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THE ROLE OF TRADITIONAL STICK GAMES OF PAKISTAN AND
KAZAKHSTAN AS AN EDUCATIONAL TOOL IN DEVELOPING PHYSICAL
FITNESS AND CULTRUAL AWARENESS IN STUDENTS

Zafar Muhammad Samran, Alimkhanov Elemes, Kasymbekova Saule llyasovna, Madieva Galiya
Bayanzhanovna, Ali Husnain

The role of traditional stick games of Pakistan and Kazakhstan as an educational tool in developing physical
fitness and cultural awareness in students

Abstract. The article investigates the effect of traditional stick games of Pakistan and Kazakhstan on the student youth,
focusing on the cultural impact of these games as well as the physical fitness of the students achieved through
these games. These indigenous games have been a part of the cultural heritage of both countries and make up
a big portion of cultural celebrations and events where these games are played. The study mentions some of the
traditional stick games of Pakistan and Kazakhstan and highlights how these traditional games contribute to the
development of physical fithess, teamwork, strategic thinking and motivation among student youth at high school
and university level. In addition, emphasis is also given on the importance of these games in preserving cultural
identity, reinforcing national values and encouraging intercultural understanding within educational seftings. A
quasi-experimental research method is used where 40 students from each country are placed in a control group
and an experimental group. Students participated in an 8-week physical education program where these games
were described and played. The findings suggest that as students gained the knowledge of these traditional games
their engagement and motivation as well as the enjoyment of the P.E lessons increased. Furthermore, incorporating
these games in contemporary education improved students’” motor skills, coordination, decision making and
cultural affinity. Study concludes that these traditional games have great potential as educational fool to promote
physical fitness and cultural awareness.

Key words: fraditional stick games, educational tool, physical fitness, cultural awareness.

3adap Myxammap CampaH, AAMMXAHOB Eanemec, Kaceimbekosa Cayae MabsicosHa, Maamesa Faans
bagHXaHOBHA, AAM XyCHAMH

POAb TPAAULIMOHHBIX UIP C NAAOYKAMM B MakuctaHe n KasaxcraHe Kak 06pasoBaTeAbHOrO MHCTPYMEHTA
B pa3BUTUMN GU3NYECKon GOPMbI U KYABTYPHOTO CO3HOHUS Y CTYAEHTOB

