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ABSTRAK 

 

PENGEMBANGAN MEDIA REALIA  

GAME FLAPPY BIRD PADA ANAK USIA 4-5 TAHUN 

DI RA FATHUL ULUM SUMBERJOKIDUL SUKOSEWU 

BOJONEGORO 

 

 

Diyah Nur Safitri, M.Tsaqibul Fikri, S,Pd.,M.Sn., Siti Labiba Kusna, M.Pd.  

 

Seiring bertambah majunya sebuah zaman maka akan berpengaruh pula pada semakin 

canggihnya teknologi yang ada, hal ini memberi dampak kepada anak usia dini yang 

ketergantungan terhadap sebuah game online yang sangat memikat daya tarik mereka untuk dapat 

memainkannya. Flappy bird merupakan edukasi permainan yang dikembangkan dari sebuah game 

online yang banyak dimainkan oleh anak usia dini. Game online tersebut banyak memikat serta 

menyita waktu belajar anak hanya untuk menyelesaikan game online ini. Bahkan tidak hanya 

waktu belajar mereka, emosional pun menjadi pengaruh saat mereka mengalami kecenderungan 

terhadap game online ini. 

Penelitian ini adalah penelitian RnD dengan model penelitian dan pengembangan Borg and 

Gall.Penelitian dilakukan di RA Fathul Ulum Sumberjokidul yang berlokasi di Desa 

Sumberjokidul Kecamatan Sukosewu Kab.Bojonegoro. Penelitian ini dilakukan melalui sembilan 

langkah,yakni terdiri dari potensi dan masalah, pengumpulan data, desain produk, validasi desain, 

revisi produk, uji coba produk, revisi produk, uji coba produk, revisi produk.  

Hasil penelitian menunjukkan dengan adanya pengembangan media flappy bird, maka 

akan berpengaruh pada perkembangan anak yakni aspek kognitif berfikir logis. Melalui penelitian 

dan pengembangan ini, peneliti dapat mengembangkan game online flappy bird kedalam media 

realia. 
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ABSTRACT 

 

REALIA MEDIA DEVELOPMENT 

FLAPPY BIRD GAME FOR 4-5 YEARS OLD CHILDREN 

IN RA FATHUL ULUM SUMBERJOKIDUL SUKOSEWU 

BOJONEGORO 

 

 

Diyah Nur Safitri, M.Tsaqibul Fikri, S,Pd.,M.Sn., Siti Labiba Kusna, M.Pd.  

 

As an era advances, it will also affect the increasingly sophisticated technology available, 

this has an impact on early childhood who are dependent on an online game that is very attractive 

to them to be able to play it. Flappy bird is an educational game developed from an online game 

that is mostly played by early childhood. These online games are very attractive and take up 

children's learning time just to complete this online game. In fact, not only their study time, 

emotional also becomes an influence when they experience this tendency towards online games. 

This research is an RnD research with a Borg and Gall research and development model. 

The research was conducted at RA Fathul Ulum Sumberjokidul which is located in Sumberjokidul 

Village, Sukosewu District, Bojonegoro Regency. This research was conducted through nine steps, 

consisting of potentials and problems, data collection, product design, design validation, product 

revision, product trial, product revision, product trial, product revision. 

The results showed that with the development of flappy bird media, it would affect the 

development of children, namely the cognitive aspects of logical thinking. Through this research 

and development, researchers can develop online game flappy bird into realia media. 
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