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Abstract 

Physical education learning in elementary school prioritizes learning with a pleasant 

atmosphere. The use of game-based learning media for physical education is one of the 

teachers' efforts in improving students' learning motivation at home during the COVID-19 

pandemic. This research aims to develop Rope Ladder-based learning media to motivate 

students to study at home during the COVID-19 pandemic. Involving 19 students for field 

tests using pre-test and post-test instruments. They have intervened for 12 meetings over 

three months through the zoom meeting cloud. The results showed a p-value < 0.05 means 

there is a difference in test results. Rolade game-based learning media is effective for 

improving students' learning motivation at home during the COVID-19 pandemic. Rolade 

game-based learning media is not the only source. Therefore, it is recommended that users 

look for other learning resources to help motivate children aged 7-8 years. 
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Introduction 

 
In early 2020, the world is on high alert for a virus called Coronavirus Disease 2019 (Covid-

19). The World Health Organization (WHO) officially announced COVID-19 as a pandemic  

(Ghebreyesus, 2020). In response, heads of state heads have taken various policies to cut the 

chain of the spread of COVID-19. Therefore, the government adopts the stay-at-home 

approach by working, worshipping, and requiring school-age children to study at home. The 

President of the Republic of Indonesia's appeal through the Decree of the Ministry of 

Education and Culture requires the implementation of learning in the conditions of the spread 

of COVID-19 to no longer be done face-to-face, but to be done at home in the family (Essa et 

al., 2020; Goniewicz & Khorram-Manesh, 2021). 

Learning from home in physical education is considered an effective and efficient way to 

keep learning activities to live during the COVID-19 outbreak.  The severity of the challenge 

of Study from home physical education in the event of a Covid-19 emergency becomes 

crucial. A study from home in elementary school students' physical education is undoubtedly 

different from schools' learning. Physical education learning in elementary school, especially 

in the early grades (ages 7-8 years), prioritizes learning with a pleasant atmosphere. The use 

of physical education learning media is one of the teachers' efforts in improving students' 

learning motivation because sometimes, when the learning process teaches, teachers will face 

lazy and bored students (Enright & Sullivan, 2013). 
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Research relevant to this study that anxiety levels increased during home learning, and 

depression was more significant during the pandemic (Antonucci et al., 2020; Buckner et al., 

2021). This study only discusses home learning implications during pandemics and has not 

provided a solution to address them. Several other researchers stated that information 

technology is the right solution in carrying out learning during the COVID-19 pandemic 

(Campos et al., 2021; Espino-d & Fernandez-caminero, 2020; Fatoni et al., 2020; He et al., 

2021; König et al., 2020; Mishra et al., 2020; Wargadinata et al., 2020). Some new 

researchers focused on facilitating learning during the pandemic have not discussed how 

learners follow online learning. 

Researchers are interested and very important to overcome the problem to provide solutions 

to students in following the learning during the COVID-19 pandemic.  The innovation of 

learning media can increase the motivation of Study from Home elementary school students 

called Rope ladder (Rolade) physical activity. Rolade physical activity is an innovation of 

game learning media created to answer the problem of improving students' learning 

motivation. Understanding Rolade physical activity is a game-based learning medium in the 

form of rope ladder physical activity that is made to resemble a game of snakes and ladders. 

The novelty and uniqueness of Rolade physical activity compared to snakes and ladder 

games.  

Rolade physical activity game every number on the box includes physical activity commands 

whose movements are adjusted to the physical motor development of children aged 7-8 years. 

Variations of motion activity games made on Rolade physical activity can increase the 

motivation of Study from home physical education of elementary school students.  A study 

from home students does not close the possibility of becoming less active in conveying their 

aspirations and thoughts to lead to saturated learning. Therefore, it is necessary to encourage 

students to move the learning spirit to have learning achievements (Beghetto & Kaufman, 

2014). The nature of learning can be possessed by increasing the motivation of learning. 