AHHOTALMS. B CTATbE NCCASAYETCS BAUSIHUE TOAAMLMOHHBIX UMD C MAAKAMM B MAKUCTAHE 1 KA3AXCTAHE HA YHALLYKOCS
MOAOAEXb, C QKLEHTOM HA KYALTYPHOE BO3AESMCTBME STUX UMD, A TAKXKE HA GU3NYECKYIO MOATOTOBKY YHALLMXCSI,
AOCTUrAEMyto BAQrOACPS STUM UMPAM. ST MECTHBIE UIPbI SIBASIKOTCSI YOACTBIO KYALTYPHOMO HOCAEAMS OBEUX CTPOH
N 30HMMOIOT BODKHOE MECTO B KYALTYPHbIX MPA3AHUKAX U MEPOMPUSITUSIX, TAE OHU MPOBOASTCS. B MCCASAOBAHMN
YMNOMUHQIOTCS HEKOTOPbIE TPAANLIMOHHBIE UMPbI C NMAAKAMM MAKUCTAHA M KA3AXCTAHA U MNOAYEPKUBAETCS, KOK STU
TPOANLIMOHHBLIE UMPbI CMIOCOBCTBYIOT PA3BUTUIO GUINYECKON MOATOTOBKM, KOMAHAHOM PABOTHI, CTPATENMYECKOro
MbILLAEHMS 1 MOTUBALIMN CPEAMN CTYAEHUYECKOM MOAOAEXKM B CPEAHEN LLIKOAE U yHMBepcuTete. Kpome Toro, ocoboe
BHUMAOHNE YASAIETCS BOPKHOCTU STUX UIP B COXPAHEHUN KYABTYPHOM MASHTUYHOCTH, YKPEMASHUA HOLIMOHOABHBIX
LUEHHOCTEN U MOOLLPEHMN MEXKYALTYPHOTO B3AUMOTOHUMAOHMSI B OBPA30BATEABHBIX YHPEXAEHUSIX. ICMOAL3YeTCS
KBA3NBKCTIEPUMEHTOABHBIN METOA NCCASAOBAHMS, MPY KOTOPOM 40 CTYAEHTOB 13 KAKAOM CTPAHbI PACTPEASASIKOTCS]
B KOHTPOABHYIO U BKCMEPUMEHTAABHYIO rPYMMbl. CTYAEHTbl YYACTBOBAAM B 8-HEASABHOM MPOrPAMME GU3UHECKOro
BOCMUTAHUSI, B XOAE KOTOPOW 3TU UrPbl BbIAKM OMUCOHBI 1 ChIrPAHbI. PE3yALTATH UICCASAOBAHMS MOKA3BIBAKOT, YTO
Mo mMepe MPUOBPETEHNST CTYASHTAMM 3HAHUM 06 3TUX TPAAULIMOHHBIX MMPAX MX BOBAEYEHHOCTb U MOTUBALMS, Q
TAKXKE YAOBOALCTBME OT YPOKOB PUKYALTYPbI YBEANUYMBOANCH. KPOME TOrO, BKAKOUYEHUE STUX UMD B COBPEMEHHOES
0BPA30BAHME YAYHLLMAO MOTOPHbBIE HABBIKMX, KOOPAUHALIMIO, CMIOCOBHOCTb MPUHUMATL PELLEHWUST U KYABTYPHYIO
B6AU30CTb CTYAEHTOB. ICCAEAOBAHME MOKA3LIBAST, YTO 3T TOOAULIMOHHBIE UMbl UMEIOT BOABLLION MNOTEHLIMAA KAK
06PA30BATEABHbIN MHCTRYMEHT AAS MPOABMKEHWST DUBUHECKOMN KYABTYPbI U KYABTYPHOTO CAMOCO3HAHMSI,

KAlOUEBble CAOBQ: TPOAMLMOHHBIE UIPbl C MOAKOMM, OBPA3OBATEAbHBIN WHCTPRYMEHT, GU3NMYECKAs MOATOTOBKA,
KYALTYPHOE CAMOCO3HAHME.
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3adap Myxammaa CampaH, AAMMXAHOB Eaemec, Kaceimbekosa Cayae MabscosHa, Maamesa Faaus
BagiHXOHOBHA, AAM XyCHAMH

NoKkicTaH MeH KO3AKCTOHHbIH, ASCTYPAI TASK OMbIHACGPbLIHbIH, CTYAEHTTEPAIH, AeHe KabiaerTepi
ACMBIHADBIFbIH )XOHE MOAEHN CAHACHIH AOMbBITYAGFbI GiAiM 6epy KypPaAbl peTiHAEri PeAi

