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Abstract
This research aims to play Batak traditional game ompat-mar galing to develop children's self-development during concrete operational stage based on a learning module at the concrete operational stage. The research is qualitative and quantitative. A phenomenological approach is used for observation, interviews, and questionnaires. An experimental pre-test and post-test were also involved. The results show that 73.3% of participants understood the game considered as a cultural preservation effort after they read the learning module. The pre-test and post-test results show that there was a significant increase in participants' self-development through the five measuring instruments tested. It can be concluded that the learning module is able to increase children's understanding of the importance of playing traditional games as a cultural preservation step. The test series shows that the game increases children's self-development at the concrete operational stage.
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Introduction
The development of digital technology over the past two decades has brought significant changes to children's play patterns. Digital devices and games are now part of the daily lives of elementary school students. Various surveys show that most children have direct access to devices and spend relatively long periods of time playing digital games (Sudarmilah, 2017). This situation is slowly shifting traditional play practices, which previously served as children's primary means of interacting, learning, and socializing with their surroundings. This shift not only impacts children's physical activity patterns but also has implications for the transmission of local cultural values, which have been internalized through traditional games.
Traditional games are not merely recreational activities but are part of intangible cultural heritage, embodying social, cognitive, motor, and moral values. Traditional games contain local knowledge systems, social norms, cooperation, sportsmanship, and problem-solving strategies that are passed down from generation to generation. UNESCO (2003) affirms that intangible cultural heritage encompasses practices, representations, expressions, knowledge, and skills recognized by communities as part of their cultural heritage. In this context, traditional games are considered cultural expressions whose sustainability must be maintained through various systematic preservation efforts.



