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ABSTRAK
Perancangan Media Pembelajaran Pengenalan Huruf Hijaiyah Berbais

Augmented Reality Pada PAUD Al Munawaroh

(Aisyah Fitria 2025 : 70 Halaman )

Pendidikan Anak Usia Dini (PAUD) merupakan tahap penting dalam
membentuk perkembangan anak. Di PAUD Al Munawaroh Palembang, pembelajaran
huruf Hijaiyah masih dilakukan secara konvensional menggunakan buku Iqro dan
gambar, yang kurang menarik dan menyebabkan anak-anak kesulitan membedakan
bentuk huruf, terutama huruf berharakat. Berdasarkan masalah tersebut, penelitian ini
bertujuan merancang media pembelajaran interaktif pengenalan huruf Hijaiyah
berbasis Augmented Reality (AR). Penelitian menggunakan metode Research and
Development (R&D) dengan enam tahapan utama, yaitu identifikasi masalah,
pengumpulan data, perancangan, validasi ahli, revisi produk, dan uji coba. Proses
perancangan dilakukan menggunakan metode Multimedia Development Life Cycle
(MDLC) yang terdiri dari enam tahap: konsep, desain, pengumpulan bahan,
pembuatan aplikasi menggunakan Unity 2022, pengujian, dan distribusi. Produk akhir
berupa aplikasi berbentuk file APK yang dapat dijalankan di perangkat Android. Hasil
uji fungsionalitas (blackbox) menunjukkan aplikasi berfungsi baik. Validasi oleh dua
ahli materi memperoleh nilai 92,5%, dan dua ahli media sebesar 84,15%, keduanya
termasuk kategori “Sangat Valid”. Uji efektivitas menggunakan N-Gain menghasilkan
nilai 0,72 yang termasuk kategori “Cukup Efektif”. Uji pengalaman pengguna dengan
User Experience Questionnaire (UEQ) terhadap 23 responden menunjukkan tiga skala
“Excellent” (Efisiensi, Stimulasi, Kebaruan), dua skala “Good”, dan satu skala

“Above Average”.

Kata kunci : Media Pembelajaran Interaktif, Augmented Reality, Huruf Hijaiyah,

PAUD, User Experience Questionnaire
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ABSTRACT

Design of an Augmented Reality-Based Learning Media for Introducing Hijaiyah
Letters at PAUD Al Munawaroh

kAisyah Fitria 2025 : 70 Pages )

Early Childhood Education (ECE) is a crucial stage in shaping a child's overall
development. At PAUD Al Munawaroh Palembang, the learning process for
introducing Hijaiyah letters is still conducted conventionally using Iqro books and
static images. This method is less engaging and causes difficulties for children in
distinguishing similar letter shapes, especially letters with harakat. Based on these
issues, this study aims to design an interactive learning media for introducing Hijaiyah
letters based on Augmented Reality (AR). This research applies the Research and
Development (R&D) method with six main stages: problem identification, data
collection, design, expert validation, product revision, and product testing. The design
process follows the Multimedia Development Life Cycle (MDLC) which consists of
six stages: concept, design, material collection, application development using Unity
2022, testing, and distribution. The final product is an application in APK format that
can be run on Android devices. The functionality test (blackbox) shows that the
application performs well. Validation by two subject matter experts resulted in a score
of 92.5%, and by two media experts 84.15%, both classified as “Highly Valid.” The
effectiveness test using the N-Gain method yielded a score of 0.72, which falls into
the “Fairly Effective” category. The User Experience Questionnaire (UEQ) test
involving 23 respondents showed three scales in the “Excellent” category (Efficiency,
Stimulation, Novelty), two in the “Good” category, and one in the “Above Average”
category. These results indicate that the application is highly suitable to be used as an
interactive learning media for introducing Hijaiyah letters in early childhood

education.

Keywords: Interactive Learning Media, Augmented Reality, Hijaiyah Letters, ECE,

User Experience Questionnaire
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