AxAaTnA. Makana MekicTaH MeH Ka3aKCTAHHbBIH, ASCTYPAI TOSIK OMbIHAQPBIHBIH, CTYAEHT XXACTOPFO ©CEepPiH 3epTTENAI.
OChbl OMbIHAQP ABIH MBAEHW bIKMAABIHO YKOHE OAQPABIH KEOMETIMEH CTYAEHTTEPAIH ASHE-KYLL AQMBIHABFBIH APTTBIPYFA
HO3AP AYAQPOAbI. BYA YATTBIK OMBIHAQP €Ki eAAIH, MOAEHN MYPACHIHBIH, 6ip G6Airi GOAbIN TABLIAQABI XXOHE MOAEHMU
MEpPEKEAEP MEH IC-LLAPAAAPABIH, YAKEH BOAIrH Kyparabl. 3epTreyae MNokicTaH MeH Ka3aKCTAHHbIH, KENGIp ASCTYPAI
TASK OMBbIHAQPbI OTOABIN, OCbl OMBIHAQPAbBIH OPTA MEeKTen NeH YHUMBEPCUTET AEHIemiHAEr CTYAEHT XXACTAPAbIH,
AEHE AQMBIHABIFBIH, KOMAHAQAbIK YKYMbBICTbI, CTOATETVSIABIK, OMAQYAbBI XXOHE MOTUBALMSIHBI AOMBITYFQ KOAQI bIKMAA
eTeTiHi kepceTiAreH. COHbIMEH KATAP, OCbl OMbIHAQPAbIH, MOAEHN COMKECTIAIKTI CAKTAYAQ, YATTBIK KYHABIABIKTARAbI
HbIFOMTYAQ YK8He BIAIM Bepy OPTACBIHAC MBAEHUAPAALIK TYCIHICTIKTI BIHTAOAQHABIPDYAOFBI MAHBI3LIHO AQ epeKLle
HO3AP AYACPBLIAFOH. KOC 3KCNEPUMEHTTIK 3epTTeY SAICI KOAAGHBIAALL, OHAC 8P eAaeH 40 oKyLLbl 6AKBIAQY YKOHE
TOXIPUBEAIK TONTAPFA BGeAIHAI. OKYLLBIAQP OCbl OMBIHAQPABI CUMATTAM, OMHATBIAFAOH 8 ANTAABIK AEHE LUBIHBIKTBIPY
BaFAQPAAMACHIHA KATLICTbl. HOTMXKEAEP OKYLLBIAQD OCbhl ASCTYPAI OMBIHAQP TYPOAbI BIAIM OAFOH CAMbIH OAQPABIH,
BEeNCEHAININT MEH MOTMBALMSICHI, COHAQMN-OK, AEHE LbIHBIKTBIPY CABAKTAPBIHA AETEH KbI3bFYLLUBbIAbKFBI QPTKAHBIH
KkepceTTi. COHAQN-AK OCbl OMbIHACRAbI KA3ipri 3aMAaHfbl BiAIM 6epy >KyMeCiHe eHridy OKYLIbIAQPAbIH MOTOPUKAADIK,
ACQFABIAQPbBIH, YAAECTIrH, WeLliM KaBbIAaQY KABIAETIH XeHE MOAEHM XXAKBIHABIFbIH YXOKCAPTTLI. 3epTTey HOTMXKECI
KOPCETKEHAEN, OYA ASCTYPAI OMBIHAOD AEHE AQVBIHABIKTBI )KEHE MSAEHN COHAOHBI APTTLIPYFA APHAAFOH BiAIM 6epy

KYPOAbI PETIHAE 30 BASYeTKE ne.

TYHiH ce3aep: ASCTYPAI TOSIKLLO OMbIHAQPLI, OKY KYPOAbI, AEHE AQMBIHABIK, MOAEHM CAHA.

Introduction. National games are a lively and
dynamic way of transmitting cultural heritage and
folk traditions. They unite students, help them learn
and understand their national history, traditions,
customs and values [1]. Traditional games include
a variety of physical and creative activities that in-
volve the use of simple equipment that can be found
in the surrounding environment, such as bamboo,
stones or clay [2]. According to the statement of
Kylasov, the origin of these ethno-games lays in his-
tory back in the Anglo-Sexon sports, whereby social
and cultural differences were omitted and everybody
belonging to any nation, ethnicity and races was be-
ing motivated to participate in such games during
cultural celebrations, universally [3].

Every generation discovers and develops its
own ways of recreation and physical exertion and
discards many others depending on their peculiar
circumstances. The increasing reliance on digital en-
tertainment and structured educational activities has
led to a decline in the practice of traditional games
[4]. To ensure the survival of traditional games and
transform them into lasting behaviors in physical
education classes and daily life, it is necessary to
reveal their effects on the multifaceted characteris-
tics of children and young people, such as physical
fitness, health, and perception of happiness [5].

Within nomadic cultures, sport-like elements
often appeared through horseback practices, wres-
tling, and strength-based competitions. These games
were not isolated from everyday life. Instead, they
were integrated into seasonal cycles, social gather-
ings, and communal celebrations [6]. In Indo-Pak
these games are deeply intertwined with festivals,
rituals, and daily rural life, making them invaluable

expressions of intangible cultural heritage [7]. These
traditional games are held in communal gatherings
and festivals in both countries and hold similar cul-
tural values of unity, national identity and social co-
hesion.

