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A B S T R A K 

Kurangnya pemahaman guru mengenai konsep dan tujuan seni tari 
dalam pendidikan berpengaruh pada perancangan program 
pembelajaran yang cenderung monoton dan kurang kreatif. Kondisi ini 
memengaruhi keterampilan gerak tari siswa di sekolah dasar. Penelitian 
ini bertujuan untuk menguji efektivitas media Doratoon berbasis seni 
budaya lokal dalam meningkatkan keterampilan gerak tari siswa. 
Penelitian ini menggunakan metode kuantitatif dengan desain pra-
eksperimen jenis one group pretest-posttest, di mana satu kelompok 
diuji sebelum dan sesudah menggunakan media pembelajaran. 
Instrumen penelitian berupa tes keterampilan gerak tari yang diberikan 
kepada siswa. Data dianalisis menggunakan uji hipotesis dengan uji-t. 
Hasil penelitian menunjukkan bahwa penggunaan media Doratoon 
berbasis budaya lokal sangat efektif dalam meningkatkan keterampilan 
gerak tari siswa, terbukti dari nilai thitung yang lebih besar daripada ttabel 
(9,42 > 2,262). Selain itu, media video keterampilan seni tari yang 
dikembangkan berpotensi dipublikasikan melalui platform YouTube 
sebagai upaya memperluas akses pembelajaran dan meningkatkan 
keterampilan seni tari secara lebih aktif dan kreatif. Simpulan dari 
penelitian ini adalah bahwa media Doratoon dapat digunakan secara 
efektif sebagai alternatif pembelajaran berbasis budaya lokal untuk 
meningkatkan keterampilan gerak tari siswa di sekolah dasar. 

A B S T R A K 

Teachers' lack of understanding regarding the concept and purpose of dance education affects the 
design of learning programs, which tend to be monotonous and less creative. This condition impacts 
students' dance movement skills in elementary schools. This study aims to examine the effectiveness 
of Doratoon media based on local cultural arts in improving students' dance movement skills. The 
research employed a quantitative method with a pre-experimental design of the one-group pretest-
posttest type, where one group was tested before and after using the learning media. The research 
instrument was a dance movement skills test administered to students. The data were analyzed using 
hypothesis testing through a t-test. The results showed that the use of Doratoon media based on local 
culture was highly effective in improving students' dance movement skills, as evidenced by the tvalue 
being higher than the ttable (9.42 > 2.262). Moreover, the developed dance skills video media has the 
potential to be published through YouTube as an effort to expand learning access and improve dance 
skills more actively and creatively. The conclusion of this study is that Doratoon media can be effectively 
used as an alternative local culture-based learning tool to enhance students' dance movement skills in 
elementary schools. 

 
1. INTRODUCTION 

Education is an essential aspect of human life. Education is generally carried out between one 
person and another, so the learning process is carried out. The series of activities designed in learning not 
only direct students to know but also several other aspects or potentials that exist within them. This is 
stated in the national education goals, which say that education implementation in Indonesia aims to 
achieve three domains in students, namely affective, psychomotor, and cognitive (Havidz & Mujakiah, 2023; 
Seyfi et al., 2020). To realize the goals of national education, in the 2013 curriculum, the entire series of 
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activities is designed so that students can be directly involved in learning to enable them to use all the 
abilities within them (Hardiansyah & Mas’odi, 2022; Junaidin et al., 2022; Rohita et al., 2018). One of the 
learning contents in the 2013 curriculum at the elementary school level is Cultural Arts and Crafts. Cultural 
Arts and Crafts materials produce many intelligences that students can acquire, such as self-understanding, 
imaginative, musical, linguistic, logical, and thinking intelligence (Rama & Antara, 2022; Warmansyah et al., 
2022). Learning the art of dance is one of the scopes of material in the Cultural Arts and Crafts class V of 
Elementary School. 

