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Resume—The objective of this study is to develop an effective Contextual Teaching and Learning (CTL) model by integrating traditional
games—Gobak Sodor and Terompah—into Pancasila Education at the junior high school level. This approach aims to enhance students’
understanding and internalization of Pancasila values through active, enjoyable, and culturally relevant learning experiences. Using a
qualitative descriptive case study design, data were collected through classroom observation, interviews, student reflections, and
documentation across three learning sessions. Findings show that the CTL-based traditional game model fosters cooperative skills,
discipline, responsibility, honesty, and multicultural awareness while significantly improving students’ cognitive, affective, and social
engagement. Despite challenges related to time allocation, facilities, and teacher readiness, the model proved to be pedagogically valuable
and adaptable, offering a meaningful and transformative learning experience.
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Abstract— Pancasila Education (Civic Education in the Indonesian context) at the junior high school level is still dominated by
conventional approaches that tend to be theoretical and less engaging for students. This has resulted in low student engagement and a
superficial understanding of Pancasila values. This study aims to analyze the implementation of the Contextual Learning (CTL) model
through traditional games, namely Gobak Sodor and Terompah, in improving understanding and learning outcomes in Pancasila
Education at SMPN 41 Bandar Lampung. Using a descriptive qualitative approach, data were collected through observation, interviews,
and documentation. The results indicate that the application of traditional games within the CTL framework successfully creates an
active, collaborative, and contextual learning environment, encouraging students to understand and internalize Pancasila values in a
more meaningful way. Gobak Sodor fosters values of cooperation and sportsmanship, while Terompah promotes discipline and
responsibility. These findings suggest that integrating contextual approaches with local culture in learning holds significant potential for
strengthening students’ character education at school.

Keywords: Contextual Learning, Traditional Games, Pancasila Values, Interactive Learning, Junior High School.

1. INTRODUCTION

Pancasila Education (Civic Education in the Indonesian context) at the junior high school level is still predominantly delivered
through lecture-based methods, which are theoretical in nature and provide minimal opportunities for students’ active participation.
This condition results in a low level of understanding and weak internalization of Pancasila values. Several studies have shown that
the use of interactive and experiential learning models—such as the game “Context is Key”—strengthens knowledge through active
engagement and contextual understanding (Ballon et al., 2004). With contextual adaptation, this approach can also be applied to
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teaching Pancasila values. Furthermore, traditional games have been proven effective in enhancing cognitive processes and
communication skills, as demonstrated in a study where students engaged in traditional game-based learning showed significant
improvement in cognitive outcomes compared to those taught using conventional methods (Widiana et al., 2018).

To address this challenge, this study analyzes the implementation of the Contextual Learning (CTL) model through the
traditional games Gobak Sodor and Terompah as an innovative approach to teaching Pancasila values in a contextual and enjoyable
manner. The findings indicate that this approach can increase students’ engagement in the learning process and foster a more
meaningful understanding of cooperation, discipline, responsibility, and sportsmanship—values aligned with the essence of
Pancasila as the foundation of national character building.

Contextual learning is essential because it connects the subject matter with students’ real-life experiences, making learning not
only theoretical but also relevant to their daily lives (Munir et al., 2020). In the context of Pancasila Education, this approach enables
students to understand the nation’s core values through activities closely related to their everyday experiences, such as traditional
games (Permana et al., 2023). Through such activities, values such as mutual cooperation (gotong royong), discipline, responsibility,
and honesty can be naturally internalized through direct experience rather than through rote memorization of concepts.

The Contextual Learning model implemented through traditional games is an effective approach to internalizing Pancasila
values in an enjoyable and meaningful way (Widiana et al., 2018). By linking the learning material to students’ real-life experiences,
games such as Gobak Sodor and Terompah can cultivate cooperation, responsibility, discipline, and sportsmanship. This approach
not only enhances student engagement but also strengthens their understanding of the essence of Pancasila as the foundation for
character formation in daily life (Permana et al., 2023).

