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Abstract

This research emphasizes on elaborating the feasibility of the media of the bandwagon educational
game on the creativity of children aged 5-6 years. To obtain the research objectives, this researcher
conducted research and development using the 4D model developed by Thiagarajan, namely define,
design, develop and disseminate. The subjects in this research trial were five children aged 5-6 years and
30 ECE teachers. The data collection instrument used a structured interview technique and an online
guestionnaire through a google form accompanied by a video of the implementation of the bandwagon
educational game. The data analysis technique used quantitative and qualitative descriptive analysis.
From this research, it shows that the development of the bandwagon educational game tool that has been
tested on a small scale is valid and feasible. This shows that this bandwagon game is effective and can be
applied and has an appeal for early childhood in learning.
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Introduction

Early childhood is a child in the age category 0-8 years in the growth process. Early childhood
growth has an impact on later life. Early childhood has characteristics, namely high curiosity, creative,
active, happy to explore, adventure, and express themselves in the surrounding environment. Guslinda
and Kurnia (2018:46). During the golden age, it means that during this period the child's intelligence
develops 8 times so that encouragement and support are needed so that children develop optimally
Harfiani (2019: 01). According to Bloom's theory in Trenggonowati (2018: 02) early childhood requires
appropriate education according to the characteristics and development of children so that intellectual
development is well stimulated.

Early Childhood Education (ECE) has a goal that is stated in UU Number 20 of 2003 concerning
SISDIKNAS stating ECE is an effort to provide early education for children aged 0-6 years before
moving on to the next level Indonesia (2003). Education is given through a stimulus that aims to improve
the development and growth of children physically and spiritually so that children are ready to enter the
world of formal, non-formal, or informal education Musfah, (2012:74).
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Early childhood education is education directed at developing all aspects of early childhood
development, one aspect that needs to be developed from an early age is creativity Rahayu (2021:833).
Children's creativity is very important to be developed to prepare children's education as well as their
future.

The process of creativity is related to the child's cognitive. Generating ideas or ideas from the
results of children's creativity has a good effect for their future. Torrance argues in Asmawati (2017:148)
that the notion of creativity is a way for children to understand the problems they face by finding a way
out through changing ideas and then realizing them properly.

Creativity according to Santrock in Masganti (2016: 01) is the ability of children to generate new
thoughts and unique solutions to overcome the problems experienced. According to Setyabudi in
Dabeturu (2019: 234) creativity is the process of combining various experiences that have been carried
out ending up producing new ideas that are useful and able to make them happen but in different ways.
Furthermore, according to Munandar in Fakhriyani (2016: 195) creativity is a child's skill in creating new
variations based on data or experience information that comes from social interactions in the surrounding
environment. From some of the opinions above, it can be concluded that creativity in children is an
attempt by children to give birth to new thoughts based on their experiences through exploring activities
in the surrounding environment.

In early childhood creativity will be clearly seen when children play, where they create various
forms of works, paintings or spontaneous fantasies with their toys because playing is an activity that has a
happy effect on children so that it has a positive psychological impact, which can release negative
emotions, give a sense of safe and increase children's creativity in Fakhriyani (2016:66).

When playing, children are free to do activities that aim to complete their curiosity so that children
can express through imagination, role playing, constructive play and so on. By freeing children to play
will create a comfortable, safe atmosphere so that they grow and develop creativity. The achievement of
the level of creativity development of children aged 5-6 years has been stated in Permendikbud 146
concerning Standards for the Level of Achievement of Child Development (STPPA) aged 5-6 years
Permendikbud (2014). Based on the Child Development Achievement Level Standard (STPPA) No. 146
Children aged 5-6 years can do activities, namely: 1. Doing activities while singing 2. Playing musical
instruments/instruments/objects with friends 3. Playing traditional 3 / 4 musical instruments or other
musical instruments to imitate a certain rhythm or song.

The characteristics of creativity are categorized into two, namely the characteristics of creativity
related to the ability to think or think creatively (divergent thinking), namely expertise in formulating
many correct answers and various variations of solutions to the problems encountered in Hayati (2016:
89). Another characteristic is the characteristics concerning the attitudes and feelings of a person called
the effective and creative characteristics. These characteristics are creative characteristics related to
cognition, the ability to think someone with the ability to think creatively. According to Rachmawati and
Kurniati in Latifah (2016: 02) reveal that there are 7 strategies in developing early childhood creativity,
namely 1) through product creation activities (hasta work), 2) through fantasy, 3) through adventure
activities, 4) through pilot activities, 5) through music games, 6) through project activities, 7) through
language. Researchers refer to one strategy in increasing early childhood creativity, namely through
music games.