Amidst globalization and modernization, many traditional games are being abandoned by younger generation, including those originating from the Batak community. Children no longer recognize the names, rules, or values ​​inherent in these games. This situation is also evident in elementary school children, who are more familiar with digital games than traditional ones originating from their own cultural environment. If this situation is allowed to continue, they are at risk of extinction and losing their function as a medium for cultural education and self-development in children. One form of Batak games that is becoming less frequently played is a series of games called ompat-mar galling (OMG). This term refers to six types of sub-games: marsitekka, markaret, marsir, marjalengkat, galah hambek, and pocca piring. They are characterized by involving physical activity, motor coordination, concentration, strategy, and social interaction between players. Thus, OMG not only represents Batak cultural identity but also has the potential to stimulate children's development.
In addition to cultural preservation, traditional games are strongly relevant to children's personal development, particularly during elementary school. According to Jean Piaget's cognitive development theory, children aged 7–11 years are in the concrete operational stage, a developmental phase in which children begin to think logically about concrete objects and situations. At this stage, children require hands-on experience, physical activity, and social interaction to optimize their cognitive, motor, and socio-emotional development (Ojose, 2008; Barrouillet, 2015). 
The OMG has characteristics that align with the developmental needs of children at the concrete operational stage. Activities such as jumping, running, balancing, throwing and catching, and strategizing provide comprehensive stimulation for gross motor skills, coordination, concentration, decision-making, and cooperation. Several previous studies have shown that traditional games contribute positively to children's cognitive and motor development, while also instilling social and character values ​​(Mulyani, 2016; Murdaningrum & Nugrahanta, 2021).
However, efforts to preserve traditional games are often sporadic and have not been systematically integrated into children's educational activities. Many children have not received formal or informal education regarding the cultural significance of traditional games, proper playing procedures, and the values ​​they embody. Therefore, learning media are needed that not only introduce traditional games but also explain their cultural context and benefits for child development. One alternative that can be used is a traditional game-based learning module. This research also seeks to reintroduce the OMG through the development of a learning module, while also testing its effectiveness in enhancing children's self-development at the concrete operational stage. This research combines the perspectives of cultural preservation and child development psychology, so it is expected to provide theoretical and practical contributions to the fields of education, culture, and development of elementary school-aged children.
Based on this background, this research is motivated by the declining practice of traditional games among children due to the dominance of digital games, which has weakened the process of cultural transmission and reduced stimulation of children's cognitive and motor development. The OMG which inherently contains cultural educational, and personal development values has not been systematically introduced to children through structured learning media. Furthermore, there has been no comprehensive study linking the OMG to cultural preservation and children's self-development at the concrete operational stage in the context of elementary education. Therefore, two problems in this research are raised: how can the OMG be reproduced and reintroduced through learning modules as part of cultural preservation, and to what extent does the OMG influences children's self-development, particularly cognitive and motor skills, at the concrete operational stage?
In line with these issues, this research aims to introduce and document the OMG through the development of learning modules that are easy to understand and engaging for children. This study also aims to systematically describe the procedures for playing the OMG as a form of cultural documentation as well as a learning guide. In addition, this study aims to examine the OMG as a form of cultural preservation effort that can be implemented through formal and non-formal education. Furthermore, this study also aims to examine the OMG influence on children's self-development at the concrete operational stage, particularly in improving the cognitive and motor skills of elementary school children. Thus, this study is expected to provide theoretical contributions in the study of traditional games and child development, as well as practical contributions in education-based cultural preservation efforts.
Literature Review
Traditional games are part of a culture that lives and thrives within society and is passed down from generation to generation. These games serve not only as a means of entertainment but also contain social, moral, educational, and cultural values ​​that reflect a community's identity (Mulyani, 2016). From a cultural perspective, traditional games are considered intangible cultural heritage because their existence depends on social practices, local knowledge, and intergenerational transmission (UNESCO, 2003).
Several studies indicate that traditional games serve a dual function: as a medium for informal learning and as a means of cultural preservation. Sibarani (2018) emphasized that cultural practices such as folk games constitute a form of local wisdom that embodies the noble values ​​of their supporting communities, such as togetherness, sportsmanship, cooperation, and respect for rules. Therefore, the loss of traditional game practices can have implications for the weakening of the transmission of cultural values ​​to the younger generation.
In the context of children's education, traditional games significantly contribute to cognitive, social, emotional, and motor development. Research by Mulyani (2016) and Murdaningrum & Nugrahanta (2021) shows that traditional games can train children's motor coordination, self-control, problem-solving skills, and social skills through direct interaction with peers. This aligns with the concept of play-based learning, which positions play as the primary means for children to naturally build knowledge and skills (Gray, 2021).
