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ABSTRAK

Laetitya Ingrid Amalia/ A710180042. RANCANG BANGUN GAME EDUKASI
PENGENALAN HURUF HIJAIYAH DAN HARAKAT FATHAH,
KASRAH, DHAMMAH BERBASIS CONSTRUCT 3. Fakultas Keguruan dan

IiImu Pendidikan, Universitas Muhammadiyah Surakarta. Juli, 2026

Pembelajaran huruf hijaiyah beserta tanda baca harakat di berbagai Lembaga
pedidikan masih didominasi penggunaan media konvensional sehingga proses
belajar kurang menarik dan peserta didik mengalami kesulitasn dalam
membedakan bentuk maupun pelafalan huruf hijaiyah. Penelitian ini bertujuan
mengembangkan game edukasi berbasis Construct 3, mengetahui tingkat
kelayakan media berdasarkan validasi ahli materi, serta mengukur peningkatan

hasil belajar peserta didik setelah menggunakan media tersebut.

Penelitian ini menggunakan metode Research and Development (R&D) dengan
model  pengembangan ADDIE  (Analysis, Design, Development,
Implementation, Evaluation). Produk yang dikembangkan berupa game edukasi
“My Iqro” berbasis komputer yang memuat materi huruf hijaiyah, harakat, dan
permainan mencocokkan huruf. Pengumpulan data dilakukan melalui lembar
validasi ahli materi serta pre-test dan post-test. Analisis peningkatan hasil belajar

menggunakan uji N-Gain.

Hasil penelitian menunjukkan bahwa game edukasi “My Iqro” berhasil
dikembangkan menggunakan Construct 3 dan memperoleh tingkat kelayakan
sebesar 81,82% dengan kategori “Sangat Layak™ berdasarkan hasil validasi ahli
materi. Hasil analisis N-Gain sebesar 0,69 menunjukkan kategori sedang,
sehingga media yang dikembangkan mampu meningkatkan hasil belajar peserta

didik dalam mengenal huruf hijaiyah dan tanda baca harakat.

Kata kunci: Game edukasi, huruf hijaiyah, harakat, Construct 3, ADDIE
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ABSTRACT

Laetitya Ingrid Amalia/ A710180042. Design and Development of an Educational Game
for Learning Hijaiyah Letters and the Fathah, Kasrah, and Dhammah Harakat Using
Construct 3. Faculty of Teacher Training and Education, Universitas Muhammadiyah
Surakarta. July, 2026

The learning of Hijaiyah letters and their harakat (diacritical marks) in various educational
institutions is still predominantly conducted using conventional learning media. As a result, the
learning process tends to be less engaging, and students often experience difficulties in
distinguishing the shapes and pronounciations of Hijaiyah letters. This study aims to develop
an educational game using Construct 3, determine the feasibility of the learning media based
on expert validation, and measure the improvement in students’s learning outcome after using

the game.

This study employed the Research & Development (R&D) method with the ADDIE (Analysis,
Design, Development, Implementation, Evaluation) development model. The product
developed was a computer-based educational game entitled My Iqro, which contains learning
materials on Hijaiyah letters, harakBat, and letter matching games. Data were collected through
material expert validation sheets as well as pre-test and post-test instrument. The improvement

in student’s learning outcomes analyzed using the N-Gain test.

The results of the study indicate that the My Igro educational game was successfully developed
using Construct 3 and achieved a feasibility score of 81.82&, which falls into the “High
Feasibility” category based on material expert validation. Furthermore, the N-Gain anlysis
yielded a score of 0.69, categorized as moderate, indicating that developed educational game
was effective in improving student’s learning outcome in recognizing Hijaiyah letters and

harakat.

Keywords: Educational game, Hijaiyah letters, Harakat, Construct 3, ADDIE.
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