Learning the art of dance is learning that directs students to study theory and practice it in the 
learning process, supports student growth and development, and helps students to learn cultural values 
that apply in Indonesia and use them in their lives (Bertoni et al., 2021; Lu et al., 2019). Learning the art of 
dance can also make students acquire and instil good character (Hardiansyah et al., 2022; Lu et al., 2019). 
Learning the art of dance can enable students to develop the skills that exist within them, especially 
movement skills (Bertoni et al., 2021; Hardiansyah et al., 2022; Lu et al., 2019). Learning the art of dance in 
elementary schools does not require children to become professional dancers but instead focuses on how 
students gain experience in dancing. When dancing, there is coordination between body movements and 
sound so that dance or movement is formed (Hardiansyah & Mulyadi, 2022). Art learning can also affect 
students' motor skills because a motorist is a movement obtained by the body as development of elements 
of maturity and control of body movements (Hardiansyah & Mulyadi, 2022; Tam & Milfont, 2020). Learning 
dance is one of the four aspects of learning arts and culture (Hardiansyah, 2022a; Rosala & Budiman, 2020). 
If categorized as arts and culture education, it is the main element of lessons that can provide appreciation 
understanding, and form creative attitudes. For this reason, teachers have a significant role in motivating 
students to achieve educational goals (Hardiansyah et al., 2023; Havidz & Mujakiah, 2023). The teacher's 
leading role in implementing learning is to educate and shape students to become skilled. One technique 
that can be used as an alternative to increase students' creativity is to express themselves through the local 
culture around where the students live. Increasing creativity is essential. Creativity can help students 
develop their talents and abilities. Cultural arts, better known as traditional arts, are a form of art that 
originates and is rooted in the community environment where the art grows and develops (Hardiansyah, 
2022b; Sri Ulfa Idayanti et al., 2024). Each classic art in different regions experiences different 
developments; this depends on local conditions, contact, and environmental influences (Hardiansyah, 
2022b). 

The decline in local cultural values is a factor that has a significant influence on the degradation of 
morality (Syafruddin et al., 2024; Yusuf, 2023). At the same time, morals guide society in living their lives. 
So, the decline in moral values originating from local cultural values threatens a generation's sustainability. 
Ten signs of human behaviour indicate the direction of the destruction of a nation, namely: (1) increasing 
violence among teenagers; (2) dishonesty that is part of the culture; (3) increasing disrespect for parents, 
teachers and leadership figures; (4) the influence of peer groups on acts of violence; (5) increasing suspicion 
and hatred; (6) the use of worsening language; (7) decreasing work ethic; (8) decreasing sense of individual 
and citizen responsibility; (9) increasing self-destructive behaviour, and (10) increasingly blurred moral 
guidelines (Bulkani et al., 2022). Local culture emerges from generation to generation, and there is a deep 
meaning behind its emergence. Local culture is one of society's sources of knowledge (culture), which exists 
in tradition and history, formal and informal education, art, religion, and other creative interpretations (Aini 
et al., 2024; Redhana et al., 2024). 

Elements that can be integrated into dance learning are local cultural arts (local wisdom). Local 
cultural arts can be interpreted as an identity or characteristic owned by an area, which functions as a 
differentiator from other regions (Puspitasari et al., 2021; Yeoh, 2020). Cultural arts is not a genetic trait 
that can be inherent in every student but must be learned so that a process of transferring culture occurs in 
society, primarily through learning (Yusa et al., 2021; Zhang et al., 2020). Gambuh dance is a type of regional 
dance from the Sumenep district. Gambuh dance is a prayer request to God Almighty to avoid disaster. The 
movements are created based on the primary activities of the Sumenep palace tub and are based on 
Yogyakarta dance movements combined with other actions by the characteristics of the Sumenep palace, 
whose dance movements are soft and graceful (Betzler et al., 2021). There are several philosophical values 
contained in the Gambuh dance, namely, as human beings, we are obliged to ask God for protection from 
harm with a sincere heart; the value of sanctity means that when humans approach the Almighty, they must 
be in a state of purity (must be clean and free from uncleanness in all members body), and the importance 
of maintaining a humble and not arrogant attitude towards fellow human beings (Hardiansyah & Wahdian, 
2023). The important thing that must be mastered in dance is the ability to move. Movement ability is a 
person's skill reflected in the mastery of movement. Movement skills can be seen in the ability of students 
to move limbs such as the head, body, hands and feet (Duxbury & Campbell, 2011). Movement skills are 
needed in learning the art of dance because, in dancing, students must be able to convey messages according 
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to the character of the dance, which contains elements of expression and aesthetics (Duxbury & Campbell, 
2011; Kapitan, 2015). 