Traditional games also play a strategic role in maintaining local cultural identity amidst globalization and digitalization. Suryawan (2018) stated that traditional games are an effective medium for instilling national character values ​​because they contain norms, ethics, and a community's philosophy of life. However, various recent studies indicate that children's participation in traditional games is declining due to the dominance of digital games and mobile-based video games (Susanto, 2024). This situation demands systematic efforts to document, revitalize, and reintroduce traditional games through both formal and non-formal education.
One form of traditional game with high cultural and educational value is the OMG which is a conceptual construct that encompasses six types: marsitekka, markaret, marsir, marjalengkat, galah hambek, and pocca piring. This name is derived from the words opat-mar, meaning ‘four-games’ beginning with mar, and galing, an acronym for galah hambek and pocca piring. The OMG reflect the social life and interaction patterns of the Batak people, which emphasize togetherness, dexterity, ingenuity, and courage. Simamora and Sibarani (2022) state that Batak folk games cannot be separated from the socio-cultural context of their communities, as they are often played in communal spaces such as home yards, village fields, and school environments. Thus, traditional games serve as a medium for cultural socialization as well as a means of character education.
Each type in OMG has distinct characteristics and developmental benefits. Marsitekka emphasizes balance and focus, markaret trains agility and strength, marsir hones sensitivity and instinct, marjalengkat fosters courage and body coordination, while galah hambek and pocca piring develop strategic thinking, teamwork, and decision-making. Damanik and Sinaga (2019) state that traditional games that simultaneously involve body movement and social rules are highly effective in stimulating children's motor and cognitive development.
Thus, the OMG can be understood not only as a collection of traditional games but also as a culture-based learning system relevant to the developmental needs of elementary school-aged children. Within the framework of cultural preservation, documenting and packaging the OMG into learning modules is a form of cultural transmission strategy that is adaptive to the modern educational context, without eliminating the local values ​​they contain (UNESCO, 2003; Wedhitami, 2014).
Cultural preservation is a series of conscious and ongoing efforts to maintain the continuity of cultural values, practices, knowledge, and expressions so that they remain alive and passed on to future generations. In the context of intangible culture, preservation is not interpreted as the freezing of traditions, but rather as a dynamic process that allows culture to continuously adapt to social change without losing its fundamental meaning. UNESCO, through the convention for the safeguarding of the intangible cultural heritage, emphasizes that cultural preservation encompasses the identification, documentation, research, protection, promotion, transmission, and revitalization of culture through formal and non-formal education (UNESCO, 2003; UNESCO, 2022).
Traditional games are included in the category of intangible cultural heritage because they contain symbolic, social, and pedagogical values ​​that are passed down orally and through direct practice. According to Sibarani (2015), traditional games are not merely recreational activities but also vehicles for transmitting local wisdom that represents a society's outlook on life, value systems, and social structure. Therefore, the loss of traditional game practices can lead to a break in the chain of cultural inheritance and a weakening of the collective identity of the younger generation.
Efforts to preserve culture through traditional games are highly relevant in the context of children's education. Dewantara (2024) stated that integrating traditional games into learning activities can be an effective strategy for maintaining cultural sustainability because children not only learn about culture cognitively but also experience it directly through play. This approach aligns with the view of Smith and Akagawa (2009), who emphasized that cultural preservation will be more sustainable if it involves communities and the younger generation as active actors, not simply objects of preservation.
In the context of modern society characterized by the dominance of digital technology and online games, traditional games face serious challenges in the form of marginalization and decreased frequency of practice. Several recent studies have shown that children tend to be more familiar with digital games than with local traditional games (Putra & Pratiwi, 2021; Susanto, 2024). This situation demands adaptive preservation strategies, one of which is through repackaging traditional games into learning modules that are systematic, engaging, and appropriate to children's developmental characteristics.
Cultural preservation through a module-based educational approach has two main functions. First, modules serve as written documentation that captures knowledge about traditional games, including their history, rules, cultural values, and symbolic meaning. Second, modules serve as a medium for cultural transmission, bridging oral traditions with modern education systems. Prastowo (2015) emphasized that contextually designed learning modules can help students learn independently while simultaneously understanding the values ​​contained in the teaching materials.
In the context of the OMG, learning modules serve as a strategic instrument for cultural preservation. Through modules, games previously passed down orally and through informal practices can be structured so that they are easily understood, practiced, and replicated by children. This aligns with Njatrijani's (2018) perspective, which emphasizes that the protection of traditional culture must be directed at preventative efforts through education and empowerment of the younger generation, not solely through legal regulation.
Therefore, cultural preservation efforts in this study are not only interpreted as maintaining the existence of the OMG, but also as an educational process that instills cultural awareness from an early age. Through children's active involvement in playing traditional games, cultural preservation occurs naturally, sustainably, and contextually, meeting the needs of modern developments. This approach strengthens the position of traditional games as a strategic medium in maintaining cultural identity while supporting children's educational goals in the era of globalization.