A child's personality can be formed through music because music can increase logic, aesthetic
sense, and the level of creativity. Music can increase 1Q and improve children's mathematical abilities so
that their brain development is stimulated properly. Music comes from ideas written by composers who
use musical language in the form of symbols and signs Yuni (2020:10).
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Music makes a very big contribution in education, especially in music education and the world of
other arts and other fields of life Dian (2019:20). According to Sousa in Santosa, (2019:78) music has a
strong effect on the brain by stimulating intellectually and emotionally.

The function of music in everyday life is very diverse. For example, music is used to rock children
when they want to sleep, music is used when bathing children and music can be used to convey
information or knowledge that contains a moral message Deka (2018:17). Music is an important part of a
child's experience because at the age of 5-6 years the indicator of the development of musical intelligence
is that the child is able to play a musical instrument. By playing music can stimulate the senses and
improve their thinking in learning. According to Lau and Grieshaber in Prehatiningsih (2016: 03) they
argue that increasing musical creativity in children can be done through musical games. By playing
simple musical instruments can make children more expressive, creative and imaginative.

A musical instrument is an instrument made or modified for the purpose of producing music. In
principle, anything that produces sound, and is in some way regulated by musicians, can be called a
musical instrument. However, this term is generally intended for tools specifically intended for music,
while the field of science that studies musical instruments is called organology in Setiawan (2011: 19).
Musical instruments in the world of Indonesian music are very varied and of various types, for example
musical instruments that are beaten are the tambourine and saron, the plucked musical instruments are the
harp and guitar, and the musical instruments that are shaken are maracas and rattles.

Data from observations and interviews with ECE (Early Childhood Education Department)
teachers in Surabaya and Sidoarjo found the problem of early childhood, namely the lack of activities in
learning music at school. The results of observations in five kindergarten schools showed that music
learning activities in schools were lacking and there were even schools that did not implement and teach
music in their learning activities. There is only one school that conducts drumband and angklung
extracurricular activities every 2 weeks. In addition, there are no schools that provide music games for
children and the availability of educational games (APE) in schools that were observed only consisted of
block games, story books, hand puppets and puzzles so that a media was needed to increase children's
knowledge about the names of musical instruments and children's creativity in playing musical
instruments.

The educational game of the bandwagon is a game of sounding musical instruments such as
tambourines, harps, saron, maracas and guitars in the shape of a train carriage. Each train car has a length
of 15-20 cm, a height of 10-15 cm and the distance between one carriage and another is about 5 cm. In the
head carriage there is a rattling instrument that sounds when it moves. In the first carriage there is a lute
musical instrument, this instrument is played by plucking with the fingers. In the second carriage there is
a tambourine instrument, this instrument is played by hitting it with the palm of the hand. In the third
carriage there is a saron musical instrument, this instrument is played by hitting it with a punch. In the
fourth carriage there is a maracas musical instrument, this instrument is played by shaking or moving it.
In the fifth carriage there is a guitar musical instrument, this instrument is played by picking.

This bandwagon can be played by sounding or playing musical instruments in each carriage and
varied with songs to increase children's creativity and if the bandwagon is pulled it will be able to walk.
For the stages of making the bandwagon, namely: 1) designing and designing the bandwagon, 2)
correcting the design of the bandwagon, 3) making a picture of a train with four carriages on wood (each
carriage is approximately 15-20 cm long), 4) cutting wood that has been drawn using a saw and wood
cutting tool, 5) attaches each piece of wood to form a train carriage, 6) makes wheels from wood and
attaches them under the train carriage, 7) makes tambourine, harp, saron, maracas and guitar-sized
instruments. approximately 15-20 cm, 8) attaching each musical instrument on the train carriage, 9)
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attaching each band carriage using wire hooks, 10) coloring each train carriage using wood paint to make
it look good and more attractive.

Based on the background of the problem described above, the formulation of the problem in this
study is as follows: How is the feasibility of educative media playing the bandwagon on the creativity of
children aged 5-6 years?

In accordance with the background and formulation of the problem above, this study aims to
determine the feasibility of the musical train educational game media on the creativity of children aged 5-
6 years.

Literature Review

Research by Fitriah (2017:84-98) concludes that used media can increase children's creativity.
However, in this research, what will be developed is the media game "lid lemonade" in increasing
creativity. The development of this media is that children can learn by using a lemon bottle cap, children
experience increasing changes and bring positive values to the learning process. There are several game
media that can stimulate early childhood creativity.

