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ABSTRAK 

Yasmin Nabila, 126206201012, 2024, Pengembangan Game Edukasi Berbasis 

Android pada Capaian Pembelajaran Nilai Agama dan Budi Pekerti di RA 

Roudlotul Ulum Jabalsari Kecamatan Sumbergempol Kabupaten Tulungagung, 

Fakultas Tarbiyah dan Ilmu Keguruan, Universitas Islam Negeri Sayyid Ali 

Rahmatullah Tulungagung, Pembimbing Hafidz Rosyidiana, M.Pd. 

 

Kata Kunci: Game Edukasi Berbasis Android, Nilai Agama dan Budi Pekerti, 

Anak Usia Dini 5-6 Tahun. 

 

Perkembangan teknologi gadget dapat memberikan dampak negatif dan 

positif. Dampak negatif perkembangan teknologi gadget salah satunya fitur bebas 

akses yang memungkinkan anak terpapar konten negatif sehingga dapat 

mempengaruhi perkembangan dan pertumbuhan anak terkhusus pada capaian nilai 

agama dan budi pekerti. Dampak positifnya  teknologi gadget dapat memudahkan 

dalam komunikasi, hiburan bahkan dunia pendidikan. Oleh karena itu, peneliti 

mengembangkan  game edukasi berbasis android untuk menstimulasi capaian 

pembelajaran. 

Rumusan masalah penelitian ini mencakup tiga aspek diantaranya: 1) 

Bagaimana pengembangan game edukasi berbasis android 2) Bagaimana respon 

anak usia 5-6 tahun terhadap game edukasi berbasis android dan 3) Bagaimana 

kelayakan game edukasi berbasis android. 

Penelitian ini menggunakan metode  penelitian Research  and Development  

(R&D) dengan mengambil tujuh dari sepuluh tahap pengembangan Borg and Gall 

yaitu, tahap potensi dan masalah, pengumpulan data, desain produk, validasi 

produk, revisi produk, uji coba produk, revisi produk akhir. Teknik pengumpulan 

menggunakan observasi, wawancara, angket dan dokumentasi. Analisis data 

menggunakan skala ordinal yang dikonversikan menjadi skala likert. 

Hasil Penelitian ini diantaranya: 1) Game edukasi berbasis android 

dikembangkan dari game interaktif powerpoint IspringSuite dan dikonversikan 

menjadi aplikasi android melaui aplikasi Website2ApkBuilderPro. 2) Respon 

peserta didik berdasarkan hasil uji coba perorangan yaitu, respon “Ya”  90,50% dan  

“Tidak” 9,50% atau media masuk kategori (Menarik). 3) Game edukasi berbasis 

android layak untuk menstimulasi capaian pembelajaran nilai agama dan budi 

pekerti pada anak usia 5-6 tahun berdasarkan hasil validasi ahli materi dengan 

presentase 100% (Sangat Layak) ahli media dengan prsentase 69% (Layak), ahli 

bahasa dengan presentase 100% (Sangat Layak) dan hasil uji coba lapangan pada 

kelompok kecil pretest 71,66% atau BSH (Berkembang Sesuai Harapan) dan 

posttest 88,88% atau BSB (Berkembang Sangat Baik). Kelompok besar pretest  

72,26% atau BSH (Berkembang Sesuai Harapan) dan posttest 87,95% atau  BSB 

(Berkembang Sangat Baik).
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ABSTRACT 

Yasmin Nabila, 126206201012, 2024, Development of Android-Based 

Educational Games on Learning Achievements of Religious Values and Characters 

at RA Roudlotul Ulum Jabalsari, Sumbergempol District, Tulungagung Regency, 

Faculty of Tarbiyah and Teacher Training, Sayyid Ali Rahmatullah State Islamic 

University Tulungagung, Supervisor Hafidz Rosyidiana, M. Pd. 

Keywords: Android-based educational games, religious values , and 

character, early childhood 5-6 years. 

The development of gadget technology can have both negative and positive 

impacts. One of the negative impacts of the development of gadget technology is 

the free access feature which allows children to be exposed to negative content that 

can affect children's development and growth, especially in achieving religious 

values and character. The positive impact of gadget technology can facilitate 

communication, entertainment, and even the world of education. Therefore, 

researchers developed Android-based educational games to stimulate learning 

outcomes 

The formulation of this research problem covers three aspects including: 1) 

How to develop Android-based educational games, 2) How do children aged 5-6 

years respond to Android-based educational games and 3) What is the feasibility of 

Android-based educational games. 