Traditional games essentially serve not only as a means of entertainment but also as a medium for the holistic formation and development of children. In the context of traditional societies, games are passed down from generation to generation as part of an informal education system that integrates cognitive, motor, social, emotional, and cultural values ​​(Mulyani, 2016; Sibarani, 2020). Therefore, traditional games play a strategic role in supporting children's development, particularly in elementary school, who are at the concrete operational stage.
Thus, the OMG consists of other types of traditional games, for instance, marsitekka, markaret, marsir, marjalengkat, galah hambek, and pocca piring and represents a form of play based on physical activity, rules, social interaction, and the use of concrete objects. These characteristics align with the developmental characteristics of children aged 7–11, who, according to Piaget, are in the concrete operational stage, the phase when children begin to think logically about real objects and events (Piaget in Ojose, 2008; Barrouillet, 2015).
At this stage, children learn most effectively through direct experience (learning by doing), environmental exploration, and active involvement in physical and social activities. The OMG provides this context through body movement, simple problem-solving, decision-making, and interaction with peers. The first and the second types, for example, train children's motor coordination, balance, and concentration, while the third and the fifth ones hone cognitive skills such as focus, strategy, and decision-making. These activities support the development of children's executive functions, which include attention, working memory, and self-control (Diamond & Ling, 2016; Gray, 2021).
In addition to cognitive and motor skills, traditional games also play a vital role in children's social and emotional development. Playing in groups teaches children to understand rules, cooperate, manage emotions when winning or losing, and develop empathy and social responsibility (Ginsburg, 2007; Murdaningrum & Nugrahanta, 2021). For the fifth and the sixth types--galah hambek and pocca piring--children are required to coordinate within a team, develop joint strategies, and respect each member's role, which indirectly fosters basic social and leadership skills.
Furthermore, traditional games also contain cultural values ​​that contribute to the formation of children's self-identity. Sibarani (2020) emphasized that local cultural practices, including traditional games, serve as a means of internalizing local values, norms, and wisdom that shape individual character from an early age. By playing the OMG, children not only develop physical and cognitive abilities but also begin to recognize Batak cultural identity as part of their identity. This process is crucial in the context of globalization, which tends to erode children's connection to local culture (UNESCO, 2022; ASEAN, 2024).
From a modern educational perspective, the play-based learning approach positions play as an effective means of supporting children's holistic development. Recent research shows that structured yet enjoyable play can increase learning engagement, intrinsic motivation, and cognitive and motor achievements in elementary school-aged children (Zosh et al., 2018; Gray, 2021; Susanto, 2024). Therefore, the OMG can be positioned as a form of play-based learning that is contextual, based on local culture, and relevant to the developmental needs of children at the concrete operational stage.
Based on this description, it can be concluded that the OMG is closely linked to the concept of children's self-development. This game functions not only as a recreational activity but also as a medium for stimulating cognitive, motor, social, and emotional development, as well as the formation of children's cultural identity. Therefore, integrating traditional games into educational contexts and learning modules is a strategic step that not only supports children's development but also contributes to sustainable cultural preservation efforts.
Research Methods
[bookmark: _Hlk217756371]This research began with the development of a learning module and continued with field research at the HKBP Maranatha Elementary School in Medan. The research employed a mixed-methods approach, combining quantitative and qualitative methods to obtain data (Sugiyono, 2018). The field research was conducted using two methods: a qualitative descriptive method with a phenomenological approach and an experimental pre-test post-test one-group design. The stages of the phenomenological approach (Winardi, 2021) include: intuition, description, and analysis. Stages of the experimental method cover: pre-test and post-test one group design (Mehar, 2020), experiment one group design, pre-test (measurement, observation), intervention (variable application, observation), and post-test (measurement, observation). The school was chosen as the research location because its third-grade students are predominantly Batak. The participants are the third-grade students at the school. Based on data, the participants are predominantly Batak. Batak students were chosen to ensure a good match between the research object and the participants. Third-grade students were chosen because their average age is the most ideal, as they are in the transitional period between pre-concrete operational and middle-age concrete operational stages. Eight boys and seven girls participated, totaling 15 students.
Data collection involved a phenomenological approach through observation, interviews, and questionnaires. Furthermore, an experimental pre-test and post-test one-group design was used through observation, pre-test, and post-test. The pre-test and post-test were tailored to the benefits of the OMG on cognitive and motor skills. The test source is taken from Dawes & Roozen (2018). About shuttle run test of 4x10-meter (Table 1), the purpose was to measure agility, strength, and speed and the scoring method is: the faster the run, the higher the score (see Table 1).
[bookmark: _Hlk219441390]Table 1. A 4x10 meter back and forth running test from Marsella (2025)
	[bookmark: _Hlk217757493]Category
	Score
	Male (in second)
	Female (in Second)