According to Docket and Fleer in Rakhmawati, et al, (2019:579) that through games, children can
connect and develop their knowledge. This opinion is reinforced by research conducted by Jackie (2018:
872) with the subject of children aged 0-5 years in England concluding that through games can improve
children's creative thinking, namely "Play that allows children to explore, develop ideas, and make
something" thus combining creative thinking and creative action. In this learning, the child can receive a
lot of stimulation, besides being able to make himself happy, it can also increase the child's knowledge.

According to Foti (2020:02) in a study conducted on 87 kindergarten children who were divided
into six groups in Athens, Greece, it proved that an educational program based on the universal language
of music through music and singing education which includes songs, rhythms, music games and listening
to music, able to attract the interest and attention of preschool students. Furthermore, a study conducted
by Dere (2019:653) examined the effect of a music playing program on the creativity of preschool
children which was applied to 184 preschool children in Ankara Turkey. According to the results of the
study, it was determined that the music playing program was effective in developing children's creative
behavior. This opinion has become one of the foundations for the development of the bandwagon
educational game media which contains material on the creativity of children aged 5-6 years. Through the
educational media of the bandwagon, children can learn while playing so that learning is more effective
and efficient and develops children's intelligence in creative thinking.

Methodology

The method used in this study is the R&D (Research and Development) method, which is a
research method that is useful for producing certain products and testing the effectiveness of the method.
From this definition, research and development is simplified into two core words, namely: product and
effectiveness Pangesti (2019:03). In the field of education, research and development or Research and
Development (R&D), is a research method used to create new products or develop existing products
which are then validated for use in education and learning Hanafi (2017: 130). The product produced in
this research is the development of the bandwagon educational media. The stages and development in this
research refer to the development model formulated by Thiagarajan (1974:05-09). The research and
development stages of Thigarajan known as the 4D model include 4 stages, namely define, design,
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develop and disseminate. In this study, it only reached the develop stage, meaning that the product trial
stage was on a small scale because it was due to the Covid-19 pandemic, so it was not effective if a large-
scale trial was carried out.

The subjects in this research trial were five children aged 5-6 years and 30 teachers. The product of
the trial is a bandwagon educational game media that has been validated by material experts, media
experts, ECE teachers, and tested on five children aged 5-6 years. The validation results aim to determine
the feasibility of the media. In the validation process, suggestions can be made by the validator as an
improvement in improving the media. If the product is not feasible, then the product will be evaluated and
made improvements until it is said to be feasible to be tested.

The method of data collection was first to make observations at several schools to find out about
music learning and to find out the extent of children's creativity in playing music. This initial observation
is needed to support the formulation of the problem in the research on the development of the bandwagon
educational media and as a background for the research. The second stage is to conduct structured
interviews with teachers to find out the school's needs regarding problems in introducing the material for
the bandwagon educational game.

This development research uses an online trial design using a questionnaire in the form of a google
form. The research sample (teachers) who have met the requirements are directed to provide an
assessment of the product development of the bandwagon educational game by filling out the google form
that has been provided. The assessment is carried out first by viewing the video game of the bandwagon
educational game contained in the google form (video link is also available). The teacher provides
supportive input for product improvement for further research. After completing the assessment, the
teacher is also asked to distribute the video game of the bandwagon educational game to parents or
guardians of the students as an effort to disseminate the innovation of the bandwagon educational game
media.

The data analysis technique in this research is using structured interview techniques and online

guestionnaires via google form which is accompanied by a video of the application of the bandwagon
educational. Figure 1 is a figure of research design:

Define Develo

. p

Disse Design
minate

Fig. 1 Thelrocedure of research and development
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The data measurement process is carried out using a Likert scale reference as shown in Table 1.

Table 1 Product feasibility rating scale

Score Scale Value Rating
4 Very good
3 Good
2 Enough
1 Less

This media is said to be feasible if the average of all components of the validation get 61%. The
table of media (Table 2) eligibility percentage criteria is as follows.