II. RESEARCH METHOD

This study employed a descriptive qualitative approach aimed at providing an in-depth description of the process and impact of
implementing the Contextual Learning (CTL) model based on traditional games in Pancasila Education (Civic Education in the
Indonesian context). The research was conducted at SMPN 41 Bandar Lampung, with the primary subjects being Grade VIII
students and the Pancasila Education teacher. Data collection techniques included direct observation of the learning process, in-
depth interviews with teachers and students, and documentation of learning activities involving the games Gobak Sodor and
Terompah.

The procedure began with lesson planning, followed by the implementation of game activities within the context of Pancasila
values, and concluded with a reflection session involving the students. The data obtained were analyzed using the Miles and
Huberman model, which includes data reduction, data display, and conclusion drawing. To ensure the validity of the findings,
triangulation was applied in terms of both data sources and data collection methods.

II1. RESULTS AND DISCUSSION
A.  Implementation of CTL Learning through Gobak Sodor and Terompah Games

The application of the Contextual Learning (CTL) model in Pancasila Education (Civic Education in the Indonesian context)
at SMPN 41 Bandar Lampung, integrating traditional games such as Gobak Sodor and Terompah, aligns with broader educational
strategies that leverage traditional games to enhance learning outcomes and student engagement. Traditional games have been
proven to significantly improve cognitive processes and student participation, as evidenced by research showing that students
engaged in traditional game-based learning performed better cognitively compared to those in conventional settings (Widiana et
al., 2018). This approach is not only effective for cognitive enhancement but also for instilling educational values, as traditional
games inherently contain elements of cooperation, responsibility, and sportsmanship, which are essential in delivering Pancasila
values (Munir et al., 2020).

Furthermore, integrating traditional games into educational settings has been associated with increased student motivation and
improved learning outcomes, as these games provide collaborative and engaging environments that appeal to students’ intrinsic and
extrinsic motivational factors (Trajkovik et al., 2018). The contextual nature of such games also supports the development of higher-
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order thinking skills and promotes interaction and collaboration among students—critical components of an effective learning
environment (Yang et al., 2024). In addition, traditional games serve as a medium for teaching sustainability and fostering emotional
well-being, which are vital for holistic education (Luchoro-Parrilla et al., 2024). Therefore, the use of traditional games in education
not only addresses the issue of passive learning but also enriches the educational experience by making it more interactive and
contextually relevant, thus aligning with the goals of Pancasila Education to develop well-rounded individuals (Almeida et al.,
2015).

The stages of implementation began with careful planning by the teacher, which included designing a CTL-based lesson plan
(Rencana Pelaksanaan Pembelajaran, RPP). At this stage, the teacher determined learning objectives that were not only cognitive
but also affective and psychomotor in nature. Traditional games were incorporated into the core activities as a medium for active
learning. The teacher also prepared learning scenarios that enabled students to directly engage in games representing national values,
such as teamwork, responsibility for assigned roles, and honesty in following the game rules.

During the implementation phase, students were divided into small groups to participate in Gobak Sodor and Terompah games,
which were modified to align with the learning objectives. The teacher provided instructions while also explaining the Pancasila
values to be instilled through the activities (Ballon et al., 2004). In this process, students were actively and enthusiastically involved,
demonstrating that real-life experiential approaches can more effectively capture their interest and participation compared to lecture-
based methods (Widiana et al., 2018). According to Ballon and Silver, facilitators in the “Context is Key” game help learners
synthesize knowledge and encourage group discussion—an important step in understanding complex topics such as diagnosing
bipolar disorder in adolescents (Ballon et al., 2004). Similarly, in this context, the teacher acted as a facilitator, guiding discussion
and reflection after the games were completed.

The dynamics of the learning process indicated significant changes in students’ interaction patterns. They became not only more
physically active but also demonstrated a deeper understanding of the values gained from the gaming experience. This is in line
with constructivist educational theory, which emphasizes the importance of social interaction and collaborative learning in physical
education, allowing students to construct meaning through shared experiences and strategic cooperation (Barker et al., 2017).
Furthermore, the social learning dynamics observed within the game communities highlighted the development of soft skills such
as patience, coordination, and discipline—skills that are essential for fostering a spirit of solidarity and shared responsibility among
students (Gandolfi, 2022).