	Very Good
	5
	<15.1
	<17.0

	Good
	4
	16.1-15.2
	17.9-17.0

	Average
	3
	17.1-16.2
	21.7-18.0

	Poor
	2
	18.3-17.2
	23.0-21.8

	Very Poor
	1
	>19.3
	>23.0


About throw-and-catch ball test (Table 2) at a distance of 1 meter from a wall, the purpose is to measure focus, instinct, emotion, and concentration and the scoring system is based on the number of times a ball can be caught in 60 seconds. 
Table 2. A Ball Throwing and Catching Test from Marsella (2025)
	Category
	Score
	Male
	Female

	Very Good
	5
	>35
	>25

	Good
	4
	30-35
	20-25

	Average
	3
	24-29
	14-19

	Poor
	2
	18-23
	7-13

	Very Poor
	1
	<18
	<7


About single-leg standing test (Table 3), the purpose is to measure balance and strength in which the scoring is based on the time spent maintaining the position.
Table 3. A Single-Leg Standing Test from Marsella (2025)
	Category
	Score
	Male (in Second)
	Female (in Second)

	Very Good
	5
	>30
	>25

	Good
	4
	23-30
	20-25

	Average
	3
	16-22
	13-19

	Poor
	2
	10-15
	6-12

	Very Poor
	1
	<10
	<5


Concerning the 30-meter sprint test (Table 4), the purpose is to measure speed and power in which the scoring is calculated on the time taken to run 30 meters is calculated.
Table 4. A 30-meter Sprint Test from Marsella (2025)
	Category
	Score
	Male (in Second)
	Female (in Second)

	Very Good
	5
	3.58-3.91
	4.06-4.50

	Good
	4
	3.92-4.34
	4.51-4.96

	Average
	3
	4.35-4.72
	4.97-5.40

	Poor
	2
	4.73-5.11
	5.41-5.86

	Very Poor
	1
	5.12-5.50
	5.86-6.30


With reference to visual pattern recognition test (Table 5), the purpose is to measure memory, focus, decision-making, concentration, perception, and analytical skills. The Scoring is based on the time taken to complete the test. The correct answers earn a point, but an incorrect answer automatically gets a zero.
Table 5. A Visual Pattern Recognition Test from Marsella (2025)
	Category
	Score
	Male (in Second)
	Female (in Second)

