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Abstract. The purpose of this study is to develop a traditional game-based learning
model for children with special needs. It is hoped that this learning model can help
teachers improve the competencies of children with special needs in accordance with
the curriculum in SLB such as walking, running and jumping. This research is a
research and development (Research and Development). The type of data obtained in
this research and development is quantitative data. The subjects in this study were mild
mentally retarded children. Small-scale trials were carried out at SLB Kasih Ibu
Pekanbaru and large-scale trials were conducted at SLB Negeri Pembina Pekanbaru.
The second data collection instrument used is the value scale. Data analysis technique
used in this research is descriptive data analysis. Descriptive data analysis technique
used is quantitative descriptive data analysis, this analysis is carried out to analyze the
data of observations of physical education learning experts, adaptive sports experts,
teachers and media experts on the quality of draft models that are prepared and analyzed
by experts before conducting field trials. . From the results of the study, it can be said
that with traditional games can be used as an approach in providing learning or basic
motion exercises for mentally disabled children.
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1. Introduction

Every Indonesian citizen has the right to receive proper education including children with
special needs. Children with special needs go to special schools such as Extraordinary Schools
(SLB). Extraordinary School (SLB) is a formal educational institution that serves education
for children with special needs [1]. The purpose of SLB is not only to fulfill the goal of
national education, but also to explore the abilities of students with special needs optimally
[2].

The subjects taught in SLB are the same as those normally taught in schools in general,
one of which is physical education, sports, and health. In the SLB curriculum content in
competency standards that are doing basic movements in simple games, including: (1) doing
basic movements of the road, running, and jumping in simple games, (2) doing basic
movements of turning, swinging and bending in simple games, (3 ) do basic throwing and
catching movements, (4) do standing posture, (5) do posture in the walking position, (6) do
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static basic balance motion without tools, and (7) practice rhythmic motion with music.
Children with special needs discussed in this study are mentally disabled children.

The mentally disabled child is one of the children with special needs who experience
mental retardation, this is because the brain development and nerve function are not perfect
[3]. Children with mental disabilities experience deficiencies in mental, social and conceptual
adaptation skills, which are at a meaningful level, at an early age [4]. Some peculiarities that
exist in mentally disabled children require patience and a lot of repetition [4].

Based on the above, mentally disabled children really need games to be able to improve
their competencies such as walking, running and jumping. Saleh., Nugraha & Nurfitriani said
that the game is something fun and exciting because the game satisfies our exploration drive
[5]. Whereas Siregar., Budiningsih & Novitasari said that the game is a form of recreation that
aims to have fun, fill in spare time, or exercise lightly. [6]. The benefits of games for children
can be a primary educational tool for physical and spiritual growth [7], through play activities
children can achieve physical, intellectual, emotional and social development [8], further
benefits of the game are a) developments in physical aspects, b) social aspects development, c)
fine and gross motor development, d) emotional and personality development, ) cognitive
development, f) sharpening sensing acuity, g) developing sports skills and dancing, h)
therapeutic media, i) intervention media [5].

The game is divided into two, namely traditional games and modern games. In this study
the researchers only discussed traditional games because it was believed that traditional games
could increase the competency of children with special needs in accordance with the
curriculum in SLB such as walking, running and jumping. Traditional games are children's
games made from simple materials according to cultural aspects of people's lives [9].
Meanwhile According to Mahendra in Burhaein [10], traditional game is a form of game and
or sport activity that develops from a certain community's habits. Burhaein's research states
that traditional games contribute effectively to character formation in learning through
manipulative and locomotor movement skills [10].

The purpose of this study is to develop a traditional game-based learning model for
children with special needs. It is hoped that this learning model can help teachers improve the
competencies of children with special needs in accordance with the curriculum in SLB such as
walking, running and jumping.

2. Methodology

2.1 Types of research

This research is a research and development (Research and Development). According to
Borg and Gall there are 10 stages of R&D research as follows: (1) a preliminary study, (2)
analyzing the information that has been collected, (3) developing the initial draft, (4)
validating the initial draft, (5) scaling field tests small, (6) revisions, (7) large-scale field tests,
(8) final revisions, (9) manufacture of final products, and (10) dissemination and
implementation of final products [11].

2.2 Research Locations

This research was conducted in two Extraordinary Schools (SLB) located in Pekanbaru
City, Riau Province, Indonesia. These SLBs are Pekanbaru Mother's Love SLB and Pekanbaru



Public Assistance SLB. Pekanbaru Mother's Love SLB was conducted for small-scale trials,
while the Pekanbaru Public Assistance SLB was conducted for large-scale trials.

2.3 Collection Techniques

The type of data obtained in this research and development is quantitative data.
Quantitative data were obtained from: (a) material expert assessments of traditional game-
based learning models, and (b) teacher assessments of the effectiveness of traditional game-
based learning models. The subjects in this study were mild mentally retarded children.

The second data collection instrument used is the value scale. The value scale is used to
assess the feasibility of traditional game-based learning models developed before the
implementation of small-scale trials, after experts assess that traditional game learning is in
accordance with the elements in the value scale, new traditional game-based learning models
can be tested in trials small scale. There are ten rating formats for each game, different with
different game goal indicators in each game. The assessment system in the assessment format
consists of four assessment criteria: the child can do the movements correctly, get a score of 3,
the child can do the movements themselves but is not yet perfect to get a score of 2, the child
can do the movements with the help of getting a score of 1, and the child cannot make the
movements get score of 0.