Learning media is a tool to convey messages to students in the learning process. Learning media is 
an intermediary for teachers in providing stimulus to students so that students can receive learning well 
(Agung et al., 2020; Nafiah et al., 2019; Umar et al., 2022). Learning media have various types, such as media 
that only involve the sense of sight, the purpose of the hearing, and a combination of the two (Kuttner, 2020; 
Pratama et al., 2019). Learning media can be arranged based on the needs and characteristics of students 
to achieve the learning objectives set. Media use in learning today is very diverse; this is inseparable from 
the influence of the times and increasingly developing technology. One of the technology-based learning 
media is duration. Doratoon is an application that provides features for creating animated videos, cartoon 
videos, explainer videos, training videos, presentation videos, and several other video editor features. In the 
Doraemon application, users can process videos according to their creativity. In addition, there are several 
video templates that users can use according to the theme or topic of the video to be made. So videos created 
or developed through Doraemon become more interesting for elementary school students. Doratoon media 
can be used as a practical learning medium because duration media meets the needs of teachers and 
learning, especially in making audio-visual videos with various reliable and professional software already 
in the application. It can help students to learn whenever and wherever; help students master learning 
quickly and precisely; duration media attracts students' interest because this application is the newest, and 
has many features that can be implemented in learning, especially learning the art of dance; and duration 
media has value with the development of maturity and experience and the characteristics of students as a 
millennial generation who are close to the digital world, especially gadgets (Colasante & Douglas, 2016; 
Foster, 2020). Its relation to local wisdom is one of the contents that can be integrated into Doratoon 
applications/media on Cultural Arts and Crafts material, namely the Gambuh dance. The Gambuh dance 
video will be edited using the Doraemon application, using some of the features available. One of them is 
using an existing template to make the video more interesting. Apart from that, in some parts which contain 
quite difficult dance movements, a slow-motion effect will be given so that students can see every detail of 
the exercise correctly. 

Previous research shows that learning media as a supporting medium for independent learning 
states that the learning media is effective, this is proven by the increase in student learning outcomes 
(García, 2020; Sobri et al., 2020; Wulandari et al., 2020). Further research reveals multimedia-based 
learning media that can be used to make it easier for students to learn (Andini et al., 2018; Antal et al., 2017; 
Kurniawan et al., 2021). This learning media can make it easier to master Balinese dance's basic movements, 
including age and take. Therefore, learning the basic activities of Balinese dance is done not only at schools 
or dance studios but also at home. In contrast to this study, the researchers focused on finding out the effect 
of doratoon media based on local arts and culture on the dance movement skills of fifth-grade students. 
Based on the explanation above, it is essential to research the effect of doratoon media based on local arts 
and culture on dance movement skills in fifth-grade students to determine how efficient the learning media 
is in elementary school students' art learning. This study aims to examine the effectiveness of Doratoon 
media based on local cultural arts in improving students' dance movement skills. 

