introduce 

traditional games and 

children's social development 

 



4 (Mahfud et 

al., 2023) 

n/a Conduct a literature review on 

game strategies in developing 

students' self-control. 

Game strategy can be used as 

a medium to develop self-

control in self-control 

students. This includes 

behavioral control, cognitive 

control, and decision control 

5 (Bazaz et al., 

2018) 

Iran Assessing the effects of 

traditional games on preschool 

children’s social development 

and emotional intelligence. 

Traditional games are 

effective in improving 

preschool children’s social 

development and emotional 

intelligence 

6 (Hasanah, 

2018) 

Indonesia Describe the type and 

characteristics of traditional 

games in nonformal 

educational institution and to 

describe the character values 

contained in traditional game 

Kaulinan Barudak Lembur for 

children learnig. 

Cultural literacy through the 

Kaulinan Barudak Lembur is 

able to develop the values of 

character education, such as 

religious value, cooperation 

value, responsible value, 

honesty value, caring value, 

selfconfidence value and 

curiosity value. 

 

The literature on traditional games primarily comes from research in Indonesia. Traditional 

games in Indonesia, such as "petak umpet" and "Kaulinan Barudak Lembur," have been 

proven to contain character-building values, such as religiosity, cooperation, responsibility, 

honesty, caring, curiosity, and self-confidence (Asrial et al., 2022; Hasanah, 2018). Other 

traditional games, such as "gobak sodor," "cublak-cublak suweng," "dakon," and "engklek," 

can serve as adaptive models for character education in kindergarten, although their 

implementation varies depending on the institutional context (Hendrowibowo et al., 2018). 

Based on the above literature, traditional games have proven to possess high educational 

value, such as character development, emotional regulation, strategy-making or decision-

making skills, and cooperation (Ali et al., 2021; Bazaz et al., 2018; Mahfud et al., 2023). 

These studies indicate that traditional games are relevant to both formal and non-formal 

education systems as an effort to preserve culture while simultaneously strengthening 

children's character values. 

 

The Local Wisdom Approach in Learning 

 

Traditional games, when integrated into a game-based learning approach, become one of the 

strategies for internalizing local wisdom. This strategy can internalize elements of local 

wisdom while also integrating character values such as creativity, perseverance, 

responsibility, love of knowledge, honesty, politeness, wisdom, and cooperation (Asmayawati 

et al., 2024). Literature findings related to this can be seen in the following Table 3. 

 

Table 3 

Major Potential Issues Associated With Local Wisdom Approach in Learning 
No Author Country Research Focus Research Result 

1 (Baharun, 

2017) 

Indonesia Character education model 

developed by pesantren and 

offers an alternative 

perspective of the 

development of character 

education 

The model of character 

education in pesantren is 

carried out through a multi-

disciplinary approach so as to 

provide maximum results for 

the development of character 

education 

 



2 (Asmayawat

i et al., 

2024) 

Indonesia Investigates the relationship 

between Pedagogical 

Innovation (PED), Curricular 

Adaptation (CUR), Local 

Wisdom Approach (LWA), 

and Digital Literacy (DIGLI) 

in Early Childhood Education 

The main findings reveal 

significant impacts of PED and 

CUR on both the LWA and 

DIGLI. Moreover, the LWA 

mediates the relationships 

between PED and DIGLI, as 

well as CUR and DIGLI. 

3 (Hidayati et 

al., 2020) 

Indonesia Investigating the strategies for 

implementing local 

wisdombased character 

education among Indonesian 

higher education students by 

focusing on the values sated in 

Jamuskalimasada book of 

Samin Community. 

Teaching character education in 

the higher education based on 

local wisdom could be 

conducted by integrating values 

and aesthetics in the course, 

internalizing positive values to 

students, habituation and 

training, providing example and 

model, creating characterized-

situation based on local 

wisdom, and civilizing. 