This research aims to develop innovative media learning Rolade physical activity towards 

motivation study from home student’s elementary school. The novelty of the study is the rope 

ladder game model that can increase students' learning motivation. Motivation is a force that 

encourages a person to do something to achieve a goal. This power is stimulated from various 

needs such as (a) wishes to be fulfilled; (b) conduct; (c) purpose; and (d) feedback(Hellriegel 

et al., 2016). The concept of motivation contained three essential images: purpose, 

knowledge, and metacognitive processes (Hennessey, 2019). Motivation is an element in 

achieving optimal learning achievements and general health conditions and intelligence and 

talents and interests. Learning motivation is a factor that nonintellectual psychic; its 

distinctive role is in the growth of passion, feelings, and spirit to learn. Thus motivation has a 

strategic role in learning (Hennessey, 2019). To be more optimal at the end of knowledge, 

then the motivation principles in learning activities must be carried out. Students' learning 

motivation from home can be improved by utilizing exciting media to make students 

interested in learning. In this case, teachers can create or use animated media to support study 

from home. 
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Methods 

Methods used in research with a quantitative approach. This research was conducted to 

determine Rolade physical activity learning media innovation's effectiveness in improving 

the motivation of study from home elementary school students in Physical Education 

learning. Data retrieval techniques through questioner motivation level elementary school 

students ranging in age from 7-8 years. Application of learning media innovation Rolade 

physical activity in the implementation of study from home in the emergency of the spread of 

Covid-19. The application of Rolade physical activity learning media innovation was 

integrated into the performance of Study from Home physical education, which was given 12 

times over three months in the experimental group. Procedure research through practical 

methods can be illustrated like figure 1. 

 

Figure 1. Research design 

The location of the research was conducted in Karawang Regency. Researchers chose this 

location following several missions of Universitas Singaperbangsa Karawang, namely: (1) 

Preparing professional and noble human resources; (2) Create, implement, and develop 

practical and compelling science, technology, and art; and (3) Actively carrying out 

community service to improve the welfare of the community, therefore to support the efforts 

of Universitas Singaperbangsa Karawang in carrying out its mission, the development of rope 

ladder physical activity learning media innovation was made to realize the challenge of 

implementing Study From Home physical education in elementary school students which is 

considered as an effective and efficient way to keep learning activities alive during the 

Covid-19 outbreak. 

This study's research variables are: (a) Independent Variable which is the effectiveness of 

innovative learning media rope ladder physical activity, and (2) Dependent Variable that is 

the motivation of Study from Home elementary school students Karawang District. The 

design used in this study is the one-group pre-test and post-test Design (Dick et al., 2015). 

Determination of research subjects using cluster random sampling technique whose sample 

was chosen not from individuals but rather groups or areas called clusters. It so selected SDIT 

Lampu Iman as an experimental group school in grade 1 students, several 19 students ranging 

in age from 7-8 years. This study does not use comparison classes, with initial tests, 
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treatments, and final tests. The magnitude of the effect or effect of rope ladder physical 

activity learning media innovation can be known for sure.  

The instrument used is a student learning motivation test in the form of a learning motivation 

questionnaire developed based on McClelland (McClelland, 2005). In the efforts to collect 

data and information needed, this study uses the following data collection techniques: (1) 

Initial Test Implementation; (2) Implementation of treatment as many as 12 meetings; and (3) 

Final Test Implementation. Furthermore, the collected data is analyzed using paired T-Test 

Technique (p 0.05) to determine the significant increase in gain from Pretest and Post-test 

through (1) Average Test and Standard Deviation; (2) Normality Test; (3) Homogeneity Test; 

and (4) Hypothesis Test. 

Results 

This study's results are game-based learning media to increase students' learning motivation 

at home during the COVID-19 pandemic. Rope ladder physical activity is an innovation of 

game learning media in physical education created to answer the problem of improving 

students' learning motivation. Rolade physical activity is a visually designed learning 

resource that students can use individually or in groups in the Study from home physical 

education of early childhood elementary school. Figure 2 is an innovation of Rolade physical 

activity learning media. 

 

Figure 2. Rope ladder instructional media 

The innovation of learning media in physical education in children called Rolade physical 

activity is inspired by the game of snakes and ladders known to the public. Rolade physical 

activity is a game-based learning medium in Rope Ladder Physical Activity that resembles a 

game of snakes and ladders. Still, the rules of the game added new regulations to make 

learning more exciting and not dull. The novelty and uniqueness of Rolade physical activity 

compared to the game of snakes and ladders is in the Rolade physical activity. Each number 

on the game box includes physical activity commands whose movements are adjusted to the 

aspects of the child's motor physical development movement (Grammatikopoulos & 

Gregoriadis, 2012).  
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The implementation of learning using Rolade physical activity in a study from home physical 

education in elementary school children cannot be separated from the monitoring/ assistance 

of parents representing teachers at home. Therefore the involvement of parents representing 

teachers is needed in this game (Konstantinidou et al., 2014). Here are the steps to implement 

the learning of Rolade physical activity, including (a) students, are prepared using complete 

sports clothes and shoes; (b) familiarize students to pray first before starting study from 

home; (c) prepare a Rolade physical activity media containing 100 boxes containing numbers 

depicting commands or motion activities, dice shakers, dice, and miniature students; (d) start 

the game by shaking the dice first, then after the miniature student arrives at the number box, 

the student carries out the movement activity commands listed on the image (e.g., perform a 