The idea of introducing these games in contem-
porary education can also stem from the fact that
most children play the indigenous games growing
up, as these are cost effective and readily available
to them from their surroundings. For many children,
outdoor play is an essential part of their daily lives. It
allows them to create their own play environments,
select games and materials of interest, and engage in
physical activities such as climbing, jumping, and
running [4, p. 1]. So, playing these games as high
school and university students will automatically
revive those memories enhancing engagement and
motivation to participate in physical education.

Relevance of the Study. Despite a rich history
of playing these traditional games, current educa-
tion focuses only on modern sports that require high
logistics. Very little emphasis is given to the indig-
enous games which is eventually leading to the dis-
appearance of these games. There is a growing need
to conduct empirical research to find the measur-
able impact of these traditional games on students’
physical fitness, motivation and cultural connection.
So, this study aims to address this study gap by ex-
ploring the traditional stick games of Pakistan and
Kazakhstan and how implementing these games in
modern education of student youth can benefit them
both in cultural aspects, reviving traditional values
and building a bond with national heritage as well
as a source of gaining physical competence. These
indigenous activities promote a comprehensive ap-
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proach to health. Physically, they improve coordi-
nation, endurance, agility, flexibility, and balance.
Mentally, they foster strategic thinking, concen-
tration, and discipline, while socially they nurture
teamwork, community bonding, and leadership [7,
p- 126].

Traditional Stick Games of Pakistan.

Gulli Danda. Gulli Danda (called ‘TipCat’ in
English) is an ancient South Asian game, developed
over 2000 years ago during the Mauryan Empire. It
requires a 2-3-foot-long stick called a danda, and a
smaller 3-6-inch stick called a gulli. The rules and
distances are decided beforehand, and a circle is
marked as the starting point of the game. The gulli is
placed half on a stone, half in the air, and it’s the re-
sponsibility of the person who holds the danda (the
batter) to hit the gulli. If they do, they are to run a
certain distance while the gulli is in mid-air, and are
given out if a member of the opposing team catches
it before they complete that distance. If the fielding
team fails to catch the gulli, they throw it back to
try to hit the danda place at the edge of the hitting
player’s circle [8].

Top Dandy. 1t is a game played between two
teams. Each team consists of 8 to 10 players. Two
circles are drawn at a distance of one furlong. A stick
of wood and a Tennis Ball are used in it. The de-
fending team gets into the circle while the offending
team stands out-side for catching the Ball or picking
it up. The players in the circle have only one chance
to hit the ball with the stick and then run fast to reach
the other circle. Then another of his team-mate hits
the ball and runs to other circle, while he is already
running the first member tries to return fast to the
circle back again. The players of the opponent team
standing outside try to catch the ball. If the ball is
caught, the player is out of the game. If not then they
try to hit the player with the ball while he is running
to the other end. If he is hit while he is outside the
circle then he will also be out of the game [9].

Sapatat. This is another game played by girls. It
is played with four little sticks of a cane. Two teams
of girls, each consisting of two members, play the
game. A circle is drawn and four pebbles are tak-
en by each of the four players. The circle is cross
lined. The sticks are tossed in the air turn by turn,
and when it comes on head it has a certain value of
length in inches while the tale has its own value. The
team, who completes the whole length of circle, first
is considered to be the winner. The winner kicks the
straw sticks and run away on one foot and the losers
after collecting these scattered straw sticks run after
the winners and on catching them, they bring them
back to the circle on their back [10].

Traditional Stick Games of Kazakhstan.

Shildek. Shildek is a traditional Kazakh nation-
al game played outdoors on an open, flat ground.
The game equipment consists of a short wooden
piece called the shildek, sharpened at both ends and
a wooden stick for each player. A circle with a diam-
eter of about 1.5-2 meters is drawn. A small hole of
about 10cm is dug and shildek is placed horizontally
over it. A striker tries to flick it in the air and hit it.
Then the entire striking team runs towards another
circle drawn about 20-50 meters away. If a player
from fielding team retrieved the shildek to the circle
or accurately throws it back. The players take turns
to hit the shildek. The winning team is determined
by the number of players reaching the circle and
number of players eliminated [11].