This research uses the Research and Development (R&D) research method 

by taking seven of the ten stages of Borg and Gall's development, namely, potential 

and problem stages, data collection, product design, product validation, product 

revision, product testing, and final product revision. Collection techniques use 

observation, interviews, questionnaires, and documentation. Data analysis uses a 

ordinal scale converted into a likert scale 

The results of this research include: 1) An Android-based educational game 

developed from the IspringSuite interactive PowerPoint game and converted into 

an Android application via the Website2ApkBuilderPro application. 2) Student 

responses are based on the results of individual trials, namely, the response is "Yes" 

90.50% and "No" 9.50% or media into categories (Interesting). 3) Android-based 

educational games are suitable for stimulating learning outcomes of religious values 

and character in children aged 5-6 years based on validation results from material 

experts with a percentage of 100% (Very Appropriate), media experts with a 

percentage of 69% (Excellent), language experts with a percentage 100% (Very 

Feasible) and the results of field trials in small groups pretest 71.66% or BSH 

(Developing According to Expectations) and posttest 88.88% or BSB (Developing 

Very Well). Large group pretests 72.26% or BSH (Developing According to 

Expectations) and the posttest 87.95% or BSB (Developing Very Well). 
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 ملخص

لَةََ ر و يد  ع ل ى ن  و  ١٦١٢، ٢١٢١٦٢١٦٢٦٢١، ياَسَمَينََنبََي َ ة  ع ل ى الْ  ن د  ائ م  ي ة  ال ق  ع ل ي م  ات ج  ت  ع ل م  ،  ت ط و ي  ر  الْ  ل ع اب  الت  
ي  م  الد  ي ن ي ة   ة  ال ق  ر ي م  ق  ال ك  لَ  ة  و الْ  خ  ض  ق   ف ي  ر و  ن ط  ، م  ار ي  اب ال س  م  ج  ة  ال ع ل و  ض  ال  ر و  ل ونج  الْ  ط ف  َ ة  ت  و  اف   َ ، م  ِ ول  ِ يم  وم ِ ر   ُ ة  

ي  د  ع ل ي ر    ُ ي ة   م  و  ك   َ ي ة  ال  م  لَ   ُ ع ة  الْ   ام  ، ج  ي ن  ع ل  م  م  ال م  ع ل و  ر ب ي ة  و  ل  ي ة  الت   ، ك  ونج  ل ونج  أ ج  ة  الله  ت  و  م  :  ح  ر ف  ش  ونج  ، ال م  أ ج 
ر ب ي ة . ت ير  الت   س  اج  ، م  ي د ي ان  اف ظ  ر ش   ح 

ي  م  الد  ي ن ي ة   الَكَلَمَاتََالَمَفَتَاحَيَةَ: ر و يد  ، ال ق  ة  ع ل ى الْ  ن د  ائ م  ي ة  ال ق  ع ل ي م  ة  و  الْ  ل ع اب  الت   ر ي م  ق  ال ك  لَ  ن  الْ  خ  ال  م  ، الْ  ط ف 
. ٢-٥ن   ُ   و ات  ن    ُ 

ن   م  . و  اب ي ة  إ ي ج  ل ِ ي ة  و   ُ ر ات   و ات  الذ ك ي ة  ت أ ث ي   ي ا الْ  د  ل و ج  ن  و  ن ت ط و ر  ت ك  و  ك ن  أ ن  ي ك  ر   ي م  ة  ل ت ط و  ل ِ ي  ث ار  الس  الْ 
ان ي   ال ت ي  ت   ج  ل  ال م  و  ي ة  ال و ص  اص  و ات  الذ ك ي ة  خ  ي ا الْ  د  ل و ج  ن  و  ض  ات ك  ع ر  ح  ب ت   م  ن  س  ك  ي م  ث   ي   َ ب  ي    ل ِ   ُ و ى  ت    َ ال  ل م  لْ  ط ف 

