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ABSTRAK

Disleksia merupakan kesulitan belajar primer berkaitan dengan
masalah bahasa tulisan_seperti membaca, menulis, dan mengeja. Saat ini
banyak media pembelajaran untuk anak disleksia seperti permainan edukasi
berupa permainan huruf, puzzel edukasi, dan permainan edukasi kartu huruf
namun penggunaannya kurang efektif dan tidak mengikuti perkembangan
zaman, sementara media pembelajaran yang berbasis teknologi saat ini tidak
memiliki fitur pendampingan belajar anak disleksia sementara dalam belajar
anak disleksia membutuhkan motivasi dari orang tua. Semakin seorang guru
atau orang tua tahu tentang disleksia, dapat membantu anak-anak disleksia
meningkatkan kemampuan belajarnya.

Penulis membangun sebuah aplikasi berbasis android bernama G-
Lexia(Genius Lexia) sebagai media pembelajaran anak disleksia. Aplikasi
memiliki beberapa fitur diantaranya panduan orang tua, belajar huruf dan
kata serta test untuk menguji kemampuan anak disleksia. Penulis melakukan
pembelajaran terhadap penggunaan aplikasi ini di Sekolah Disleksia
Cendekia Kudus dengan melakukan evaluasi terhadap kemampuan anak
sebelum dan sesudah penggunaan perangkat lunak. Penggunaan aplikasi G-
Lexia telah memberikan efek positif terhadap kemampuan anak disleksia
disana.

Kata kunci: Disleksia, Android, pembelajaran, anak
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ABSTRACT

Dyslexia primary learning difficulties are related to written
language problems such as reading, writing, and spelling. Currently, there
are many learning media for dyslexic children such as educational games
in the form of letter games, educational puzzels, and letter card educational
games, but their use is less effective and does not keep up with the times,
while current technology-based learning media do not have learning
assistance features for dyslexic children while in learning dyslexic children
requires motivation from parents. The more a teacher or parent knows
about dyslexia, it can help dyslexic children improve their learning
abilities.

The author built an android-based application called G-Lexia
(Genius Lexia) as a learning medium for dyslexic children. The application
has several features including parental guidance, learning letters and words
and tests to test the ability of children with dyslexia. The author conducted
a study on the use of this application at the Cendekia Dyslexia School Kudus
by evaluating children’s abilities before and after using the software. The
use of the G-Lexia application has had a positive effect on the ability of
dyslexic children there.

Keyword : Dyslexia, Android, Learning, Child
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