Shuqyma. The game Shuqyma is played out-
doors on grassy ground. Each player has a stick and
are divided into teams. A circle of about 1-2 meters
is drawn and 4 small holes are dug along the circum-
ference of the circle. The players outside the circle
try to poke their stick in the holes while the players
inside the circle try to block. The game ends when
an agreed count is reached [11, p. 143].

Magic Stick. In this game, there is no limit to
the number of players. Players stand in a circle and a
leader is selected to stand in the middle. Each player
is assigned a number. The leader holds a stick and
calls out a number and drops the stick. The corre-
sponding player must catch the stick before it falls
on ground. If the player fails to do that, they have to
do a task selected by others [11, p. 113].

The Purpose of the study. The aim is to exam-
ine the impact of the traditional stick games of Paki-
stan and Kazakhstan on students’ educational, moti-
vational, physical, social and cultural outcomes by
comparing pre and post-test results of experimental
and control groups.

The Objectives of the study:

To examine the impact of traditional stick games
on the overall physical fitness of student youth.

To analyze the cultural significance of these
games.

To explore how exposure and knowledge of
these games impact the motivation and participation
to students in PE lessons.

To evaluate the effectiveness of applying these
games as a modern educational tool.

Material and Methods. The research method
used for this study is Quasi-experimental where
40 students ages 17-19 were purposively selected
from high school and university of Pakistan and
Kazakhstan. Out of 40 students (all boys), 20
were placed in control group and 20 were placed
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in experimental group. Data was collected using
researcher’s self-developed structure-based survey
questionnaire. A total of 12 questions were included
under 6 variables i.e. Exposure and knowledge,
Enjoyment, Motivation, Physical competence,
Teamwork and social, and Cultural Connection.
Score were recorded on a 5-point likert-scale ranging
from 1(lowest) to 5 (highest). The questionnaire
was developed based on existing empirical data on
physical education, traditional games and student’s
participation in these games. The study followed
these students for a period of 8 weeks where
students in the experimental group were briefed on
the history and gameplay rules of the traditional
stick games. The students in experimental group
participated in playing these traditional stick games
while the students in the control group participated
in normal physical education classes that did not

include these traditional games. After completion
of the program, the same questionnaire was used
to collect the data from both control group and
experimental group students. Both pre and post
datasets were then compared. Statistical processing
was conducted using the SPSS version 27 software.
Quantitative indicators were presented as mean +
standard deviation (M+m). Independent t-test was
applied to find statistically significant differences.
The p-value indicates if the results are statistically
significant (p<<0.05 means the result is statistically
significant) and Cohen’s d value indicates how
strong the effect is (cohen’s d>0.50 means medium,
noticeable impact, cohen’s d>0.80 means there’s
strong, meaningful impact of the intervention)

Results.

This section includes the empirical findings of
the study.

Figure 1 — Comparison of mean scores of pre and post-test data of the Experimental group of Pakistan students (compiled by the
authors based on experimental data)

Figure 1 shows general positive trends in all
of the studied variables in Experimental group of
Pakistan students. Particularly higher scores were
noticed in Exposure and knowledge. Other variables
like Teamwork and social, and cultural connection
also showed a prominent positive curve suggesting
the development of cooperative behavior, teamwork

dynamics, social integration and cultural awareness
and engagement. A positive change is observed in mean
values of Enjoyment and Motivation. There was also a
meaningful positive change in physical competence.

Overall, the results of experimental group show
effective multi-dimensional positive impact on the
participating students.
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Figure 2 — Comparison of mean scores of pre and post-test data of the Control group of Pakistan students (compiled by the authors
based on experimental data)

Figure 2 shows that the Control group of Pakistan
students showed minimal changes in measurements
of pre-test post-test data. Slight positive changes were
recorded in Exposure and Knowledge, and Motivation
factors but these were minor in comparison to the
Experimental group. Other variables like Cultural

connection, Competence and Enjoyment were almost
unchanged meaning the participation in routine
physical education classes without the structured
integration of traditional stick games did not produce
considerable changes in students’ engagement, social
involvement and cultural awareness.