For example, in Gobak Sodor, students learned the importance of collective strategy and accountability in maintaining their
roles, while in Terompah, they developed patience, coordination, and discipline. These activities also built a strong sense of
solidarity among students.

In educational settings, particularly within the Contextual Teaching and Learning (CTL) approach, the reflection stage serves
as an essential component for connecting students’ learning experiences to real-life values, such as those embodied in Pancasila.
This process is supported by various reflective practices and models discussed in the literature. For instance, the Play Curricular
Activity Reflection Discussion (pCard) model demonstrates how structured reflection in game-based learning can enhance student
motivation and content identification, although its impact on knowledge acquisition varies, with significant improvement observed
in mathematics (Foster et al., 2015). Reflection benefits not only students but also teachers, as it can transform their teaching
practices by influencing lesson planning, activity variation, and classroom management (Lefebvre et al., 2023).

The importance of reflection is further emphasized in game-based learning environments, where it is linked to skill and
knowledge acquisition, and the depth of reflection is critical to maximizing learning outcomes (Cloude et al., 2021a). Moreover,
dialogic reflection—supported by tools such as classroom discourse visualization—can foster collaborative learning and improve
students’ problem-solving skills by encouraging multiple perspectives (Wang et al., 2025).

In teacher education, reflection is viewed as a collaborative communicative act that assists in constructing and expanding the
objects of reflection, thereby enhancing professional development (Ottesen, 2007). Furthermore, designing games for reflection
requires providing relevant contexts and enabling role-play, which can lead to higher levels of reflection and behavioral change
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(Iacovides et al., 2022a). Overall, integrating reflection into educational practice, whether through game-based learning or teacher
education, is essential for linking theoretical knowledge with practical application and fostering a deeper understanding of the values
and concepts being taught.

Based on this premise, the reflection stage in this study was conducted immediately after the game activities concluded. The
teacher facilitated a discussion session in which students were encouraged to share their experiences, the values they had learned,
and how these related to their daily lives. This reflection process became a critical part of the CTL approach because it provided a
space for students to recognize the meaning of their learning experiences and connect them to the Pancasila values being taught.
The teacher also evaluated student responses as feedback for designing subsequent learning activities.

Overall, the implementation of CTL through Gobak Sodor and Terompah games demonstrated that learning involving direct
experiences can shift students’ paradigm from being mere recipients of information to becoming active participants in the learning
process. Students’ emotional and physical engagement in the games created an enjoyable learning situation, enabling Pancasila
values to be understood not only cognitively but also internalized into their behavior. Thus, this approach significantly contributed
to strengthening character education in schools.

B. Pancasila Values in Traditional Games

Traditional games such as Gobak Sodor and Terompah are deeply rooted in local culture and serve as effective media for
instilling Pancasila values, including gofong-royong (mutual cooperation), responsibility, discipline, honesty, and teamwork. These
games are not merely physical activities but are rich in educational values aligned with the principles of Pancasila, making them
highly suitable for Pancasila Education.

The implementation of traditional games in educational settings has proven effective in promoting these values. For example, the
traditional games of the Sasak ethnic group are closely connected to elements of nature, fostering a deeper understanding of
ecological knowledge and harmony among individuals (Munir et al., 2020). Moreover, traditional games like Gobak Sodor have
been adapted to enhance children’s social skills, such as teamwork and communication, which are essential components of Pancasila
values (Irmansyah et al., 2020). The preservation of traditional games through digital applications also plays a key role in
safeguarding cultural heritage while educating children, thereby reducing the negative stigma often associated with digital games
(Regiana et al., 2020).

In addition, traditional games have been found to improve cognitive processes and problem-solving skills, offering a holistic
approach to child development that encompasses both physical and moral education (Widiana et al., 2018). Integrating these games
into the educational curriculum not only supports the development of social and cognitive skills but also strengthens cultural identity
and local wisdom—both essential for fostering a sense of community and national pride (Bauto, 2016).