 

2. METHOD  

The research method used is quantitative research (experimental), with the type of pre-
experimental research one group pretest-posttest design. At the same time, the research subjects were fifth-
grade students at SDN Pandian 1, Sumenep Regency consisting of 23 students. The research subjects will be 
given a pretest before treatment; then, the posttest will be granted after applying local culture-based 
Doraemon media. The pretest-posttest results will be compared to determine the difference between before 
and after being given treatment. The instrument used to measure the basic movement abilities of dance is 
in the form of a test. Students are asked to issue all their commands in responding to questions in the trial. 
This test contains aspects of the assessment based on indicators of students' dance movement abilities in 
the form of practical tests given to students by demonstrating dance. The indicators of basic dance 
movements include head, hand, body, and foot movements. The test instrument was analyzed using the t-
test (hypothesis test). Another instrument used is a questionnaire. This research questionnaire uses a 
closed questionnaire, where the respondent only has to choose the answers provided by the researcher. 
The questionnaire was used to determine the effect of the Doratoon application based on local wisdom on 
the dance movement skills of fifth-grade students at SDN Lanjuk I. After obtaining data regarding the 
Doratoon application based on local knowledge, researchers need to carry out a descriptive analysis by 
making a frequency distribution table to describe the frequency of Doratoon variables based on local 
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wisdom, and categorizing Doratoon variables based on local knowledge into high, medium and low 
categories. The categorization formula can be seen in Table 1.  

 
Table 1. Tik-Tok Application Categorization 

Category intervals 
High X≥µ+σ 

Medium µ-σ≤X<µ+σ 
Low X< µ-σ  

 

3. RESULT AND DISCUSSION 

Results 
Results of pretest scores (initial test) of dance movement skills. Before being given treatment by 

applying Doratoon media based on local culture in SBdP subjects in class V SDN Pandian 1, the students 
were given a pretest to determine their initial abilities regarding creative dance movement skills. Data were 
obtained from tests carried out at the beginning before learning took place. This test determines students' 
initial abilities regarding creative dance movement skills. The results of the pretest value of dance 
movement skills showed in Table 2.  
 
Table 2. The results of the pretest value of dance movement skills 

Respondents Minimum Value of Completeness Total score 

1 65 51 
2 65 47 
3 65 68 
4 65 61 
5 65 51 
6 65 41 
7 65 51 
8 65 72 
9 65 52 

10 65 48 
 542 

Average 54.2 
 
Referring to Table 2 above, to provide a clear picture of the level of dance movement skills in class 

V students at SDN Lanjuk I in this study, the researcher tried to include a description of the research results 
regarding the ability of dance movement skills. Frequency distribution of students' dance movement skill 
pretest showed in Table 3.  
 
Table 3. Frequency distribution of students' dance movement skill pretest 

Ability Level Frequency Percentage Mean 
41 – 47 2 20 % 

54.2 
48 – 54 5 50 % 
55 – 61 1 10 % 
62 – 68 1 10 % 
69 ‒ 75 1 10 % 

Amount 10   

 
Based on the table above, it can be seen that the results of the pretest with a sample of 10 students 

show that there are students who got a score of 41–47, two students with a percentage of 20%, students 
who earned a score of 48–54, there are five students with a rate of 50%, students who obtain a score of 55–
61, there is one student with a percentage of 10%, students who receive a score of 62–68, there is one 
student with a rate of 10%, and students who obtain a score of 69–75, there is one student with a percentage 
of 10%. So, it can be seen that about 80% of students did not complete and only 20% of students did.  

Results of posttest scores (final test) for dance movement skills. Unlike the previous test, the post-
test is given after students have finished learning. Researchers who also serve as teachers carry out this 
learning. During the lesson, the researcher explained regional dance creations and was assisted by doratoon 
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media based on local culture as a learning medium. At the end of the study, students are asked to do a post-
test (final test) by making a video of a regional dance creation using local culture-based doratoon media 
with the same movements as the dance given during the pretest. This test aims to determine the extent to 
which the ability of students' dance movement skills is provided before and after the action is given. The 
results of the posttest scores of dance movement skills showed in Table 4.  

 
Table 4. The Results of the Posttest Scores of Dance Movement Skills 

Respondents Minimum Value of Completeness Total score 
1 65 77 
2 65 84 
3 65 91 
4 65 85 
5 65 88 
6 65 61 
7 65 84 
8 65 84 
9 65 71 

10 65 60 
 785 

Average 78.5 
 
Referring to the table above, to provide a clear picture of the level of dance movement skills in class 

V students at SDN Lanjuk I in this study, the researcher tried to include a description of the study's results 
regarding the ability of dance movement skills. Frequency distribution of students' dance movement skill 
posttest showed in Table 5.  
 