Figure 3 — Comparison of mean scores of pre and post-test data of the Experimental group of Kazakhstan students (compiled by
the authors based on experimental data)
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Figure 3 shows the Pre and Post test mean
values of the Experimental Group of Kazakhstan
students. The findings of this data set showed
similar positive drift in all of the studied variables
especially Exposure and Knowledge and Cultural
connection. This indicates that introducing students

to traditional stick games to students showed
significant increase in valuing national heritage
and cultural interconnection. Other variables i.e.
Physical competence, Teamwork, and Motivation
all showed similar improvements as seen in students
in Pakistan.

Figure 4 — Comparison of mean scores of pre and post-test data of the Control group of Kazakhstan students
(compiled by the authors based on experimental data)

Figure 4 shows the Control group of Kazakhstan
students. The findings indicate very minimal to
no changes in the mean scores of the all variables

strengthening the fact that the positive changes seen
in students from both countries were due to the
participation in traditional stick games.

Table 1 — Changes in Variable Means, p-Values, and Cohen’s d for Experimental and Control Groups (data collected by

the authors)
Variable Group Pre Mean | Pre SD | Post Mean | Post SD p-value Cohen’s d
Exposure Knowledge E 1.50 0.73 3.41 0.48 0.000 2.48
Exposure Knowledge C 1.20 0.41 1.50 0.44 0.040 0.49
Enjoyment E 3.85 1.06 4.64 0.36 0.002 0.81
Enjoyment C 3.75 1.14 3.78 0.56 0.882 0.03
Motivation Value E 3.27 1.12 4.29 0.34 0.002 0.80
Motivation Value C 3.10 1.34 3.32 0.51 0.518 0.15
Competence E 3.80 1.08 4.47 0.42 0.017 0.58
Competence C 3.92 1.16 3.92 0.45 0.996 -0.00
Teamwork Social E 3.88 1.05 4.66 0.34 0.004 0.74
Teamwork Social C 4.00 0.90 3.90 0.37 0.616 -0.11
Cultural Connection E 3.50 1.04 4.63 0.36 0.000 1.21
Cultural Connection C 3.62 1.28 3.68 0.59 0.871 0.04
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Table 1 shows the numerical changes in mean
scores of variables in both Experimental and Control
groups with p-values and Cohen’s d values (com-
piled by the authors based on experimental data).
Independent t-test was applied. Findings suggest
there’s significant positive change in Experimental
groups variables. Exposure and Knowledge was the
most prominent with increase in mean score from
1.50 + 0.73 to 3.41 £ 0.48 (p < 0.01; Cohen’s d
= 2.48), whereas in control group there’s a minor
change from (1.20 + 0.41 to 1.50 + 0.44; p < 0.05;
d = 0.49). Enjoyment also significantly enhanced in
Experimental group (3.85 £ 1.06 to 4.64 + 0.36; p
< 0.01; d = 0.81), while there was minimal change
in control group 3.75+1.14 to 3.78+0.56; p > 0.05.
Similar trend was seen in Motivation values in Ex-
perimental groups (3.27 = 1.12 t0 4.29 £ 0.34; p <
0.01; d = 0.80), and the changes in control groups
were statistically insignificant p > 0.05. Perceived
competence also significantly increased in Experi-
mental group (3.80 + 1.08 to 4.47 + 0.42; p < 0.05;
d = 0.58), whereas the control group showed no sig-
nificant change p > 0.05.

Similar trend continued in Teamwork and social
with positive impact in Experimental group (3.88
+ 1.05 to 4.66 = 0.34; p < 0.01; d = 0.74), while
the control group showed no significant change p >
0.05. There was strong positive increment in Cul-
tural connection in Experimental group (3.50 + 1.04
to 4.63 +£ 0.36; p <0.01; d = 1.21), and the findings
of the control group were insignificant p > 0.05.