Therefore, traditional games serve as valuable tools in education, promoting the natural internalization of moral values through their
inherent rules and dynamics, and aligning closely with the foundational principles of Pancasila.

The Gobak Sodor and Terompah games exemplify the integration of cooperation, trust, discipline, and responsibility, reflecting the
values taught in Pancasila. In Gobak Sodor, the need for cooperation and trust among team members aligns with the findings of
Jansson et al., who emphasize the role of trust in enhancing cooperation in coordination games, where mutual benefits are achieved
through strategic collaboration (Jansson et al., 2015). This is further supported by Le Bars and Chambon, who highlight the
importance of strategic cooperation and motor coordination in joint actions, demonstrating that successful team dynamics rely on
the interplay of these elements (Bars et al., 2022).

The game also reflects the concept of commitment and shared intentions as described by Levesque et al., in which team members
must be aware of and committed to the collective goals of the group (Levesque et al., 1990). In Terompah, the emphasis on discipline
and responsibility is similar to the structured cooperation seen in multi-agent systems, where agents must manage their actions
harmoniously to achieve a common objective (Griffiths et al., 2003).
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This game also reflects the findings of Andersson and Wengstrom, who noted that credible communication and pre-play strategies
are crucial for maintaining cooperation, underscoring the importance of discipline in both communication and action (Andersson et
al., 2012). Furthermore, the need for synchronized actions in Terompah aligns with Hamilton et al.’s observations on the importance
of synchronized communication and coordinated actions in team games (Hamilton et al., 2009). Both games, through their emphasis
on cooperation, trust, discipline, and responsibility, embody the principles of Pancasila, fostering a spirit of unity and collective
effort among participants.

The concept of honesty and its reinforcement through social interaction and play has been explored across various studies. Honesty
in group settings can be influenced by the presence of rule enforcers, which reduces collaborative cheating and promotes honest
behavior within the group, as individuals resist the temptation to engage in dishonest acts even when such acts are not explicitly
sanctioned (Gross et al., 2021). This aligns with the observation that students often correct peers attempting to break the rules,
indicating a process of internal social control that naturally emerges from collective awareness. Such processes are particularly
important in educational contexts, where interventions aimed at promoting ethical behavior through group activities have shown
that students with a higher propensity for unethical conduct can be guided toward honesty through participatory learning and
discussion (Alonso et al., 2025). Moreover, prosocial values and intrinsic motivation play a significant role in reducing academic
misconduct, suggesting that fostering these values can enhance ethical behavior among students (Kasler et al., 2023).

The dynamics of honesty are further complicated by social norms, which can either promote or hinder honest behavior depending
on their strictness and the social context (Aycinena et al., 2022). For example, overly rigid norms can paradoxically lead to increased
dishonesty, as individuals may fail to perceive differences in the severity of lies (Aycinena et al., 2022). In addition, mechanisms
of social control, such as peer punishment, can enforce norms but may also perpetuate harmful behaviors if the norms themselves
are detrimental (Abbink et al., 2017). The interplay of conformity, identity, and social influence also shapes the spread of honest
behavior, with conformity promoting honesty in simpler social structures but potentially leading to dishonesty in more complex
environments (Cremene et al., 2021). These findings highlight the importance of designing educational and social interventions that
leverage the natural emergence of social control and prosocial values to cultivate honesty and cooperation—values that reflect the
gotong royong principle and the ideals of Pancasila in everyday life.

Accordingly, student reflections after the activities demonstrated a deeper understanding of Pancasila values. During discussion
sessions, students were able to independently identify the values they had experienced during the games and relate them to life at
school and at home. For instance, several students mentioned the importance of listening to teammates when devising strategies or
recognized that breaking the rules in the game could harm the entire group. This indicates that students not only understood the
values conceptually but also experienced them firsthand.

Furthermore, learning experiences through traditional games created space for students to feel valued and heard. When invited to
reflect on their experiences, a collective awareness emerged that the values they learned were not foreign or imposed but were part
of their daily lives. Thus, this approach made Pancasila values more vivid and contextual within the learning process, while
simultaneously strengthening students’ character as part of a transformative civic education.

