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Abstract
Background. Locomotor movement is a fundamental component of motor development in early elementary school. 
However, low student engagement and limited Physical Education, Sports, and Health (PJOK) learning facilities often 
restrict the effective development of locomotor skills.
Objectives. This study aimed to evaluate the effectiveness of creative media-based team games in improving locomotor 
skills among second-grade elementary school students.
Material and Methods. The research used a Classroom Action Research (CAR) design implemented over two cycles, 
each consisting of two actions. The participants were 28 students of class 2B from SD Negeri 02 Indralaya Utara. Data 
collection included observation, interviews, documentation, and the Test of Gross Motor Development-2 (TGMD-2).
Results. The intervention led to a notable improvement in locomotor performance. The students’ average score 
increased from 29.89 (62.27%) at baseline to 44.46 (92.63%) at the end of Cycle 2, indicating substantial progress 
following the implementation of creative media-based team games.
Conclusions. Creative media-based team games are effective in enhancing locomotor skills and fostering an engaging, 
active learning environment. The findings provide practical guidance for teachers in designing evidence-based 
instructional strategies to support locomotor development in early elementary education.
Keywords: locomotor skills, physical education, creative media, team games, motor development, classroom action 
research.
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Introduction

Education plays a crucial role in human life because it 
contributes directly to developing individual potential and 
quality. In the Indonesian education system, Physical Edu-
cation, Sports, and Health (PJOK) holds an equal position 
with other subjects in achieving national education goals. 
PJOK emphasizes movement-based learning through physi-
cal activities, games, and sports to enhance students’ physi-
cal, mental, and emotional development (Shidiq et al., 2022). 
Central to this process are basic movement skills—locomo-
tor, non-locomotor, and manipulative—that form the foun-
dation for students’ physical abilities (Muzakki & Saputra, 
2020). Among these, locomotor movements such as walking, 
running, and jumping are essential for supporting physical 
competence and quality of life (Simahate & Munip, 2020; 
Bednarczuk et al., 2025).

Despite their importance, many elementary students still 
show low locomotor skills, which can hinder both learning 

and daily activities. Locomotor competence is closely linked 
to lower limb strength, speed, balance, and self-confidence 
(Gråstén et al., 2022). Observations at SD Negeri 02 Indralaya 
Utara revealed that some students lacked interest in PJOK 
motor skills lessons, reflecting low motor proficiency. This 
issue may stem from factors such as limited facilities, un-
pleasant learning experiences, or difficulties in understand-
ing material. Yet, motor skill development is vital because 
strong motor abilities support sensory functions and cogni-
tive growth, thereby influencing students’ motivation and 
learning outcomes.

Improving locomotor skills requires supportive exter-
nal factors, including appropriate facilities, creative media, 
and effective teacher–student interaction (Saleh & Ramd-
hani, 2020; Nur et al., 2018; Zain & Putra, 2020). Teachers’ 
professional competence and managerial skills also play a 
significant role in creating engaging learning environments 
(Ellis et al., 2023). One promising strategy is the use of educa-
tional games, which not only strengthen psychomotor skills 
but also integrate cognitive and affective aspects (Anggraini, 
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2021; Agung, 2021). Recent studies confirm the effectiveness 
of play-based learning and media in improving locomotor 
skills (Musampa, 2022; Syahbani et al., 2024; Arlini et al., 
2024). However, these studies primarily focused on individ-
ual practice and used limited media, leaving gaps in the im-
plementation of more varied and collaborative approaches.

Previous studies on improving locomotor skills in el-
ementary students have largely emphasized individual prac-
tice and relied on limited types of learning media. While 
these approaches demonstrated positive outcomes, they do 
not fully address the need for collaborative, engaging, and 
varied game-based models that reflect the social and inter-
active nature of elementary school learning. Therefore, this 
study aims to design and implement an innovative creative 
media-based team game model in PJOK as an alternative 
solution to enhance locomotor skills. The study specifically 
seeks to analyze the current condition of students’ locomo-
tor skills, to develop a creative team game model that inte-
grates diverse learning media suited to elementary school 
characteristics, and to examine the practicality and potential 
effectiveness of the model in PJOK learning. Accordingly, the 
research is guided by the following questions: (1) what is the 
current condition of elementary school students’ locomotor 
skills in PJOK learning, (2) how can a creative media-based 
team game model be designed to suit the characteristics and 
needs of elementary students, and (3) to what extent is the 
developed model practical and potentially effective in im-
proving students’ locomotor skills?