Table 2 Percentage of product feasibility validation criteria

No Average Score Category

1 0%-20% Very less

2. 21%-40% Less

3. 41%-70% Enough

4 71%-80% Good / Decent

5. 81%-100% Very good /Very Worthy

(Riduwan, 2013:41)

a. Material Expert Validation Assessment

The score obtained from material validation is 45. The percentage of the feasibility of the
bandwagon educational media is 90% so it can be stated that the bandwagon educational media is
very valid and worthy to be tested and get suggestions and input that the game material is good and

in accordance with the educational game model.

b. Media Expert Validation Assessment

The score obtained from media validation is 42. The percentage of the feasibility of the
bandwagon educative media is 75% so it can be stated that the bandwagon educative media is valid
and worth trying out and get suggestions and input that the media must be improved in terms of
coloring to make it more interesting and added two musical instruments namely maracas and guitar
so that the composition of musical instruments is balanced.

c. Validation Assessment of 30 ECE Teachers
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Table 5 Validation assessment of 30 ECE teachers

No. Question Score | Percentage
1 The development of the bandwagon game contains material 78 93,8%
" | that can develop the creativity of children aged 5-6 years
9 The game material provided is in accordance with the 99 90,6%
" | developmental stages of children aged 5-6 years
3. | The game material is related to the learning theme 102 93,8%
4 The plot and how to play the bandwagon game is easy for 96 87,5%
" | children to understand
5 Game materials support materials to stimulate children's 101 93,6%
" | creativity
6 The development of the bandwagon game is a game thatisnot | 104 90,7%
" | boring
7 The bandwagon game is the right choice of game to stimulate 106 93,7%
" | creativity in children
The bandwagon game can be a reference material for teachers 101 90,7%
8. | to present the game in the game
learning at school
9. | The game design looks interesting 90 93,6%
10. | The size of the game material is right for children 87 90,7%
11. | The color of the game material used is interesting 87 90,6%
12. | The shape of the bandwagon in the game is clearly visible 83 96,9%
13. | How to play the game is clear 96 93,6%
14. | Interesting game material 87 90,6%
15. | Safe play materials for children 87 90,7%

In the results of the assessment of 30 ECE teacher, the percentage of the feasibility of the
bandwagon educational media is 93% so it can be stated that the bandwagon educational media is very
valid and feasible to use to increase the creativity of children aged 5-6 years through music games.

d. Trial on Five Children Aged 5-6 Years

Before playing a musical instrument

In the test results on five children aged 5-6 years before playing musical instruments, a score of 40
was obtained. In finding the percentage of eligibility, it was calculated by the following formula:

The percentage before the trial on five children aged 5-6 years was 32% and this percentage
increased after the bandwagon educational media was tested on five children aged 5-6 years.
After the activity of playing a musical instrument.
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Table 4 Trial on five children aged 5-6 years

No. Question Score | Percentage
1. | The activity of playing musical instruments using this media 5 25%
allows children to know the names of new musical instruments
2. | The use of this media makes children think creatively how to 20 75%
play various kinds of musical instruments while singing
3. | Has the child played or seen this musical instrument 5 25%
The form of media makes children interested in participating in 5 25%
music playing activities
5. | With the media bandwagon, children become active and their 5 25%
curiosity increases

Table 5 Trial on five children aged 5-6 years

No. Question Score | Percentage

1. | The activity of playing musical instruments using this media allows | 25 100%
children to know the names of new musical instruments

2. | The use of this media makes children think creatively how to play 25 100%
various kinds of musical instruments while singing

3. | Has the child played or seen this musical instrument 5 25%

4. | Be The form of media makes children interested in participating in 25 100%
music playing activities

5. | With the media bandwagon, children become active and their 25 100%
curiosity increases

In the results of trials on five children aged 5-6 years after playing musical instruments, a score of
105 was obtained. The percentage of the feasibility of the bandwagon educational media after playing
musical instruments is 84% so it can be stated that the bandwagon educational media is very valid and
feasible to use to increase the creativity of children aged 5-6 years through music games.

Result and Discussion

This research resulted in the development of a bandwagon educational game media that contained
material about the creativity of children aged 5-6 years. The results of the validation assessment that have
been carried out by material experts and media experts are that the development of game media is valid
and feasible to use to increase the creativity of children aged 5-6 years through playing musical
instruments. This expert assessment was strengthened by the feasibility assessment of 30 ECE teachers
and trials on five children aged 5-6 years. The results of the feasibility assessment of 30 ECE teachers and
trials on five children aged 5-6 years explain that this game media is valid and feasible to use to increase
the creativity of children aged 5-6 years through playing musical instruments.

This media game trains and improves children's musical abilities, introduces children to musical
instruments and how to play them, trains the development and coordination of children's motor skills by
playing musical instruments, trains children to think creatively how to play new musical instruments and
makes children interested in activities. learn while playing a musical instrument. This can be proven by
the results of the percentage of material experts, media experts and the feasibility assessment of 30 ECE
teachers, and trials on five children aged 5-6 years as shown in Figures 2 and 3.
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Material Expert,
Media Expert, User Trial
Results for 30 ECE
Teachers

100%

0%
90% 75% 93%

B Material Expert
B Media Expert

User Trial Results for 30 ECE Teachers

Fig. 2 The expert judgment percentage of media (N=30 ECE teachers)

The results of the material expert validation calculations are 90%. The percentage of material
expert validation falls into the very good/very needed/very feasible category. The materials contained in
this game media are considered very suitable for use by children aged 5-6 years. This is reinforced by the
results of calculations on the media expert assessment questionnaire shown in figure 1.