	Very Good
	5
	10-12
	15-20

	Good
	4
	13-15
	21-30

	Average
	3
	16-20
	31-40

	Poor
	2
	21-25
	41-50

	Very Poor
	1
	>25
	>50


Regarding the data analysis stage, interview and questionnaire data were analyzed using qualitative analysis methods to address the first research objective. Pre-test and post-test data were analyzed based on pre-test and post-test data distribution, percentage improvement, normality tests, homogeneity tests, and hypothesis testing to address the second research objective. 
Analysis and Discussions
Learning Module for the Traditional Batak Game Ompat-Mar Galing
The researchers designed the learning module to be as engaging as possible to engage children and increase their enthusiasm for reading. Research participants' responses to the module's quality were quite positive. The breakdown is as follows: 93.3% responded that the language used in the learning module was easy to understand, 93.3% responded that the module's design was attractive, 66.7% responded that the questions in the learning module were easy to answer, 86.7% felt more motivated after reading the "Rages' Message" section, 66.7% learned more about Batak culture after reading the "Batakpedia" section, 80% liked Rages (the mascot of the OMG learning module), and 73.3% gained an understanding of the OMG after reading the learning module.
The Ompat-Mar Galing
The OMG comes from the word opat-mar, meaning ‘four-mar’, with an 'm' inserted in the middle to indicate that four types begin with the letter mar, such as, marsitekka, markaret, marsir, and marjalengkat; galing itself is an acronym for gala hambek and pocca piring.
1. Marsitekka
Marsitekka is a traditional Batak game played in an open field. It is played by a minimum of two people or in teams (Simamora & Sibarani, 2022). Marsitekka is played by throwing stones at each square marked on the ground. This game trains focus and balance to avoid stepping on the wrong square.
2. Markaret
Markaret is a traditional game that trains agility and strength. It is played using rubber bands connected to form a rope. Two players hold the ends of the rubber bands and simultaneously twist and lengthen them. Players must jump over a rope held by two guards (Simamora & Sibarani, 2022). This game trains agility and strength.
3. Marsir
Marsir is a traditional game typically played by children in an open field. This game requires sensitivity, perception, and instinct to identify sticks or small objects hidden in the ground (Simamora & Sibarani, 2022). This traditional game can train sensitivity and instinct.
4. Marjalengkat
Marjalengkat is a traditional game of skill and agility using two bamboo poles. Both feet must remain off the ground, and the body is supported by the two bamboo poles while running along a predetermined path (Damanik & Sinaga, 2019). This game can train balance, speed, and courage.
5. Galah Hambek
Galah Hambek is a game that trains agility and speed and is played by dividing players into two teams: defenders and attackers. The game is played on a field divided into four rectangular squares. Defenders can move left and right along horizontal lines, as well as up and down along vertical lines. Each attacking team must pass through all lines guarded by the opposing team (Rosmawati & Akrom, 2019). This game can train decision-making, analytical skills, emotions, concentration, and leadership.
6. Pocca Piring
Pocca Piring is played by stacking stones or stackable objects and then throwing a ball at the stack. If the stack is hit, the opposing team must rebuild the stack while throwing the ball back at the opposing team (Simamora & Sibarani, 2022). This game can train decision-making, analytical skills, and concentration.
The Cultural Preservation
According to Wedhitami (2014), traditional culture is an intellectual creation that needs to be protected. Article 2, paragraph (3) of the UNESCO Convention for the Protection of the Intangible Cultural Heritage (WBTB) explains that "safeguarding" is defined as a series of efforts aimed at ensuring the continued existence of intangible cultural heritage for future generations. This safeguarding includes documentation, identification, research, preservation, protection, promotion, empowerment, and transmission, specifically through formal and non-formal education. This means that protection must also be interpreted as protecting objects from extinction. From the six types, based on interview data obtained by the researcher, several types are no longer played by participants. This is consistent with the following participant's response:
"I rarely play that game anymore, bro. I play games more often," AGS (N1.3).
Based on the interview results, it was also discovered that most participants no longer play traditional games in their daily lives. Participants also lacked familiarity with and understanding of how to play the six traditional games. This statement aligns with the following participant's response:
"I don't know how to play them. I've seen them, but I don't know how to play them." EN (N11.2).
After the researcher provided the participants with the OMG learning module, they only began to understand how to play, what is needed, and the rules for playing the six games. Furthermore, participants also lacked a clear understanding of culture, traditional games, and cultural preservation efforts. They also had not received formal or informal socialization and education about what culture is, how to protect it, why traditional games are classified as culture, and why they should be protected/preserved. Participants viewed the traditional games they played merely as entertainment, unaware that they are part of a culture that needs to be protected. This is consistent with the following participant's statement:
"We've never been taught about this, sis" CSBT (N9.6).
After the researcher provided the OMG, participants gained a clear understanding of cultural heritage and efforts to preserve it. Therefore, the researcher's efforts in introducing the OMG using a learning module were deemed effective in fostering children's understanding and appreciation that traditional games are a cultural asset that must be preserved. Therefore, the cultural preservation efforts the researcher had hoped for have been successfully realized.
Self-Development: Concrete Operational Stage
Child self-development is a theory that examines how children develop through cognitive, assertive, and motoric aspects, based on different age stages and circumstances (Meilani et al., 2021). The researchers measured cognitive and motoric development. The OMG has a positive influence on children's self-development in both cognitive and motoric aspects. This can be seen in the results of the pre-test and post-test measurements below.
The following figures present a comparison of the pre-test and post-test results for each participant measured using five self-development instruments, including balance, visual ability, motor coordination, agility, and speed.

Figure 1. Single Leg Standing Test Measurement Results from Marsella (2025)

Figure 1 shows the results of the one-leg standing test, which represents the participants' balance abilities. Overall, there was an increase in post-test scores compared to pre-test scores for almost all participants, indicating improved balance abilities after being exposed to the traditional game.
Figure 2. Image Pattern Test Measurement Results from Marsella (2025)

Figure 2 presents the results of the picture pattern test, which measures visual ability, memory, and concentration. This figure shows a significant increase in scores on the post-test, indicating that the traditional ompat-mar galing game contributes to improving children's cognitive aspects.
Figure 3. Throw and Catch Ball Measurement Results from Marsella (2025)

In terms of coordination and focus, the results of the ball throwing and catching test are presented in figure 3. This figure shows that most participants experienced an increase in motor coordination and concentration abilities after participating in a series of traditional games.
Figure 4. Round Trip Running Measurement Results from Marsella (2025)
[image: ]

