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INTISARI

Pendidikan inklusif menekankan pentingnya memberikan kesempatan belajar
yang setara bagi semua anak, termasuk anak tunarungu. Salah satu tantangan yang
dihadapi guru di Sekolah Dasar Luar Biasa (SDLB) adalah keterbatasan media
pembelajaran yang menarik dan mudah dipahami oleh siswa tunarungu, khususnya dalam
mengenal huruf abjad. Media yang masih bersifat konvensional seperti papan tulis dan
buku bergambar sering kali membuat siswa cepat bosan dan kurang fokus. Hal ini
berdampak pada lambatnya proses pemahaman huruf dan penguasaan Bahasa Isyarat

Indonesia (SIBI) sebagai alat komunikasi utama mereka.

Penelitian in1 bertujuan untuk mengembangkan media interaktif pengenalan abjad
bahasa isyarat berbasis HSP menggunakan aplikasi Lumi bagi siswa tunarungu kelas 1
SDLB Muara Bungo. Metode penelitian yang digunakan adalah Research and
Development (R&D) dengan model ADDIE yang meliputi tahapan analisis, perancangan,
pengembangan, implementasi, dan evaluasi. Media dirancang agar dapat dijalankan

secara offline, menampilkan kombinasi teks, gambar, dan video gerakan isyarat.

Hasil pengembangan menunjukkan bahwa media ini layak digunakan berdasarkan
validasi ahli materi dan ahli media dengan kategori sangat baik. Guru dan siswa
memberikan respon positif karena media dianggap menarik, mudah digunakan, serta
membantu pemahaman huruf abjad melalui visualisasi dan gerakan tangan. Media ini
diharapkan dapat menjadi inovasi pembelajaran yang mendukung pendidikan inklusif dan

dapat digunakan secara luas di sekolah luar biasa lainnya.

Kata kunci: media interaktif, bahasa isyarat, HSP, Lumi, anak tunarungu, SDBLN Muara

Bungo
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ABSTRACT

Inclusive education emphasizes the importance of providing equal learning
opportunities for all children, including those who are deaf or hard of hearing. One of
the challenges faced by teachers in Sekolah Dasar Luar Biasa (SDLB — Special Needs
Elementary Schools) is the limited availability of engaging and easily understandable
learning media for deaf students, particularly in recognizing alphabet letters.
Conventional media such as blackboards and picture books often make students quickly
lose interest and concentration. This affects their ability to understand letters and to
master Bahasa Isyarat Indonesia (SIBI - Indonesian Sign Language) as their primary

means of communication.

This study aims to develop an interactive sign language alphabet learning media
based on H5P using the Lumi application for first-grade deaf students at SDLB Muara
Bungo. The research method used is Research and Development (R&D) with the ADDIE
model, which includes the stages of analysis, design, development, implementation, and
evaluation. The media is designed to run offline and integrates text, images, and sign

language motion videos.

The development results show that this media is feasible for use, based on expert
validation from both material and media specialists, categorized as very good. Teachers
and students provided positive feedback, stating that the media is engaging, easy to use,
and helps improve understanding of alphabet letters through visualization and hand
movements. This media is expected to serve as an innovative learning tool that supports

inclusive education and can be widely implemented in other special needs schools.

Keywords: interactive media, sign language, H5P, Lumi, deaf children, SDLBN Muara
Bungo
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