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ABSTRAK 

Penelitian Karya Inovatif ini bertujuan untuk menstimulasi motorik 
kasar anak usia 5-6 tahun dan mengembangkan sebuah permainan 
yang sudah dimodifikasi . Penelitian ini dilaksanakan di Taman 
Ekspresi Bogor. Penelitian ini dilakukan pada bulan Januari 2020. 
Metode penelitian ini menggunakan metode karya inovatif dengan 
model penelitian ADDIE dan teknik Penelitian ini menggunakan Expert 
Review (Ahli Materi dan Ahli Media) berbentuk instrumen dan evaluasi 
One to One. Sampel yang dijadikan responden dalam penilitian ini 
adalah 5 orang anak usia 5-6 tahun. Analisis data dalam penelitian ini 
dibagi berdasarkan expert review dan evaluate one to one. Hasil dari 
penelitian pengembangan permainan untuk menstimulasi motorik 
kasar anak usia 5-6 tahun dalam expert riview kepada ahli materi 
memperoleh kategori sangat layak sebanyak 96,42%, ahli media 
memperoleh kategori sangat layak sebanyak 100% dan pada evaluasi 
one to one yaitu responden anak usia 5-6 tahun memperoleh kategori 
sangat layak sebanyak 98,18%. Perkembangan motorik kasar 
sangatlah penting bagi anak usia dini, oleh karena itu dapat diberikan 
stimulus melalui permainan.  

 

Kata Kunci : Bermain, Permainan, Motorik , Motorik kasar 
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DEVELOPMENT OF GAME LOMBU TO STIMULATE MOTOR 
GROSS AGE 5-6 YEARS 

 (Innovative Work Research in the Bogor Expression Park)  

(2020) 

 

Ina Kurniati 

 

ABSTRACT 

This innovative work research aims to stimulate the gross motor skills 
of children aged 5-6 years and develop a game that has been modified. 
This research was conducted in the Bogor Expression Park. This 
research was conducted in January 2020. This research method uses 
an innovative work method with ADDIE research model and this 
research technique uses Expert Review (Material Expert and Media 
Expert) in the form of One-to-One instruments and evaluation. The 
sample used as respondents in this study were 5 children aged 5-6 
years. Data analysis in this study was divided based on expert review 
and evaluate one to one. The results of the game development 
research to stimulate gross motor skills of children aged 5-6 years in 
expert review of material experts obtained a very decent category as 
much as 96.42%, media experts obtained a very decent category as 
much as 100% and in the one-to-one evaluation that is respondent 
aged children 5-6 years earned a very decent category of 98.18%. 
Gross motor development is very important for early childhood, 
therefore it can be given a stimulus through play. 

 

Keywords: Play, Games, Motor, Motor gross 
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