10-step jumping motion), etc. (e) perform the systematics of the game in a follow-up manner 

following the instructions on the learning media Rolade physical activity; (f) if the miniature 

student arrives at the box with the rope, then the command is down level or down, but if the 

miniature student arrives at the box with the picture ladder then the next level or up. (g) If the 

miniature student has reached box 100, then the game Rolade physical activity is declared 

finished; (h) make it a habit for students to end their learning or play (Konstantinidou et al., 

2014) by praying. Figure 3 is the guideline or steps of the Rolade physical activity 

movement. 

 

Figure 3. Guideline rope ladder 

Based on the implementation of the above learning, it can be concluded the advantages of 

Rolade physical activity in implementing study from home physical education that can: (a) 
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facilitate physical education teachers in implementing study from Home; (b) increase 

students' interest and motto in carrying out home learning (Beghetto & Kaufman, 2014); and 

(c) develop a patient, tenacious, disciplined attitude following the direction in the 

implementation of the game (Cho et al., 2013). So that at the end of the game, variations of 

motion activities made on Rolade physical activity can increase the motivation of Study From 

Home Physical Education elementary school students (Beghetto & Kaufman, 2014). 

(Beghetto & Kaufman, 2014) (Beghetto and Kaufman, 2014) 

Game-based learning media before the trial will be validated first by a team of experts. The 

expert team consists of content experts, design, and media. The results of three experts' 

verification data analysis on the feasibility of national defense media products' development.  

The learning product is eligible to be used as a component of game-based learning media to 

motivate students to learn about the COVID-19 pandemic at home during their studies. 

However, the three experts all put forward some suggestions for revision to make learning 

products more perfect.  The expert team's advice is the composition of colors, the display's 

design should be precise, and the size should be suitable for children aged 7-8 years. In total, 

the description of the average percentage feasibility of game-based learning media validation 

results of the three experts can be seen in figure 4. 

 

 

Figure 4. Expert team validation results 

Based on the average assessment of the three experts of 83.67% can be interpreted that the 

product developed is worth using and can be done field tests. 

Field trials aim to see the effectiveness of game-based learning media in achieving pre-

defined learning objectives. Also, it is to obtain information about learning components, 

material components, and display components. Field trials were conducted with 19 children 

aged 7-8 years, which is adjusted to the number of children in SDIT Lampu Iman. The 

primary trial process is carried out. Children aged 7-8 years are given access to use game-

83%

81%

87%

EXPERT CONTENT EXPERT DESIGN EXPERT  MEDIA

Validation Results

Validation Results
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based learning media. Hal is done because to identify shortcomings or weaknesses in the 

media, be it material, instructive goals, and results motivate students in learning at home. 

Following the primary purpose of developing learning media to encourage students to learn at 

home during the COVID-19 pandemic. Before the treatment with learning media, participants 

conducted an initial test to see the initial ability. After the treatment with the learning media 

at the end of the activity, they showed the final examination. The comparison of the initial 

and final test results of field trials can be seen in table 1. 

Table 1. Pre-test and post-test field test results 

 Pre-Test Post-Test 

N Valid 19 19 

Mean 79.47 93.63 

Median 79.00 94.00 

Mode 79 97 

Std. Deviation 2.503 6.020 

Variance 6.263 36.246 

Range 10 19 

Minimum 74 85 

Maximum 84 104 

Sum 1510 1779 

 

Based on table 1. It can be illustrated with graphics like figure 5. 

 

Figure 5. Pre-test and post-test results 

Based on table 1, T Paired test with SPSS 24.0 results can be seen in table 2. 

Table 2. T paired statistical results 

 Statistical T(table) 

Mean -14.158  

Std. Deviation 6.414  

46%
54%

Average value

Pre-test

Post-Test
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T 9.621 1.734 

Df 18  

Sig. (2-tailed) 0.000  

 

Table 2 obtained value T = 9622 compared to the t table on df 18 is 1.734. Because t 

statistical  9.621>t (table)  1.734, it can be interpreted significantly that the initial test is 

different from the final test. It can also be by looking at the Sig value. (2-tailed) or p-value of 

0.000. That means there is a difference between before and after treatment, that p-value 

0.000<0.05. There is an increase in the score after intervention for the mean value of -14.158, 

negative value. An average increase of 14,158 concluded that game-based learning media 

effectively motivates students to learn at home during the COVID-19 pandemic. This study's 

finding is that giving treatment during 12 meetings through Rolade game-based learning 

media for children aged 7-8 years can motivate students' learning. Rolade game-based 

learning media can encourage students to learn at home during the COVID-19 outbreak based 

on field tests.  