2.4 Data Analysis

Data analysis technique used in this research is descriptive data analysis. There are two
kinds of descriptive data analysis techniques performed, the first is quantitative descriptive
data analysis, this analysis is conducted to analyze the data of observations of physical
education experts, adaptive sports experts, teachers and media experts on the quality of draft
models that are prepared and analyzed by experts before the trial run in the field. The second
data analysis is descriptive qualitative data analysis, this analysis is carried out on the data of
observations of physical education experts, adaptive sports experts, teachers and media experts
in providing suggestions or input as well as revisions to the models prepared especially in the
small-scale field trial phase and large scale.

The draft game is considered worth testing on a small scale if experts in physical education
learning materials, adaptive sports and media have validated and stated that all classification
items in the value scale are rated "appropriate" by putting a check mark (V) in the appropriate
column. In this case, there are two types of values, namely the results of the "in accordance"
assessment get a value of one (1) and the results of the "in accordance" assessment get a zero
value (0). If there are experts in the material opinion that the item classification is not
appropriate (zero value), then a review of the game model can be followed up with a revision
process. For the observations of material experts on the game model, the "yes" observations
get a value of one (1) and the "no" observations get zero (0). The results of the assessment of
the observation items are added up, then the total value is converted according to the
Benchmark Reference Assessment (PAP) standard.

3. Result and Discussion

3.1 Expert Evaluation



Expert evaluation consisted of 3 people with details of 1 person for adaptive physical
education experts, 1 person for traditional game experts and 1 motorist. The draft product that
has been made by researchers consists of 4 types of traditional games, namely: “hadang”,
“bentengan”, “istata”, “terompah panjang”. After being evaluated by experts it turns out that 4
types of traditional games are worthy of continuing.

3.2 First Product Revision

After the product is validated by an expert, the product is repaired according to the input /
advice of the experts. The input from experts is to give more input to the equipment and
equipment suitable for children with mild disabilities, material content and the implementation
of the model.

3.3 Small Group Trials

A small group trial was conducted at SLB Kasih Ibu Pekanbaru with a sample size of 10
students with mild disabilities. The results of small group trials can be concluded that the
product "can be used by mildly mentally retarded children but still needs to be given
directions/instructions from the teacher/mentor".

3.4 Second Product Revision

The second revision was carried out after the implementation of a small-scale trial. The
input for the revision are: (1) the task of the teacher and students during implementation, (2)
the assistant to help the teacher's role, and (3) the companion can involve the students' parents.

3.5 Large Group Trial

Large group trials were conducted at SLB Negeri Pembina Pekanbaru with a number of
study samples, consisting of 12 mild mentally disabled students. The results of a large group
trial can be concluded that the product "can be used by all children with mild disabilities but
still with instructions/instructions from the teacher/mentor".

3.6 Final Product Revision

The results of the field trials indicate that the basic motion model can be applied and can
be done by students with mild disabilities. Therefore, there is nothing that needs to be revised
because it meets the required standards and aspects so that the product is suitable for use.

3.7 Model Effectiveness

Test the effectiveness of the model conducted in this study is to re-test the two SLBs,
namely: SLB Kasih Ibu Pekanbaru and SLB Negeri Pembina Pekanbaru with 22 students by
providing treatment in the form of a basic motion model for mildly mentally retarded children.
The following are the results of testing the effectiveness of the model:

Table 1. Paired samples statistics locomotor motion

Mean N  Std. Deviation Std. Error Mean
Pair 1 Pre Test 11.12 22 2.87 .361
Post Test 9.24 22 2.02 243

The table above shows that there was a decrease in time before and after treatment. It also
shows that the locomotor motion of students increases after being treated, seen from the



average value of the test results running straight on rubber for mildly mentally retarded
children who had previously been 11.12 to 9.24 seconds.

Table 2. Paired samples of locomotor motion correlations

N Correlation Sig.
Pair 1 Pre Test & Post Test 22 0.86 0

The results of p-value a (0.05)> (0.00) indicate that there is a significant relationship
between locomotor motion before and after the basic game model is based on traditional
games. Test results show that there is a significant improvement. So, it can be concluded that
the basic motion model based on traditional games for mild mentally disabled children is
effective and feasible so that it can be used by mildly mentally disabled children.

The basic motion model for children with mild mental disabilities based on traditional
games is declared feasible and effective for use by mild mentally disabled children. Declared
feasible because it has been tested (small scale and large scale) and evaluated by experts
(adaptive physical education, motor skills and mentally disabled). The results of this study
indicate that through the play approach will make it easier for children to follow the activities
of the motion being taught because in play there is a feeling of pleasure and a sense of
satisfaction that they can also realize other aspects of development apart from physical
development. This is in line with Putro's opinion that through playing children can satisfy the
demands and development needs of the motor, cognitive, creativity, language, emotions,
social, values and life attitudes [12]. While Safari states that the benefits children get from
playing are able to strengthen and develop muscles and coordination through movement, can
develop emotional and social skills, can develop intellectual abilities and can develop their
personality [13]. Research that discusses the development of games for mentally retarded
children which mentions gesture-based games positively help learning basic life skills of
children [14][15][16].

From the results of the research that has been discussed in this study, it can be said that
with traditional games can be used as an approach in providing learning or training in this
regard related to basic motion. Games other than to stimulate the psychomotor children, can
also stimulate cognitive and attitude / affective for mentally disabled children. In addition, in
order for the material to be conveyed properly, it must understand the characteristics of
mentally disabled children because mentally disabled children have a slow level of
understanding and diverse egos that require paying more attention and supervision. Therefore,
for further research it is expected that the model is arranged based on the level of difficulty to
make it easier for teachers, trainers, parents and students.

4. Conclusion

The conclusion of this research is to produce a product in the form of a basic motion model
based on traditional games for children with mild disabilities. This model can be applied
during learning or basic motion exercises.
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