Table 5. Frequency distribution of students' dance movement skill posttest 

Ability Level Frequency Percentage Mean 
60 – 66 2 20 % 

78,5 
67 – 73 1 10 % 
74 – 80 1 10 % 
81 – 87 5 50 % 
88 – 94 1 10 % 

Amount 10   

 
Based on the table above, it can be seen that with a sample of 10 students, 80% of students were in 

the range 67 ‒ 73, 74 – 80, 81 – 87, and 88 ‒ 94, which had the highest frequency. Meanwhile, only 20% of 
students in the 60–66 range had the lowest frequency. The average score for the post-test was 78.5, and the 
mode score was 84. The scores above show that the percentage of students who completed and did not 
meet the post-test was between 80% and 20%. The post-test value frequency distribution calculation can 
be seen in the appendix. The two data points above, namely the pretest and post-test values, can be used as 
a reference to determine the ability of students' dance movement skills influenced by doratoon media. 
Comparison of Dance Movement Skills showed in Table 6.  
 
Table 6. Comparison of Dance Movement Skills 

Pretest 
Completeness criteria The number of students Percentage Average value 

Students complete (≥65) 
Students don't finish   (˂65) 

2 
8 

20% 
80% 54.2 

Amount 10 100% 
Posttest 

Completeness criteria The number of students Percentage Average value 
Students complete (≥65) 

Students don't finish   (˂65) 
8 
2 

80% 
20% 78.5 

Amount 10 100% 
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The normality test aims to determine whether the data obtained is usually distributed. This 
normality calculation was done using SPSS 25.0 for Windows with the Shapiro-Wilk test. If the significance 
is more significant than 0.05, then the data is normally distributed, but if the importance is less than 0.05, 
then the data is not normally distributed. Pretest and Posttest Normality Test Results showed in Table 7. 
 
Table 7. Pretest and Posttest Normality Test Results 

Test N Significant Significant Level Information 
Pretest 10 0.181 0.05 Normal Distribution 
Posttest 10 0.072 0.05 Normal Distribution 

 
Based on the table above, the significance value of the pretest results is 0.181. If the pretest 

significance is compared with the significance level, which is 0.181 ˃ 0.05, it can be said that the data is 
usually distributed. Meanwhile, it is known that the post-test results have a significance value of 0.072. The 
data is generally distributed if the significance value is 0.072 ˃ 0.05. So, it can be said that the data 
distribution in the sample data group (variable) is usually distributed. This hypothesis testing was also 
carried out using SPSS 25.0 for Windows. The SPSS calculation uses the Paired-Samples Test. This test was 
conducted to answer the hypothesis, namely, whether or not local culture-based doratoon media affected 
the dance skills of fifth-grade students at SDN Lanjuk I. Pretest and post-test data were used in hypothesis 
testing.  Based on data analysis, it is known that Ha is accepted if T count ˃ T table, then there is a significant 
difference. The results of the hypothesis, with a confidence level of 95% and a significant level of 0.05, With 
db 10-1 = 9, db t table db 9 = 2.262, while the value of t count = 9.42. Because the calculated t value is greater 
than the t table ((9.42 ˃ 2.262)), the null hypothesis (Ho) is rejected, and the alternative view (Ha) working 
hypothesis is accepted, meaning that there is an influence of duration media on dance movement skills in 
class V students of SDN Lanjuk I. 