C. Impact on Learning Outcomes

The implementation of contextual learning based on traditional games in Pancasila Education (Civic Education in the Indonesian
context) has demonstrated significant positive impacts on students’ learning achievement, particularly in the cognitive and affective
domains. Traditional games such as Gobak Sodor and Terompah play a crucial role in activating critical thinking and decision-
making processes, which are essential for understanding and internalizing Pancasila values beyond mere theoretical memorization.
These games facilitate a learning environment where students can directly experience values such as responsibility, honesty, and
cooperation, thereby enhancing their conceptual understanding and the application of these values in real-life contexts.

Research has shown that traditional games significantly improve cognitive processes by encouraging active participation and
communication among students, as opposed to conventional learning methods that often result in passive learning experiences
(Widiana et al., 2018). Furthermore, integrating traditional games into educational settings has been shown to foster deeper
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connections with cultural and ecological knowledge, as these games often incorporate natural elements and local cultural practices,
thereby enriching students’ learning experiences and understanding of their environment (Munir et al., 2020).

The effectiveness of game-based learning is further supported by meta-analyses and empirical studies, which indicate that such
approaches lead to higher academic achievement, increased motivation, and greater engagement among students (Karakog et al.,
2022; Amzalag et al., 2024). In addition, inquiry-based and ubiquitous game designs have been found to promote critical thinking
and problem-solving skills, further supporting students’ cognitive and affective development (Hwang et al., 2017). Overall, the use
of traditional games in Pancasila Education not only enhances students’ academic achievement but also fosters essential life skills
and values, making it a valuable pedagogical approach in contemporary education.

The affective aspect of learning, especially when students engage in real-life experiences, significantly enhances their enthusiasm
and engagement in the educational process. This is supported by findings from various studies that highlight the importance of
emotions in learning environments. For example, affective education, which focuses on learners’ emotional well-being and attitudes,
has been shown to foster positive attitudes and increase participation and initiative among students, as noted in a European
collaborative research project (Puurula et al., 2001). The Positive Attitude Towards Teaching framework in higher education further
emphasizes the emotional dimension as critical for empowering quality teaching, indicating that fostering positive emotions can
enhance teaching effectiveness and student engagement (Mioci¢ et al., 2020).

Moreover, the integration of social and emotional learning into educational settings has been linked to improved student outcomes,
including better engagement and achievement (Mok, 2019). Affective learning experiences, such as those involving student team
learning methods, have been shown to positively affect students’ friendships, self-esteem, and academic performance, suggesting
that collaborative and experiential learning can effectively engage students emotionally (Slavin et al., 1981). Additionally, the
quality of teacher—student relationships plays a vital role in student engagement, with positive relationships leading to higher levels
of involvement and achievement (Roorda et al., 2011). The emotional landscape of learning, especially in self-regulated and co-
regulated learning contexts, also highlights the dominance of positive emotions such as enthusiasm, which are essential for effective
learning (Saariaho et al., 2018). Finally, emotional intelligence has been identified as a key factor in student engagement and
success, with higher EI levels correlating with better academic outcomes and satisfaction in higher education (Zhoc et al., 2020).
Collectively, these studies underscore the importance of addressing the emotional aspects of learning to foster more engaging and
effective educational experiences.

The emergence of reflective behavior among students participating in game-based learning is a significant outcome, as it not only
enhances conceptual understanding but also facilitates the internalization and application of values in real-life contexts. In Lavega’s
research, traditional games such as la pelota sentada have been shown to foster reflective skills and democratic social encounters
among students, enabling them to identify and practice values such as responsibility and discipline in various settings, including
school, family, and social environments (Luchoro-Parrilla et al., 2024).