4 (Pornpimon 

et al., 2014) 

Thailand Application of local wisdom 

in primary school and 

application of local wisdom in 

primary school 

The appropriate model in 

applying local wisdom in 

curriculum and learning and 

teaching development in 

elementary school included:  

1) governmental and private 

sectors had to cooperate in 

promoting learning and teaching 

of community, 2) the 

Educational Institute and 

organization in community had 

to cooperate and support 

creativity of leaders and villager 

philosophers, 3) temple or 

church had to be the centre of 

local wisdom development, 

learning source, learning 

process, 4) the Educational 

Institute Administrators had to 

lead their local Education, 

motivate, encourage the family 

and community to be aware, and 

collaborate in learning process, 

and 5) for the teachers’ role, 

they had to study their 

community as well as 

information and select the 

villager science combining with 

local wisdom emphasizing on 

local wisdom application. 

The strategy challenges of the 

local wisdom for sustainable use 

in schools were: 1) Leadership 

Approach, leadership-related 

wisdom was more likely to be 

displayed at the societal, and at 

the organizational levels 

through fulfilling visions, 

solving problems, and founding 

organizations. 2) Combination 

of humility and strong 

professional. 



5 (Hidayati et 

al., 2020) 

n/a Etnopedagogy as a cultural 

activity and the culture of 

teachings 

The values of local wisdom as a 

source of innovation in the field 

of culture-based education of 

local communities through 

social contacts that are 

educational pedagogical to the 

communicant, namely cognitive 

(know about something), 

affective (formation attitude), 

and conative (behavior, act to 

do something). 

6 (Sugiyo & 

Purwastuti, 

2017) 

Indonesia Developing the integrated 

character education model 

based on local wisdom in 

elementary schools in Bantul, 

Yogyakarta, Indonesia 

(1) batik making on pottery 

piggie banks which integrates 

creativity, determination, and 

responsibility; (2) traditional 

song called “Cublak-cublak 

Suweng” integrating knowledge 

loving value, honesty, and 

responsibility; and (3) 

traditional game and song 

“Gundhul-gundhul Pacul” 

integrating some values such as 

modesty, carefulness, and 

cooperation. 

7 (Suprapto et 

al., 2021) 

Indonesia The issue of Indonesian 

curriculum reform in policy 

and local wisdom. 

curriculum policy and policy 

borrowing, philosophy of 

Indonesian local wisdom, 

cultural-based learning, science 

local wisdom and ethnoscience, 

and policy borrowing versus 

local wisdom. 

 

Studies in Indonesia show that local wisdom is effectively used to strengthen character 

education (Baharun, 2017; Hidayati et al., 2020; Sugiyo & Purwastuti, 2017). Meanwhile, a 

study from Thailand provides cross-country insights that the implementation of local wisdom 

in primary schools requires collaboration from various sectors, such as educational 

institutions, community leaders, places of worship, and the active role of teachers 

(Pornpimon et al., 2014). Based on the above findings, the local wisdom approach in learning 

contributes to character education processes, cultural preservation, and serves as a bridge 

between tradition and modernity in the context of educational innovation and digital 

transformation. The success of this process depends on curriculum design, the role of 

teachers, and support from local communities. 

 

Strengthening Character Education 

 

The findings of studies on character education can be seen in Table 4 below. 

 

 

 

 

 

 

 

 

 



Table 4 

Major Potential Issues Associated With Strengthening Character Education 
No Author Country Research Focus Research Result 

1 (Singh, 

2019) 

n/a Identify and define the place 

of character education in 

education system reviewing of 

the Character Education 

Partnership’s (hereafter CEP) 

eleven (11) principles of 

character education in the 

future 

The Classroom/Activity-

Based Character Education 

Program Implementation and 

finally the Models of 

Character Education: 