Meanwhile, figure 4 depicts the results of the shuttle run test, which measures agility and speed. The post-test results show an improvement in participant performance compared to the pre-test, indicating development in gross motor skills.
Figure 5. Sprint Measurement Results from Marsella (2025)
[image: ]
Finally, the results of the 30-meter sprint test are presented in figure 5. This figure shows an increase in running speed in most participants after the treatment was given, which confirms that the traditional OMG game is effective in improving the speed and motoric strength aspects of children.
Based on the results of the researchers' research, the OMG, as a treatment, significantly impacted the self-development of the participants. Participants were found to have improved cognitive and motor skills, as seen in pre-test and post-test data. For example, participant AGS improved on the one-legged standing pre-test, from a score of 3 to a score of 4 on the post-test. Furthermore, on the drawing pattern pre-test, from a score of 3 to a score of 4 after the post-test. Then, on the ball throwing and catching pre-test, from a score of 2 to a score of 3 on the post-test. Next, on the back-and-forth running pre-test, from a score of 3 to a score of 4 on the post-test. Finally, on the 30-meter sprint pre-test, from a score of 2 to a score of 4 on the post-test.
The researchers conducted several tests, including percentage improvement, normality, homogeneity, and hypothesis testing. These tests were conducted to determine the significance of the OMG on the participants' self-development. The data was processed by researchers using the IBM SPSS Statistics 23 program and Microsoft Excel 365. The results of the pre-test and post-test data (see Tables 6 and 7) of grade 3 students are described from points 1 to 6 below.
1. Pre-test Data Distribution
Table 6. Distribution of Pre-test Data from Marsella (2025)
	
	Pre Stork Stand
	Pre-Image Pattern
	Pre-Throw & Catch Ball
	Pre-Shuttle Run
	Pre-30 Meter Run

	Valid
	15
	15
	15
	15
	15

	Mean
	2.933
	1.533
	2.733
	2.800
	2.600

	Std. Deviation
	1.100
	0.990
	1.387
	0.862
	0.632

	Coefficient of variation
	0.375
	0.646
	0.507
	0.308
	0.243

	Minimum
	1.000
	1.000
	1.000
	1.000
	1.000

	Maximum
	4.000
	4.000
	5.000
	4.000
	3.000


2. Post-test Data Distribution
Table 7. Post-test Data Distribution from Marsella (2025)
	
	Post Stork Stand
	Post-Image Pattern
	Post-Throw & Catch Ball
	Post-Shuttle Run
	Post-30 Meter Run

	Valid
	15
	15
	15
	15
	15

	Mean
	3.933
	4.000
	3.400
	4.000
	4.267

	Std. Deviation
	0.594
	0.756
	1.242
	0.655
	0.594

	Coefficient of Variation
	0.151
	0.189
	0.365
	0.164
	0.139

	Minimum
	3.000
	3.000
	1.000
	3.000
	3.000

	Maximum
	5.000
	5.000
	5.000
	5.000
	5.000


3. Percentage Improvement
To determine the impact of the OMG on improving cognitive and motor self-development in third-grade students, this research used the mean percentage improvement and the following percentage results can be seen in Table 8.
Table 8. Percentage Improvement from Marsella (2025)
	Test
	Mean Pre-test
	Mean Pro-test
	Mean Difference
	Improvement* in %

	Stork Stand 
	2.933
	3.933
	1.000
	34

	Throw and Catch the Ball
	2.733
	3.400
	0.667
	24.4

	Shuttle-run
	2.800
	4.000
	1.2
	42.8

	30m Sprint
	2.600
	4.267
	1.667
	64.1

	Image Pattern
	1.533
	4.000
	2.467
	160.9


*Note: Improvement: Mean Difference ÷ Mean Pre-test x 100% (Little, 1960)
It can be seen that there was an increase in the percentage of participants in both the pre-test and post-test. This increase indicates that the OMG treatment had a positive influence and enhanced the self-development of third-grade students at HKBP Maranatha Elementary School.
4. Normality Test
The normality calculation aims to determine whether the sample comes from a normally distributed population (Kusumawati, 2017). The Shapiro-Wilk test is used to test for normality because it is effective for small sample sizes (N<50). Santoso (2019) defines a variable as normally distributed if:
1. If the Significance (SIG) is >0.05, then the variable is normally distributed.
2. If the Significance (SIG) is <0.05, then the variable is not normally distributed.
Table 9. Normality Test from Marsella (2025)
	
	Shapiro-Wilk

	
	Statistic
	Df
	Sig.

