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PERANCANGAN BOARD GAME SIAGA KATA UNTUK
RA ANNAJAH DI KAMPUNG CIPURUN DALAM
MENINGKATKAN KESIAPSIAGAAN TENTANG MITIGASI
BENCANA

(Sidra Shabirah)

ABSTRAK

Dalam konteks penanggulangan bencana, anak-anak termasuk kelompok
yang rentan karena keterbatasan mereka dalam mengakses informasi dan
mengikuti prosedur mitigasi. Penulis melihat pentingnya memberikan
edukasi kebencanaan kepada anak-anak di Kampung Cipurun, yang hingga
saat ini belum pernah mendapatkan sosialisasi terkait bencana dan belum
memenuhi 12 Indikator Tsunami Ready dari UNESCO. Untuk menjawab
kebutuhan tersebut, diperlukan media pembelajaran yang efektif, salah
satunya adalah permainan papan (board game). Karya ini bertujuan
merancang board game yang menyenangkan dan menarik untuk
mengedukasi anak-anak mengenai kesiapsiagaan menghadapi bencana.
Proses perancangannya dilakukan melalui wawancara dan studireferensi dari
karya serupa sebelumnya. Berdasarkan hasil fest pertama dan kedua, evaluasi
tim, serta wawancara dengan guru di RA Annajah, board game Siaga Kata
terbukti efektif dalam meningkatkan kesiapsiagaan anak-anak terhadap
bencana tsunami. Permainan ini berhasil menambah pengetahuan anak terkait
kesiapsiagaan, seperti pengenalan simbol dan tanda-tanda bencana, karena
didesain secara interaktif dan menarik sesuai dengan karakteristik usia

mereka.

Kata kunci: Mitigasi bencana, board game, anak-anak, media pembelajaran
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DESIGN OF BOARD GAME SIAGA KATA FOR

RA ANNAJAH IN KAMPUNG CIPURUN IN IMPROVING

DISASTER MITIGATION PREPAREDNESS

(Sidra Shabirah)

ABSTRACT

In the context of disaster management, children are a vulnerable group due
to their limited access to information and following mitigation procedures.
The author sees the importance of providing disaster education to children in
Kampung Cipurun, who until now have never received socialization related
to disasters and have not met the 12 Tsunami Ready Indicators from
UNESCO. To answer this need, effective learning media are needed, one of
which is a board game. This work aims to design a fun and interesting board
game to educate children about disaster preparedness. The design process
was carried out through interviews and reference studies from previous
similar works. Based on the results of the test before and test after, team
evaluation, and interviews with teachers at RA Annajah, the Siaga Kata
board game has proven effective in increasing children's tsunami disaster
preparedness. This game has succeeded in increasing children's knowledge
about preparedness, such as recognizing symbols and signs of disasters,
because it is designed interactively and interestingly according to their age

characteristics

Keywords: Disaster mitigation, board game, children, learning media
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