Discussion. The purpose of the study was to
examine the impact of the traditional stick games of
Pakistan and Kazakhstan on students’ educational,
motivational, physical, social and cultural out-
comes. The results of the study show that there is
statistically significant improvement across all mea-
sured variables in experimental groups while con-
trol group showed little to no meaningful changes.
Hence, the result confirms the initial hypothesis that
integrating stick games in contemporary education
leads to holistic development of student youth.

Highest impact was seen in Exposure and
Knowledge highlighting the fact that introducing
the history, rules and cultural background of these
games raised understanding and awareness in stu-
dents. Significant increase in Cultural Connection
further solidifies the impact of these games in en-
hancing cultural identity and national belonging.
The increase in Perceived Competence reflects
improvements in physical skills like reaction time,
agility and coordination. Furthermore, positive in-
crease in Motivation, Enjoyment, Teamwork and
Social indicates that these games not only improve

physical skills and cultural awareness but also serve
as a multi-directional pedagogical tool.

The results of this study are consistent with
pre-existing research work. The findings of previ-
ous studies like Karatas et al. [1, p. 351], suggested
that indigenous games fostered cultural identity
in educational settings. This study provides mea-
surable improvements in motivation and cultural
awareness in student youth. Saefullah et al. [2, p.
39] highlighted that traditional games positively
impacted motor skills development in children.
Current study also improved physical competence
of students aged 17-19, hence expanding the age
scope of previous study. Macar and Ziyagil [5,
p. 453] stated that traditional games in education
improved physical fitness and happiness level in
secondary school students. This study also pro-
vides empirical evidence of that and additionally,
including students from 2 countries Pakistan and
Kazakhstan demonstrate that despite differences in
education system, similar positive outcomes were
achieved. This cross-country quasi experimental
study provides novel contribution, as prior studies
have focused on single country.

These results indicate that this study has both
theoretical and practical significance. Theoretically,
this study provides evidence that traditional games
can be used as a modern educational tool for ho-
listic development of the students, where physical
fitness in combined with cultural awareness and
socio-emotional development. Practically, the inte-
gration of these games in contemporary education
is cost-effective as these games don’t require lavish
infrastructure or equipment. Easy implementation of
these games enhances student’s participation, moti-
vation and teamwork skills. Moreover, positive out-
comes from both countries provide basis for cross-
cultural physical education policies.

The limitations of this study include small
sample size. Participation of only boys in this study
limited gender equal opportunities. Different edu-
cation system of both countries contributed to the
fact that students of same age were studying college
in Pakistan and university in Kazakhstan. So, it is
suggested for future studies to include larger sam-
ple sizes for generalization purposes. Ensure equal
participation of both genders to better impose these
games in education systems. It is also suggested to
make sure that the students are selected either on the
age basis or education level basis to better compare
the findings when comparing 2 countries. It is also
suggested to study long term impact of these games
to examine whether the impact of these games go
beyond the intervention period.
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Conclusion. The findings of the study provide
empirical confirmation of the importance of tradi-
tional stick games of Pakistan and Kazakhstan as an
educational tool.

1. Statistically significant increase in Physical
Competence in experimental group of Pakistan stu-
dents (p <0.05) shows improvements in physical fit-
ness of students, including coordination, agility and
reaction time.

2. Substantial increase in Cultural Connection
in Pakistan experimental group (p < 0.01) shows
large effect size meaning structured participation in
traditional stick games strengthens students’ aware-
ness of cultural identity and national heritage.

3. Positive changes in Enjoyment and Motiva-
tion (p < 0.01) indicates students’ enhanced engage-

ment and participation in physical education. Statis-
tically significant improvements in Teamwork and
Social (p < 0.05) represents socio-emotional devel-
opment of students.

Similar results is Kazakhstan’s students’ experi-
mental group were observed with statistically signif-
icant improvements (p < 0.05) across all measured
variables solidifying the invaluable gains achieved
through traditional games.

4. These consistent statistically significant im-
provements across all measured variables in both coun-
tries serve as conclusive evidence that traditional stick
games benefit students’ physical fitness while raising
cultural awareness in them. Hence, these games are an
effective, multi-dimensional pedagogical tool suitable
for contemporary educational systems.
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