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PERANCANGAN BOARD GAME 

BELAJAR MEMBACA FONIK 

UNTUK ANAK USIA DINI 

 (Deborah Rachelle Lim) 

ABSTRAK 

 

Tantangan utama dalam pendidikan literasi anak di Indonesia adalah rendahnya 

kemampuan membaca, terutama pada anak usia dini, yang berdampak pada 

kepercayaan diri dan motivasi belajar. Hasil Asesmen Nasional (2023) 

menunjukkan bahwa sekitar 40% siswa belum mencapai kompetensi literasi dasar. 

Metode fonik, yang berfokus pada hubungan antara huruf dan bunyi, terbukti efektif 

di berbagai negara, tetapi masih jarang diterapkan di Indonesia. Metodologi yang 

digunakan dalam penelitian ini adalah metode campuran yaitu kualitatif dan 

kuantitatif. Metode kualitatif melibatkan studi referensi, wawancara, observasi, dan 

Focus Group Discussion (FGD). Sedangkan, metode kuantitatif melibatkan 

kuesioner. Penelitian ini mengusulkan perancangan board game sebagai media 

pembelajaran fonik untuk meningkatkan keterampilan membaca, khususnya untuk 

anak usia 7–9 tahun. Tujuan dari penelitian ini adalah agar meningkatkan kualitas 

pendidikan pada anak-anak Indonesia, yang dimulai dari sisi edukasi yaitu belajar 

membaca terlebih dahulu. Hasil penelitian menunjukkan bahwa pembelajaran 

berbasis permainan dapat meningkatkan minat baca, keterlibatan belajar sambil 

bermain, dan kesadaran fonologis anak. 

 

Kata kunci: board game, belajar membaca fonik, usia dini 
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DESIGNING A PHONICS BOARD GAME 

FOR EARLY CHILDHOOD 

 (Deborah Rachelle Lim) 

 

ABSTRACT (English) 

 

The main challenge in children’s literacy education in Indonesia is the low level of 

reading ability, particularly among early-age children, which affects their self-

confidence and learning motivation. The National Assessment (2023) shows that 

approximately 40% of students have not yet achieved basic literacy competence. 

The phonics method, which focuses on the relationship between letters and sounds, 

has proven effective in various countries but is still rarely implemented in 

Indonesia. The methodology used in this study is a mixed-methods approach, 

consisting of qualitative and quantitative methods. The qualitative methods involve 

reference studies, interviews, observations, and Focus Group Discussions (FGDs), 

while the quantitative method involves questionnaires. This study proposes the 

design of a board game as a phonics learning medium to improve reading skills, 

particularly for children aged 7–9 years. The purpose of this study is to improve 

the quality of education for Indonesian children, starting from the educational 

aspect by learning to read first. The results show that game-based learning can 

increase reading interest, engagement through learning while playing, and 

children’s phonological awareness. 

 

Keywords: board game, phonics learning, early childhood 
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