ي ق   ق   َ ة  ف ي  ت  اص  ال  خ  و  الْ  ط ف  ن م  ي  م  الد  ي ن ي ة  أ ن  ت  ؤ ث  ر  ع ل ى ت ط و ر  و  .و الْ   ال ق  ة  ر ي م  ق  ال ك  لَ  اب ي     خ  ي ج  ر  الْ   ن   و الت أ ث ي   ي  ل ت ك  ل و ج   او 
ك ن   ، ت ط و ر  ال  الْ  د و ات  الذ ك ي ة  ي م  ل ك  ل ذ  . و  ع ل ي م  ت ى الت   ي ة  و ح  ر ف ي ه  ل  و الت   و اص  ل  الت   ه   د  أ ن  ي س  ت م  ع  ي ة  ت   ع ل ي م  ن  ل ع ِ ة  ت   ُ  و  ِ اح 

ن   اد ة  م  ت ف   ُ ر و يد  ل لْ   َ ام  الْ  ن د  ي  ع ل ى ن  ل و ج  و  ن   و   االت  ك   َ ت  ع ل م  و  ي ز  ن  ت ائ ج  الت   ت َف  ر  و    ُ ط ة  أ ك  ز ة  إ ل ى أ ن ش  ه  ط ة  الْ  ج  ي ل  أ ن ش 
اب ي ة .  إ ي ج 

ِ  ي  ص   ل  م  ش  ت  و   ي  ب  ان  و  ج   ة  ث  لَ  ث   ة  ي  ُ  َ  ِ  ال   ة  ل  ك  ش  م  ال   ه  ذ  ه   ة  ا
ى ل  ع   ة  م  ائ  ق  ال   ة  ي  م  ي  ل  ع  الت    اب  ع  ل  الْ    ر  ي  و  ط  ت   ة  ي  ف  ي  ( ك  ٢ , و ه 

ى ل  ع   ة  م  ائ  ق  ل  ا ة  ي  م  ي  ل  ع  الت    اب  ع  ل  ل   ل   ات  و  ن   ُ   ٢-٥ ن  ي  ب    م  ه  ار  م  ع  أ   ح  او  ر  ت   ت    ن  ي  ذ  ال   ال  ف  ط  الْ    ب  ي  ج  ت  س  ي   ف  ي  ( ك  ١ يد  و  ر  د  ن  أ   ام  َ  ن  
 يد  و  ر  د  ن  أ   ام  َ  ى ن  ل  ع   ة  م  ائ  ق  ال   ة  ي  م  ي  ل  ع  الت    اب  ع  ل  ى الْ   و  د  ج   ي  ه   ف  ي  ك    ( و  ٣ يد  و  ر  د  ن  أ   ام  َ  ن  

ع ة  م     ِ ذ  ب س  ل  الْ  خ  لَ  ن  خ  ث  و الت ط و ي ر  م   َ / ال ِ  ث  الت ط و ي ر   َ ب  ب  ل و   ُ ث  أ   َ ا ال ِ  ذ  م  ه  د  ت خ  ي س  ل  و  ر اح  ر ة  م  ن  ع ش 
 : ي 

ال  و ه  ي م  ال م  الت ط و ي ر  ف ي  ب  و رغ  و ج  م  ت ص  ، و  ي ان ات  ع  ال ِ   م  ، و ج  ت  ك لَ  ش  ان ات  و ال م  ك  م  ل ة  الْ   ر ح  ن  م  ق  م  ق   َ ، و الت  ت ج  ن  
. و   ت ج  ن   ائ ي ة  ل ل م  ع ة  الن  ه  ر اج  ت ج  ، و ال م  ن   ر ب ة  ال م  ت ج  ت ج  ، و  ن   ع ة  ال م  ر اج  م  ، و  ت ج  ن   ة  ال م   َ ْ  ت   إ  ص  م  د  ت خ  ي ان ات  ُ  ع  ال ِ   م  ن ي ة  ج  ق 

ت    ُ ت  و الْ   اب لَ  ق  َ ة  و ال م  ح  لَ  . و  ال م  ث ي ق  و  ي انا ت  و الت   ا ترت ِ    ُ س يستخدم تَليل الِيانات مقيا يِي ا يتم تَويله إلى مقيا
 .ليكرت