 
Discussion 

The data analysis showed the influence that time media had on media dls in grade V students of 
SDN Lanjuk I. This was due to the following factors. First, Doratoon Media, Based on Local Cultural Arts, can 
improve students' dance movement skills. Each element of the beauty of dance art has been tested for its 
relevance, with different maximum scores for each component according to the difficulty level. There are 
three dance beauty elements: wiraga, wirama, and wirasa. The most challenging aspect of doing is wirasa, 
namely facial expressions or expressions that describe the soul, emotions, and character of the characters 
used. When students can bring themselves to life or express themselves according to the dance being 
performed, they have completed the elements of wiraga and wirama. The improvement in students' dance 
movement skills is due to the activeness of students during learning (Dinata, 2021; Irani et al., 2021). 
Students become enthusiastic about receiving material and doing assignments given by the teacher. When 
local culture-based Doraemon media is shown, students become excited and very curious to know what 
materials will be delivered through the media (Fauzi et al., 2017; Irani et al., 2021; Putri & Usriyah, 2019). 
This is based on research that has been conducted, which obtained data showing that the use of durational 
media in learning can help students make it easier to understand the teaching material and provide 
meaningful experiences for students so that they can arouse students' interest in the learning process 
(Anggaira et al., 2022; Rosala & Budiman, 2020). 

Second, Doratoon Media, Based on Local Cultural Arts, can increase learning motivation. When 
teachers deliver dance learning materials before implementing Doratoon media based on local culture, 
students only use makeshift media and practice dancing together. Students tend to be less enthusiastic and 
do not do each dance movement properly and correctly. In addition, students also feel embarrassed to do 
dance movements in front of friends or teachers. This causes students to be unable to master dance 
movement skills without media that can foster their interest and creativity in learning (Fauzi et al., 2017; 
Irani et al., 2021; Putri & Usriyah, 2019). Using Doratoon media based on local culture is more effective in 
improving students' dance movement skills than conventional media because this application contains the 
features students need to learn. Learning is also fun using Doratoon media based on local culture because 
the content included is one of the typical dances of Sumenep Regency, namely the Gambuh dance. Gambuh 
dance can help students develop basic dance movement skills, considering that each movement contains all 
the elements/indicators of basic dance movement skills (Winoto et al., 2018). In addition, through the 
Doratoon application, learning media on SBdP material becomes more interesting and can achieve the 
learning objectives set. This is by research that states that the use of technology-based learning media can 
positively impact students, one of which is increasing learning motivation (Hafsah et al., 2016; Hardiansyah 
& AR, 2022; Lestari et al., 2020). Increasing students' learning motivation will also impact their abilities, 
skills, and learning outcomes (Ningtiyas et al., 2019; Utami & Astuti, 2021). 
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These findings provide a strong foundation that learning media can make a positive contribution 
to the effectiveness of learning at the elementary school level (Maharputrananda et al., 2020; Safira et al., 
2021; Wahyuningtyas & Sulasmono, 2020). Meanwhile, the importance of interesting and culturally 
appropriate student learning motivation, as supported by increased student participation and interest, can 
be identified as valid evidence supporting the idea of the positive impact of learning media on student 
learning motivation (Afriana & Prastowo, 2022; Widiyasanti et al., 2018). By utilizing media intelligently, 
teachers can create more meaningful and dynamic learning experiences for elementary school students, 
providing a solid foundation for understanding local culture, which is crucial for students' academic success 
and daily lives. This confirms that using media increases the overall effectiveness of learning and enriches 
students' learning experiences, helping them achieve their optimal learning potential. The implications of 
research on improving elementary school students' dance movement skills through Doratoon media based 
on local arts and culture significantly impact the development of students' creativity and understanding of 
local culture. Using Doratoon media as a learning tool can facilitate students in understanding and 
mastering traditional dance movements in a fun and interactive way. In addition, this study shows that 
integrating technology into dance learning can increase students' interest and involvement in the learning 
process. 
 

4. CONCLUSION  

Doratoon learning media is critical, especially Curriculum 13 emphasizes this aspect. In answering 
this need, this study has succeeded in developing Doratoon learning media rooted in local culture for 
elementary school students. Thus, Doratoon learning media is expected to positively impact elementary 
school student's understanding of local culture and enrich their learning experiences. Further action based 
on the results of this study is the need for training in digital learning media innovation based on local 
wisdom that can support hybrid learning (online and offline) with the existence of digital learning media is 
very necessary, especially for elementary school students whose thinking skills are at the concrete 
operational stage. 
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