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Abstract— The Covid-19 pandemic has put a restriction on
people’s mobility, including children. The restraint on physical
and social activity for children has become an additional
stressor for children. Gadget has become a daily fixture in
children’s daily lives, and more children are getting addicted to
gadget. Hence, intervention is needed to provide alternative
emotional and physical outlets for children. We provided an
online traditional community for children who are at
elementary school and kindergarten. This study aims to evaluate
the influence of online traditional dance community on
children’s mental health. Through the online dance community,
children can learn a new traditional dance, Rampak dance,
which philosophically can improve children’s motivation and
emotional wellbeing, and requires moderate physical activity.
This was a quasi-experimental design, with an online traditional
dance community as a form of intervention for children.
Approximately 40 children joined the online community. At the
beginning of the program, we assessed children’s mental
wellbeing. We found that more than half (approximately 60%)
of children were reported to sometimes become angry or scared,
and almost a third (30%) often felt. Most of the children (>75%)
play with gadget more than 1 hours per day, with 33% of them
had trouble in controlling the time to play gadget. The children
received an example video of the traditional dance and had the
chance to practice their moves. We had four virtual zoom
sessions in which the children were able to learn from
traditional dance expert, and also meet with their friends from
the online community. At the end of the program, most children
reported better emotional status, and more engagement with the
online traditional dance community.
Keywords—traditional dance, children
community support, gadget addiction
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health,

I. INTRODUCTION
The Covid-19 pandemic has brought significant changes
in our everyday lives, including for children. To ensure
physical distancing, school closures and social restrictions
forced children to stay at home. Hence, children only have
limited interaction with their peers [1], [2]. Before the
pandemic, children have the opportunity to socialize through
schools, and after-school activities. The school from home
policy is also another potential stressor for children. They
have to adapt to the sudden changes in learning experiences,
with the increasing use of technology[3]–[5]. Access to a
gadget and internet increased dramatically, beyond school and
learning experiences. The social restrictions during the
pandemic also reduce children’s physical activities [3], [4].
The sudden and prolonged changes in their routine activities,
can be stressors for children.
In Indonesia, the Covid-19 pandemic has forced the
government to enforced social restrictions policy since March
2020 [6]. Children have been studying from home, with
limited physical activities and interactions with their friends
and teachers, beyond the online learning experience [7]. Many
children in Indonesia are also exposed to the news as well as
the social economic impact of Covid-19, since many families
have reduced income and face economic hardship[8], [9].
These are also additional stressors for children.
With the lack of physical activities and social interactions
among children, an activity that can combine both physical
aspects and group activities, albeit virtual, is needed. An
online traditional dance community was formed, consisting of
primary-school-aged children. Through this community
services project, we aimed to improve children’s mental health
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through the pandemic. This study aims to evaluate the
influence of online traditional dance community on children’s
mental health, which has been under-evaluated. Particularly,
during the Covid-19 pandemic.
II. METHOD
A. Settings and Participants
We formed SANGON SEMAR (Sanggar Online Sebelas
Maret), an online traditional dance community through
WhatsApp group. Approximately 40 children joined the
online community. At the beginning of the program, we
assessed children’s mental wellbeing.
B. Intervention
This was a quasi-experimental design, in which we
intervene through a traditional dance community. The dance
community was held online as the intervention to improve
children’s mental health. We formed SANGON SEMAR,
which provides an opportunity for children to practice a
traditional dance, Rampak Dance, through Youtube video and
virtual meeting via Zoom. We also formed a WhatsApp group,
in which children and their parents can communicate with
other members of the groups. Information on SANGON
SEMAR was distributed, and children interested to learn
traditional dance can register for free.
The children joined the WhatsApp group in which a video
of Rampak dance was shared, and children could learn
independently. Through the online community, children could
learn a new traditional dance, Rampak dance, which
philosophically can improve children’s motivation and
emotional wellbeing, and required moderate physical activity.
We also organized four virtual meeting sessions in which
children had the opportunity to learn from a traditional dance
coach and interact with their friends. At the end of the
program, the children had the opportunity to perform virtually
in front of their families.
C. Evaluation
Before joining the program, we assessed the children’s
mental wellbeing through a set of questionnaires. The
questionnaire was a part of the Quality of Life (QoL) for
children questionnaire which assessed the physical,
emotional, social, and school function of the children. We use
the emotional, social, and school function questions to reflect
the mental wellbeing of the children. The effect of SANGON
SEMAR on children’s mental health was assessed
qualitatively through interviews with the parents and the
children. There were missing values in several of the
questionnaire items (proportion of missing value < 10%).
D. Ethical Approval
This study was approved by the Faculty of Medicine
Universitas Sebelas Maret Ethical Committee Board, with the
Ethical clearance number 93/UN27.06.6.1/KEPK/2020.
III. RESULTS
A total of 40 children joined the SANGON SEMAR
activity which the children participated in online, hereby the
parents filled out a survey according to the child's
characteristics. The mean age of children who participated in
the SANGON SEMAR was 7 years old. The youngest age was
3 years and the oldest respondent was 12 years old. The

majority of respondents were in elementary school, were
female (87.5%), and aged 5-10 years old (70%). Detailed
characteristics can be seen in table 1.
To assess children’s mental health, we use the portion of
quality of life (QoL) questionnaire that assessed the emotional
and social function of the children. Quality of life in children
can be seen from four types of functional problems, namely
physical function, emotional function, social function, and
school or learning function.
TABLE I. CHARACTERISTICS OF CHILDREN ATTENDING SANGON
SEMAR
Characteristics