ُ  ر  الد    ه  ذ  ه   ج  ائ  ت  ن    ل  م  ش  ت  و    اب  ع  ل  أ   ن  م   يد  و  ر  د  ن  أ   ام  َ  ى ن  ل  ع   ة  م  ائ  ق  ال   ة  ي  م  ي  ل  ع  الت    اب  ع  ل  الْ    ر  ي   و  ط  ت   م  ( ت  ٢: ي  ل  ا ي  م   ة  ا
ْ  و  ب  ر  او  ِ  ال   ْ  و  ُ   ينغ  ر  ِ  ُ   آي   ة  ي  ل  اع  ف  الت    ين افك  ١وىِسيْ ات  ق  ي   ِ  ط  ت   ل  لَ  خ   ن  م   يد  و  ر  د  ن  أ   ات  ق  ي   ِ  ط  ى ت  ل  ا إ  ه  ل  ي   و  َ  ت   م  ت  ي  و   ي

ب  ج  الْ    ة  ِ  س  ن   ْ  غ  ل  ب    ث  ي  ح   ة  ي  د  ر  ف  ال   ب  ار  ج  الت   ج  ائ  ت  ى ن   ل  ع   ب  لَ  الط   ات  اب  ج  ت  ُ  إ   ة  ِ  س  ن   ْ  غ  ل  ب   و   (١ .بؤيلديرفرو " م  ع    "ن   ب   ة  ا
 ن  ك  م  ي  ( و  ٣ .)ام  م  ت  ه  لْ   ل   ة  ر  ي   ُ  م  ( ة  ئ  ف   ي  ا ف  ه  ن   ي   م  ض  ت   م  ت   و  أ َ ، ٪٠,٥٦" "ل  ب     ة  اب  ج  الْ    ة  ِ  س  ن   ْ  غ  ل  ب    ، و  ٪٠٦,٥٦

ل  ف  ط  ى الْ   د  ل   ق  لَ  خ  الْ   و   ة  ي  ن  ي  الد    م  ي   ق  ل  ل   ي   م  ل  ع  ل  ا ج  ات  و  ن    ز  ي  ف  َ  ت   ي  ف   يد  و  ر  د  ن  ى الْ   ل  ع   ة  م  ائ  ق  ال   ة  ي  م  ي  ل  ع  الت    اب  ع  ل  الْ    ام  د  خ  ت  ُ  إ    ا
ا(،  %٢٦٦بناء  على نتائج التَقق من خِراء المواد بنسِة  ات  و  ن   ُ   ٢-٥ ن  ي  ب    م  ه  ار  م  ع  أ   ح  او  ر  ت   ت    ن  ي  ذ  ال   جد  )مؤهلين 
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ا( %٢٦٦)مؤهلين(، وخِراء اللغة بنسِة   %٢٠وخِراء الْعلَم بنسِة   ي  ت  ال   ة  ر  ي   غ  الص   ات  ع  و  م  ج  م  ال   و )مؤهلين جد 
 ,٨٨ ي   د  ع  ِ   ال   ار  ِ  ت  خ  الْ   ف ي  ( و  ع  ق   و  ت   م   و  ا ه  م  ك    ر  و  ط  )الت   ة  ئ  ف   ع  م   ٪١٢,٢٢ ة  ِ  س  ى ن  ل  ع   ي   ل  ِ  ق  ال   ار  ِ  ت  خ  الْ   ف ي   ْ  ل  ص  ح  

ر ة  ال   ات  ع  و  م  ج  م  ال  و   (.اد  ج   د  ي   ج   ل  ك  ش  ب   ر  و  ط  )الت   ة  ئ  ف   ع  م   ٪٨٨  ة  ِ  س  ى ن  ل  ع   ي   ل  ِ  ق  ال   ار  ِ  ت  خ  الْ    ف ي  ْ  ل  ص  ح   ي  ت  ال   ك ِ ي  
.اد  ج   د  ي   ج   ل  ك  ش  ب   ر  و  ط  )الت   ة  ئ  ف   ع  م   ٪٨١ ,٠٥ ي   د  ع  ِ   ال   ار  ِ  ت  خ  الْ   ف ي  ( و  ع  ق   و  ت   م   و  ا ه  م  ك    ر  و  ط  )الت   ة  ئ  ف   ع  م   ٪١١,١٢ ) 

 
 