Discussion 

In some terminology, motivation is a necessity, desire, gesture, instinct, and impulse, which 

forces the organism to act. Motivation is a force that encourages a person to do something to 

achieve a goal(Raes et al., 2020). This power is stimulated from various needs such as (a) 

wishes to be fulfilled; (b) conduct; (c) purpose; and (d) feedback (Bizimana et al., 2020). The 

concept of motivation contained three essential images: purpose, knowledge, and 

metacognitive processes (Kalogiannakis & Papadakis, 2021). Motivation is an element in 

achieving optimal learning achievements and general health conditions and intelligence, and 

talents and interests (Ivanova et al., 2020). Learning motivation is a factor that nonintellectual 

psychic; its distinctive role is in the growth of passion, feelings, and spirit to learn (Chen et 

al., 2020). Thus motivation has a strategic role in learning (Hennessey, 2019). To be more 

optimal at the end of knowledge, then the principles of motivation in learning activities must 

be carried out (Enright & Sullivan, 2013). Students' learning motivation in the study from 

home can be improved by utilizing engaging media to make students interested in learning. In 

this case, teachers can create or use an animated press to support a study from home. 

The learning media innovation theory is the constructivism theory that children develop 

through the learning process (Rahayu & Trisna, 2016). In constructivism learning, there is a 

process of constructing knowledge that occurs from within the child. Everything such as 

materials, media, equipment, environment, and other facilities can assist such formation. 

Teachers create a fun learning atmosphere. To create a fun learning atmosphere, teachers use 

games in the form of media. In addition to the pleasant atmosphere, the game's media is also 

something meaningful: the knowledge gained from real-life experience in developing 

personal and social skills (Pill & Suesee, 2017).  

Media digital facilitates independent and practical learning in improving learning outcomes 

and learning something that teachers do to achieve learning goals by strong the students' 

learning  (Fiorella & Mayer, 2018).   The learning process is an effort to make students learn 

https://www.statistikian.com/2012/08/membuat-r-tabel-dalam-excel.html
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so that a situation is a learning event, which is an effort to change students' behavior (Göksu 

et al., 2017). Behavior changes can occur due to interactions between students and their 

environment. Behavior changes depend on two factors, namely: internal factors and external 

factors  (Gagne et al., 2005). Instructional is an effort to give excitatory guidance, direction, 

and encouragement to students to occur the learning process  (Vogel-Walcutt et al., 2013). 

Furthermore, learning is the process of behavior change (in a broad sense) caused or altered 

through practice or practice  (Tang et al., 2019). Learning is a series of physical activities to 

obtain a change in behavior due to an individual's experience in interaction with his 

environment,  which concerns cognitive, affective, and psychomotor(Stacey et al., 2008). 

Learning plays an essential role in learning because, in learning, there are learning events and 

teaching events. Learning is a psychophysical activity caused by teaching activities. 

Conclusion 

During the research and development of game-based learning media Rolade, giving 

implications in refined products is a medium that can facilitate the learning process for 

children aged 7-8 years. This product can help teachers and students aged 7-8 years as a 

learning resource and motivate students to learn at home during the COVID-19 pandemic. 

With the media developed, it is expected to meet the needs of children aged 7-8 years in 

doing home learning. 

To support the widespread use of Rolade game-based learning media, teachers and parents 

need to socialize with students. This learning medium is easy to operate or use. It is a 

learning resource to motivate children to learn at home. Based on the conclusions and 

implications that have been put forward, there are recommendations that researchers want to 

convey, namely: Teachers with limited time in facilitating learning, and it is necessary to 

develop appropriate learning media to support innovative, effective, efficient, and fun 

learning processes. For this purpose, teachers are recommended to become learning 

developers, not just as educators. Therefore, it is necessary to understand the development 

research to support the learning process. Obstacles faced by the limited intensity of the 

implementation of treatment because of pandemic covid-19 rely only on Zoom meeting cloud 

or google meet. For further research, look for other methods that can address these obstacles. 
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