Materials and Methods

This study employed a Classroom Action Research 
(CAR) approach, conducted systematically in cycles. Each 
cycle consisted of four stages: planning, implementation, ob-
servation, and reflection, carried out once a week. The CAR 
approach was expected to contribute to improving the quality 
of PJOK learning, particularly in developing students’ loco-
motor skills.

The research was conducted at SD Negeri 02 Indralaya 
Utara, Ogan Ilir Regency, South Sumatra. The classroom 
action research was implemented over a period of several 
weeks, with one cycle carried out each week.

The subjects of this study were 28 students from grade 
2B, consisting of 14 boys and 14 girls, aged 6 to 8 years old.

The selection of subjects was based on initial observation 
results, which indicated that the students’ locomotor skills 
were still relatively low. Thus, the entire class was included as 
research participants.

Data were collected using a test technique to measure 
students’ locomotor skills through the Test of Gross Motor 
Development-2 (TGMD-2), which focuses on locomotor 
skills such as running, galloping, hopping, leaping, horizon-
tal jumping, and sliding. The TGMD-2 instrument has been 
shown to possess high validity and reliability, indicating con-
sistency and accuracy in measurement (Apriyani et al., 2018). 
Assessments were carried out using a checklist-based scoring 
sheet, where each student was given two trials for each skill. 
A score of 1 was given if the skill criterion was achieved, and 
a score of 0 if it was not.

The collected data were analyzed using a quantitative 
approach. Raw scores from each locomotor skill test were 

converted into standard scores based on TGMD-2 guide-
lines and categorized according to the established descriptive 
classification. Furthermore, the mean scores and percentages 
were calculated for each cycle to evaluate the improvement in 
students’ locomotor skills.

Results

This study aimed to improve the locomotor skills of 
grade 2B students at SD Negeri 02 Indralaya Utara through 
the implementation of group games supported by creative 
media in Physical Education (PE). Data were collected from 
28 students through a series of tests and observations across 
each action cycle.

Table 1. Initial Test Results
Initial Data Raw Score Mean Percentage (%)

Total 837 29.89 62.27

Based on Table 1, the total raw score obtained by the stu-
dents was 837, with a mean score of 29.89 or 62.27%. These 
results indicate that the students’ locomotor ability was still 
at a low level.

Table 2. Cycle 1 Action 1 Results
C1A1 Raw Score Mean Percentage (%)
Total 955 34.11 71.06

In Cycle 1 Action 1, the raw score increased to 955, with 
a mean of 34.11 or 71.06%. This shows an improvement of 
118 points from the baseline, with a mean increase of 4.22 
or 8.79%.

Table 3. Cycle 1 Action 2 Results
C1A2 Raw Score Mean Percentage (%)
Total 1,065 38.04 79.25

In Cycle 1 Action 2, the raw score rose to 1,065, with a 
mean score of 38.04 or 79.25%. This indicates an improve-
ment of 110 points, with a mean increase of 3.93 or 8.13%. 
The students began to demonstrate better understanding 
and became more accustomed to locomotor concepts and 
practices.

Table 4. Cycle 2 Action 1 Results
C2A1 Raw Score Mean Percentage (%)
Total 1,165 41.61 86.69

In Cycle 2 Action 1, the raw score further increased to 
1,165, with a mean score of 41.61 or 86.69%. This shows an 
improvement of 100 points compared to the previous cycle, 
with a mean increase of 3.57 or 7.44%.

Table 5. Cycle 2 Action 2 Results
C2A2 Raw Score Mean Percentage (%)
Total 1,245 44.46 92.63

In Cycle 2 Action 2, the raw score reached 1,245, with a 
mean of 44.46 or 92.63%. This represents an improvement of 
80 points, with a mean increase of 2.85 or 5.94%.

Overall, the findings demonstrate significant improve-
ment in each cycle. From the baseline mean score of 29.89 
(62.27%), the students’ scores increased to 44.46 (92.63%) 
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by the end of Cycle 2 Action 2. These results indicate that the 
implementation of group games supported by creative media 
was effective in enhancing the locomotor skills of grade 2B 
students at SD Negeri 02 Indralaya Utara.

Discussion

Based on the findings of this study, several factors were 
identified as contributing to the low level of locomotor skills 
among grade 2B students at SD Negeri 02 Indralaya Utara. 
The main problems included a lack of understanding of basic 
movement concepts, limited awareness of the importance 
of physical activity, and low interest in physical education. 
In fact, physical education plays a crucial role in enhanc-
ing students’ overall quality of life—physically, mentally, and 
emotionally (Salim et al., 2023; Firdaus & Nurrochmah, 2021; 
Adji & Wibowo, 2023). Initial data showed that the aver-
age locomotor skill score of students was still low, reaching 
only 29.89 or 62.27%. This situation was further worsened 
by inadequate facilities, less engaging teaching methods, and 
low learning motivation, as confirmed by previous studies 
(Fauzan et al., 2022).