	Pre-test
	.963
	15
	.737

	Post-test
	.954
	15
	.592


* This is a lower bound of the true significance. a. Lilliefors Significance Correction
Based on Table 9, the significance values ​​are 0.737 for the pre-test and 0.592 for the post-test, or greater than 0.05. Therefore, it can be concluded that the pre-test and post-test data are normally distributed.
5. Homogeneity Test
The homogeneity test is useful for examining sample similarity, namely whether or not the variances of samples taken from the population are uniform. The homogeneity criterion is that if the probability (significance) is >0.05, it is considered homogeneous; if the probability (significance) is <0.05, it is considered non-homogeneous (Kusumawati, 2017). The results of this study's homogeneity test can be seen in Table 10.
Table 10. Homogeneity Test from Marsella (2025)
	Test of Equality of Variances (Levene's)

	
	F
	df1
	df2
	P

	Pre-Stork Stand
	0.594
	1
	13
	0.455

	Post-Stork Stand
	0.026
	1
	13
	0.874

	Pre-Throw-Catch Ball
	0.661
	1
	13
	0.431

	Post-Throw-Catch Ball
	1.121
	1
	13
	0.309

	Pre-Shuttle Run
	0.055 
	1
	13
	0.988

	Post-Shuttle Run
	0.650
	1
	13
	0.435

	Pre-30m Sprint
	2.006
	1
	13
	0.180

	Post-30m Sprint
	0.939
	1
	13
	0.350

	Pre-Draw Pattern
	2.306
	1
	13
	0.153

	Post-Draw Pattern
	0.516
	1
	13
	0.485


From the table above, the pre-test and post-test results for third-grade students at HKBP Maranatha Elementary School can be concluded that the variance is homogeneous across the population.
6. Hypothesis Testing
Decisions are made by examining the significance values ​​in the coefficients table (see Table 11). The regression results are tested with a 95% confidence level or a significance level of 5% (α = 0.05). The criteria for the t-statistical test is based on Ghozali (2016):
1. If the t-test significance value is > 0.05, then H₀ is accepted and Ha is rejected. This means there is no effect between the independent variable and the dependent variable.
2. If the t-test significance value is < 0.05, then H₀ is rejected and Ha is accepted. This means there is an effect between the independent variable and the dependent variable.
Table 11. Hypothesis Testing from Wilcoxon signed-rank test
	Paired Samples T-Test

	Measure 1
	
	Measure 2
	W
	Z
	df
	P

	Pre-Stork Stand
	-
	Stork Stand Post
	0.000
	-2.934
	
	0.003

	Pre-Throw and Catch
	-
	Ball Throw and Catch Post
	0.000
	-2.666
	
	0.004

	Pre-Shuttle Run
	-
	Shuttle Run Post
	0.000
	-2.934
	
	0.003

	Pre-30m Sprint
	-
	30m Sprint Post
	0.000
	-3.296
	
	< .001

	Pre-Drawing Pattern
	-
	Drawing Pattern Post
	0.000
	-3.180
	
	0.001


The overall p-value is <0.05, so based on the t-test results, it can be concluded that the OMG treatment has a significant impact on increasing children's self-development at the concrete operational stage. Therefore, the researcher's hypothesis was proven correct.
Conclusions
The results show that the OMG helps children understand the importance of playing traditional games in cultural preservation. Therefore, introducing the OMG based on an effective learning module makes children understand and comprehend that traditional games are a culture that must be preserved. Based on the results of the increase in percentage and hypothesis testing that has been carried out, it can be concluded that OMG has been proven to have an influence on increasing children's self-development in cognitive and motor aspects. In this case, the treatment given has been effective in developing self-development at the concrete operational stage.
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