Total

Age
<5 years old
5-10 years old
>10 years old
Gender
Male
Female
Education
Playground
Kindergarten
TPA
Elementary
Others

N

%

4
28
8

10%
70%
20%

5
35

12.5%
87.5%

1
10
2
26
1

2.5%
25%
5%
65%
2.5%

In this study, we present the emotional, social, and school
functions of children (Table 2). In the emotional function,
feeling scared or angry seemed to be the more frequent
experience reported by the parents. We found that
approximately 10% of children often felt scared, and almost
8% often felt angry. Although less often, children also
sometimes reported feeling sad or depressed (Table 2).
TABLE II. REPORTED EMOTIONAL AND SOCIAL FUNCTION AMONG
CHILDREN

Type of Problem (%)
Emotional Function
Feeling Scared
Feeling sad or
depressed
Feeling angry
Hard to sleep
Worried about what
would happen
Social Function
Having problems
getting along with
other children
The other children
didn't want to be
friends
The other children
mocked him
Cannot do activities
that friends his age can
do
Difficult to make
friends

Never

Almost
Never

Sometimes

Often

28,9

13.2

47.4

10.5

39.5
23.7
55.3

28.9
15.8
28.9

28.9
52.6
13.2

2.6
7.9
2.6

47.4

34.2

13.2

5.3

57.9

23.7

15.8

2.6

68.4

18.4

13.2

0

63.2

18.4

15.8

0

78.9

15.8

5.3

0

68.4

21.0

7.9

2.6

Although less frequently reported, there are some children
that also often or sometimes had problem in social function.
For example, more than 18% of the children reported to
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sometimes or often had problem getting along with other
children (Table 2).
Even before the pandemic, the use of gadgets has been
reported to increase among children. The gadget use has also
increased during the pandemic, due to the limited social
ability, and increased of gadget use for school purposes. We
asked the parents to report the use of gadgets for reasons
beyond school purposes. The self-reported use of gadget is
reported in Table 3.
TABLE III. GADGET USAGE TIME IN CHILDREN IN A DAY
Gadget Usage Time in Children
in a day
<1 hour
1-6 hours
7-12 hours
>12 hours

N

%

10
26
3

25.6
66.7
7.7

Based on the time of using gadgets in a day, the majority
of (66.67%) use gadgets for 1-6 hours a day and at least 3
children (7.69%) use gadgets within 7-12 hours.
TABLE IV. USAGE OF GADGET PERCEPTION IN CHILDREN
Perception
Difficulty controlling the
time when using gadget
Feels restless when not
holding gadgets
Rarely talks to family
members due to the use of
gadgets

Agree
(%)

Disagree
(%)

Strongly
Disagree
(%)

33.3

61.5

5.1

15.4

74.4

12.8

10.3

74.3

17.9

Based on the perception of the use of gadgets in children
found approximately 61.53% of parents agreed with difficult
to control the use of gadgets in children, but it is as much as
74.35% of children feel anxious when not holding the gadget,
it affects approximately 74.35% of the children rarely talk.
After joining SANGON SEMAR, children were able to
learn Rampak dance independently through video, as well as,
through the virtual meeting. We performed qualitative
assessment on the effect of joining the program for children.
The parents reported that the children were more interested in
joining the activity, learning the new traditional dance, and
meet new friends. These helped them in navigating the social
restriction and the mobility limitation that were still in place
and provided an alternative activity for the children during the
pandemic.
IV. DISCUSSIONS
Our findings showed that children also face several
problems during the Covid-19 pandemic, particularly related
to emotional, social, and school functions. We also showed
relatively high use of gadgets in children. Online dance
community which introduced physical activity for children,
with the opportunities to interact with other children as well
as learning something new, had shown to have a positive
effect on children’s wellbeing.
During the pandemic, there had been increases in mental
health problems, including in children. These can be caused
by the restrictions of social mobility, school closures,

economic hardships faced by the family, or uncertainty of the
future [10], [11]. The use of online learning as well as
increased in communication through social media, due to
limited physical interaction, also increase the use of gadgets,
which can also lead to addiction [12]–[14]. Therefore,
activities that can combine physical activities while providing
emotional support for children is important.
In our project, we showed the importance of traditional
dance activity in improving children’s mental health as well
providing a social platform for children to interact during the
social restriction. Indonesia is rich in culture and traditional
values, including the various traditional dance with its
philosophy. Rampak dance, is one of the traditional dances
which represents motivation and encouragement for its
performers. Previous studies have also showed the importance
of traditional dance in improving mental health of its
performers, including children [15]–[18].
V. CONCLUSIONS
Children faced several challenges regarding their
emotional, social, and school function during the pandemic.
Activities that can promote physical activity, as well as,
providing a platform to improve children’s interaction with
their peers can improve their mental wellbeing in this
challenging time. We found that the online traditional dance
community can improve children’s mental health during this
pandemic.
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