Perspectives and 

Developmental Issues, 

teaching Strategies and 

benefits of character education 

were also discussed 

2 (Pattaro, 

2016) 

n/a Exploratory research on the 

main tendencies in the 

international literature 

character education can play 

an important role in the 

construction of children and 

adolescents’ identity and can 

be a distinctive intervention 

for youth education and 

socialization 

 

Based on the literature above, strengthening character education requires a systematic design 

based on proven principles and models. This design must be implemented through activities 

that are contextual and relevant to the students' lives. Strong character education can build a 

solid moral identity and good social skills. Character education emphasizes values or ideals, 

which is why it is categorized as a type of pedagogy known as idealist pedagogy. The 

definition of idealist pedagogy is a focus on teachings or values that are historical 

cornerstones (Koesoema, 2023). Koesoema (2023) explains in his book Character Education: 

Strategies for Educating Children in the Global Era that there are three dimensions that are 

considered important in conducting educational actions for achieving holistic education, 

namely individual, social, and moral dimensions. Therefore, innovations and creations in the 

field of education should consider these three dimensions to achieve integral reforms. 

 

Discussion 

 

The findings from the literature suggest that the Game-Based Learning (GBL) approach 

contributes positively to students’ academic achievements, engagement in learning, and the 

character empowerment through the integration of traditional games based on local wisdom. 

This discussion elaborates on the comprehensive contribution of GBL in the three main 

dimensions of character education according to Koesoema (2023): individual, social, and 

moral dimensions, as well as its relevance to the context of pedagogical innovations based on 

local culture. GBL has proven effective in improving cognitive understanding and practical 

skills, including in the context of science and mathematics learning (Lester et al., 2014; 

Tokac et al., 2019). These findings confirm that game-based approaches can create a 

constructive and challenging learning environment, aligning with the spirit of idealist 

pedagogy that emphasizes the importance of meaningful values and learning experiences. 

Additionally, the enhancement of creativity, manual skills, and problem-solving, mediated by 

GBL, supports the formation of students' moral identity and reflective abilities (Cheong et al., 

2014; Hsiao et al., 2014). 

 

The integration of traditional games within GBL provides space for the preservation of local 

culture while also transmitting national character values. For example, games like Kaulinan 

Barudak Lembur, gobak sodor, engklek, and cublak-cublak suweng carry values such as 



cooperation, honesty, responsibility, and self-confidence (Asrial et al., 2022; Hasanah, 2018). 

This shows that GBL with traditional games is not only a tool for improving academic 

outcomes, but also an instrument for building social morality in learning. In the context of 

digital transformation, GBL based on traditional games offers an approach that bridges local 

values with the demands of the 21st century. This aligns with the OECD Learning Compass 

2030 framework, which emphasizes the balance between knowledge, skills, attitudes, and 

values. Traditional games, when contextualized digitally, can become an innovative strategy 

in strengthening students’ character without losing their cultural roots. 

 

Conclusion 

 

The integration of GBL with traditional games offers significant opportunities to strengthen 

education in Indonesia. Traditional games are rich in local wisdom values that not only 

develop motor and social skills but also build character traits such as cooperation, creativity, 

responsibility, and sportsmanship. These local wisdom values are highly relevant in facing 

the increasingly dynamic and complex global challenges. This study demonstrates that 

through an ethnopedagogical approach, education can become more contextual and 

meaningful for students while contributing to the transmission of Indonesian culture. The use 

of PBL with elements of local wisdom from traditional games in education has been shown to 

enhance student engagement, learning motivation, and problem-solving skills, which are 

essential competencies for the 21st century. 

 

Recommendations 

 

This research opens up opportunities for future researchers to further investigate the 

integration of game-based learning with traditional games, to be applied at various 

educational levels. Future studies could focus on developing more comprehensive 

measurement tools to assess the impact of traditional games on character development. In 

addition, further exploration is needed regarding the use of digital technology to integrate 

traditional games into a more modern learning context, while still being able to internalize 

local wisdom amidst global developments. 
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