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PERANCANGAN BOARD GAME PENCEGAHAN PENYAKIT 

CACINGAN PADA ANAK USIA 7-11 TAHUN DI JAKARTA 

 (Jessica Wahab Sandra) 

ABSTRAK 

Cacingan merupakan masalah endemik di daerah tropis, termasuk di 

Indonesia, dengan prevalensi yang cukup tinggi terutama pada anak usia 

sekolah. Infeksi cacing dapat masuk ke dalam tubuh manusia melalui 

berbagai cara, seperti makanan, air, serangga, atau tanah yang 

terkontaminasi telur cacing. Faktor-faktor seperti rendahnya pengetahuan 

pencegahan cacingan seperti menjaga kebersihan berperan dalam 

penularannya. Maka dari itu, untuk memperkenalkan konsep kebersihan 

untuk pencegahan cacingan, dirancang sarana edukasi interaktif yang 

menyenangkan bagi anak-anak yaitu board game. Pengumpulan data 

dilakukan dengan kualitatif dan kuantitatif, dengan wawancara, observasi, 

studi eksisting, studi referensi, dan kuesioner. Dalam merancang board 

game, penulis menggunakan metode perancangan game oleh Tracy 

Fullerton, yaitu conceptualization, prototyping, playtesting, dan evaluation. 

Penulis berharap dengan board game ini, anak-anak teredukasi mengenai 

cara mencegah cacingan, dan menerapkan cara pencegahan tersebut ke 

kehidupan sehari-harinya.  

 

Kata kunci: board game, cacingan, edukasi, anak 
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DESIGNING BOARD GAME TO PREVENT WORM DISEASES 

FOR CHILDREN AGED 7-11 IN JAKARTA 

 (Jessica Wahab Sandra) 

ABSTRACT (English) 

Worms are an endemic problem in tropical areas, including Indonesia, with 

a fairly high prevalence, especially in school-aged children. Worm 

infections can enter the human body in various ways, such as food, water, 

insect, or soil contaminated with worm eggs. Factors such as low 

knowledge, prevention of worms, such as maintaining hygiene play a role in 

transmission. Therefore, to introduce the concept of hygiene to prevent 

worms, a fun interactive educational facility for children was designed, 

namely a board game. Data collection was carried out qualitatively and 

quantitatively, using interviews, observations, existing research, reference 

studies, and questionnaires. In designing board games, the author uses 

game design methods by Tracy Fullerton, namely conceptualization, 

prototyping, playtesting, and evaluation. The author hopes that with this 

design, children will be educated about how to prevent worms, and apply 

this prevention method to their daily lives.  

 

Keywords: board games, worms, education, children 
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