Through the implementation of creative media and 
game-based learning strategies, students’ locomotor skills 
improved significantly in each cycle. In cycle 1 action 1, the 
average score increased to 34.11 (71.06%) after the use of cre-
ative media, which made the learning process more effective 
(Erwansyah & Ferianto, 2016; Muslim, 2021). The improve-
ment continued in cycle 1 action 2, with the average score 
rising to 38.04 (79.25%), where the application of games suc-
cessfully enhanced motivation and provided enjoyable motor 
stimulation (Mudzakir, 2020; Zenith et al., 2020).

In cycle 2 action 1, the average score further increased 
to 41.61 (88.69%) through the implementation of the group-
based “Locomotor Circuit” game model, which encour-
aged students’ coordination, cooperation, and interaction 
(Waluyo et al., 2024; Sudarmono, 2016; Rani et al., 2025). The 
highest improvement was observed in cycle 2 action 2, with 
the average score reaching 44.46 (92.63%) after the circuit 
was enhanced with more challenging variations of stations 
and obstacles. This finding demonstrates the effectiveness of 
consistent and structured practice in improving locomotor 
competence (Chen et al., 2024; Liu et al., 2025).

Overall, the study results indicate that the application 
of group games integrated with creative media in physical 
education effectively improved students’ locomotor skills, 
motivation, teamwork, and provided enjoyable learning ex-
periences. Students became more active, confident, and co-
operative throughout the learning process. Nevertheless, this 
study was limited to a single class, and therefore, its findings 
cannot be generalized to a broader population. Future studies 
are recommended to involve larger and more diverse samples 
to obtain more representative results.

Conclusions

Based on the results obtained through several cycles, 
this study concludes that the implementation of group games 
supported by creative media in physical education effectively 
improves the locomotor skills of grade 2B students at SD 
Negeri 02 Indralaya Utara. The findings show a consistent 

increase in average locomotor skill scores across cycles, sup-
ported by step-by-step treatments and observations. Beyond 
locomotor development, this approach also enhanced stu-
dents’ creativity, learning enthusiasm, self-confidence, active 
participation, and teamwork during the learning process.

Thus, this model can serve as an effective alternative to 
address the low locomotor ability of elementary school stu-
dents while improving the overall quality of physical educa-
tion. These results highlight the importance of competent 
PE teachers and confirm that game-based learning tailored 
to students’ characteristics provides enjoyable and meaning-
ful experiences that foster holistic development—physically, 
mentally, and emotionally.
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Покращення локомоторних навичок учнів початкової 
школи через командні ігри з використанням 
креативних медіа на уроках фізичної культури
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Реферат. Статья: 5 с., 5 табл., 28 джерел.

Історія питання. Локомоторні рухи є фундаментальним компонентом моторного розвитку дітей молодшого шкіль-
ного віку. Проте низька зацікавленість учнів та обмежені можливості для проведення занять з фізичної культури, спорту і 
здоров’я (PJOK) часто ускладнюють формування цих навичок.

Метою дослідження було оцінити ефективність використання командних ігор на основі креативних медіа для покра-
щення локомоторних навичок учнів початкової школи.

Матеріали і методи. У дослідженні застосовано дизайн педагогічного дослідження у формі класно-урочного експери-
менту (Classroom Action Research, CAR), реалізований у двох циклах, кожен з яких складався з двох дій. У вибірку увійшли 
28 учнів класу 2B SD Negeri 02 Indralaya Utara. Збір даних здійснювали за допомогою спостережень, інтерв’ю, аналізу до-
кументації та тесту TGMD-2 (Test of Gross Motor Development-2).

Результати.  Запроваджена методика забезпечила суттєве покращення локомоторних навичок. Середній показник 
підвищився з 29.89 (62.27%) на початку дослідження до 44.46 (92.63%) наприкінці другого циклу, що свідчить про високу 
результативність командних ігор на основі креативних медіа.

Висновки. Використання командних ігор із застосуванням креативних медіа є ефективним засобом розвитку локо-
моторних навичок і створює більш зацікавлене та активне навчальне середовище. Отримані результати можуть слугувати 
практичними рекомендаціями для вчителів щодо розробки доказових стратегій навчання моторному розвитку в початко-
вій школі.

Ключові слова: локомоторні навички, фізична культура, креативні медіа, командні ігри, моторний розвиток, класно-
урочне дослідження.
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