Game designs that encourage reflection are critical, as demonstrated by studies in which role-playing as characters different from
oneself—yet relatable—enhanced the depth of reflection, making the experience more relevant to players’ lives (Iacovides et al.,
2022b). Personal values significantly influence learning approaches and academic achievement, suggesting that integrating value
education into learning strategies can produce well-rounded graduates capable of applying these values in everyday life (Gamage
et al., 2021). Furthermore, the impact of games on social practices highlights their role in shaping communication and teamwork
skills, which are crucial for applying learned values in social contexts (Khanmurzina et al., 2019).

The Good Behavior Game, for instance, has been effective in reducing disruptive behavior and promoting social validity, indicating
that structured game-based interventions can reinforce positive behaviors and values (Kleinman et al., 2011). Additionally, the
integration of educational values through traditional games, as observed in the Sasak community’s practices, underscores the
importance of cultural and ecological knowledge in value education, further supporting the application of these values in real-world
scenarios (Munir et al., 2020). Overall, these findings emphasize the potential of game-based learning environments not only to
enhance academic engagement but also to cultivate reflective, value-driven behavior that students can apply beyond the classroom
(Cloude et al., 2021b).
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Nevertheless, the implementation of this model is not without challenges. One of the main constraints is the limited classroom time,
which is often insufficient to conduct the games thoroughly and optimally. Teachers must manage time carefully to ensure that the
games do not encroach on time allocated for other subjects, while also making sure that the targeted values are truly understood by
students through concise yet meaningful activities.

Facilities also pose a challenge. Some traditional games require open spaces and simple equipment that may not always be available
in the school environment. Furthermore, the physical limitations of classroom space can be an obstacle for games that require free
movement. Teachers often address this by modifying the games to be conducted within available classroom space or utilizing the
schoolyard at specific times.

Teacher readiness in designing game-based learning is also crucial to the effectiveness of this approach. Not all teachers are familiar
with experimental and interactive methods. Training and mentoring are necessary to enable teachers to design activities aligned
with learning objectives and to accurately assess the attainment of targeted values. Nevertheless, the high enthusiasm of students
and the demonstrated improvement in learning outcomes provide additional motivation for teachers to continue developing this
approach in the future.

IV. CONCLUSION

The Contextual Learning model based on traditional games has proven effective in enhancing students’ understanding and
internalization of Pancasila values in junior high school. The Gobak Sodor and Terompah games not only create an active and
enjoyable learning atmosphere but also serve as contextual and meaningful media for conveying values such as cooperation,
discipline, responsibility, and honesty. This approach successfully transforms learning from being primarily theoretical into a direct,
reflective experience that leaves a lasting impact on the affective, cognitive, and social domains.

To support the effectiveness of this approach, schools need to provide adequate facilities, adjust instructional time, and offer teacher
training to enable the design and evaluation of game-based learning effectively. Furthermore, the model can be further developed
by exploring other traditional games that embody noble local cultural values, allowing Pancasila Education to be delivered in a
more contextual, adaptive, and relevant manner to students’ realities.

1. Recomendation

The integration of the Contextual Learning model with traditional games such as Gobak Sodor and Terompah has proven to
improve the quality of Pancasila Education at the junior high school level. Through this approach, students not only understand
Pancasila values conceptually but also internalize them through enjoyable and participatory real-life experiences. Learning becomes
more dynamic, meaningful, and impactful both affectively and socially, as students actively engage in situations that reflect values
such as cooperation, discipline, responsibility, and honesty.

For this approach to be applied more widely and sustainably, it is necessary to provide teacher training to enhance their
competence in designing and implementing creative, culturally based contextual learning. Teachers should be equipped with
pedagogical strategies that enable them to adapt traditional games into the formal curriculum while being able to evaluate value
attainment holistically. Additionally, active teacher involvement in the planning and reflection stages is a key factor in the successful
implementation of this model.

School support is also crucial, both in providing supporting facilities and infrastructure and in organizing flexible learning
schedules. Schools are expected to create space for innovative learning models rooted in local culture and character. To enrich the
study and broaden the benefits of this approach, further research should explore other traditional games and assess their effectiveness
across different educational levels. In this way, Pancasila Education can be actualized in a contextual manner while remaining
deeply rooted in the nation’s cultural heritage.
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