The percentage of media expert validation assessment shows a value of 75%. This value can be
categorized into good/needed/decent categories. This media is suitable for use by children aged 5-6 years.
It can be explained that from a physical point of view, the shape, color, and use of this media is
considered feasible. After the material expert and media expert gave an assessment of the feasibility of
the game media questionnaire, the research continued by conducting a limited trial to five children aged
5-6 years. This limited trial process will be recorded, then the recording results will be entered into a
google form which will be distributed to the user trial of 30 ECE teachers. The results of the user trial
assessment of 30 ECE teachers are in line with the assessments of material experts and media experts. In
the results of the user trial assessment of 30 ECE teachers, the results were 93% for the combined
assessment. These results fall into the category of very good/very much needed/very decent. The material
contained in this game media is considered very suitable for use by children aged 5-6 years.

Test Results on Children
100%

50%

32% 84%

0%

M Before Playing M After Playing

Fig. 3 The percentage of test results on five children aged 5-6 years before
playing a musical instrument
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The percentage before the trial on five children aged 5-6 years was 32% and this percentage
increased after the bandwagon educational media was tested on five children aged 5-6 years. The
percentage of the feasibility of the bandwagon educational media after playing musical instruments is
84%. The increase in children's creativity and ability to think creatively can be seen in the results of the
percentage before the trial, which is 32% and increases to 84%. These results fall into the very good/very
decent category. In the trial conducted on five children aged 5-6 years in Sidoarjo, before the activity, the
children were asked about the name of the musical instrument and how to play it, and whether they had
seen and played the instrument. When asked, all the children answered that they did not know the name of
the musical instrument and how to play it. They only know the guitar instrument.

During the activities one by one the children tried to play the rattles, tambourine, harp, saron,
maracas, and guitar individually. After that, the children were invited to play musical instruments
together. Each child plays a musical instrument while singing together. During the activity, the children
were very interested, happy, and enjoyed playing musical instruments while singing. During the activity
of playing musical instruments, four children showed that they were very curious, active, and thought
creatively to try playing different musical instruments but there was one child who did not understand
how to play a musical instrument. However, the child was assisted by another child to try to play the
instrument.

After the music playing activity, the children were asked again about the name of the musical
instrument and how to play it, as well as whether they had seen and played the instrument. The children
gave very good and correct answers. They know the names of musical instruments and how to play them
so it can be concluded that this educational game of the bandwagon can improve children's creative
thinking skills and skills in playing musical instruments and increase children's knowledge of the names
of musical instruments so that this media is suitable for use by children aged 5 years. -6 years.

The functions of this musical train educational tool are: 1) train and improve children's musical
abilities, 2) introduce children to musical instruments and how to play them, 3) train children's creativity
through playing music while singing, 4) train the development and coordination of children's motor skills
by playing a musical instrument, 5) train children to think creatively how to play a new musical
instrument. The advantages contained in this musical train educational game media are using wood so that
the musical instrument train carriage can be disassembled and safe for children, has a variety of musical
instruments that attract children's interest, the materials from this game media are also safe for children.

Conclusion

The development of this bandwagon educational media using the RnD method with a 4D model
developed by Thiagarajan includes 4 stages, namely define (definition), design (design), develop
(development) and disseminate (spread) but due to the COVID-19 pandemic, the stages of this research
are: only up to the develop stage, namely at the trial stage carried out on a small scale so that it is not
possible to carry out large-scale trials.

This development research resulted in bandwagon educative media which were declared valid and
suitable for use. The results of trials conducted on five children aged 5-6 years, namely before the trial
was 32% and increased to 84% after the trial of the bandwagon educational game media. This media band
can improve children's creative thinking skills and skills in playing musical instruments and increase
children's knowledge of the names of musical instruments so that this media is suitable for use by children
aged 5-6 years to increase creativity.
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The validation results from material experts are 90%, media experts are 75%, and the feasibility
assessment of 30 ECE teachers is 93%. Based on the validation results from material experts, media
experts, an assessment of the feasibility of 30 PAUD teachers and trials on five people aged 5-6 years, it
shows that this educational game media is valid and feasible to use to increase the creativity of children
aged 5-6 years.
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