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PERANCANGAN BOARD GAME EDUKATIF  

PERTOLONGAN PERTAMA UNTUK REMAJA 

 (Stevani) 

ABSTRAK 

 

Pertolongan pertama merupakan keterampilan penting bagi remaja karena 

kecelakaan dapat terjadi di rumah, sekolah, maupun ruang publik, dan respons awal 

yang tepat sangat memengaruhi keselamatan korban. Namun, literasi pertolongan 

pertama pada remaja masih rendah karena metode pembelajaran yang bersifat 

teoretis dan berbasis hafalan sehingga sulit diterapkan dalam situasi darurat. 

Penelitian perancangan ini bertujuan mengembangkan media edukasi alternatif 

berupa board game yang interaktif dan aplikatif untuk remaja usia 12-15 tahun. 

Metode perancangan menggunakan pendekatan playcentric design melalui tahapan 

ideation, prototyping, playtesting, dan iteration, didukung dengan wawancara, 

Focus Group Discussion, kuesioner, serta studi referensi dan analisis game 

eksisting. Hasil penelitian menunjukkan bahwa remaja memiliki kemauan 

menolong tetapi kurang percaya diri karena takut salah dan tidak memahami urutan 

langkah pertolongan pertama secara sistematis. Prototype board game yang 

dikembangkan terbukti dapat meningkatkan pemahaman prosedural melalui 

simulasi kasus, pengambilan keputusan cepat, serta permainan kooperatif yang 

memfasilitasi komunikasi dan kolaborasi. Pembahasan menunjukkan bahwa 

integrasi visual komunikatif, ikon langkah-langkah pertolongan pertama, dan 

repetisi tindakan melalui misi permainan membantu memperkuat daya ingat dan 

meningkatkan kesiapan remaja dalam menghadapi kondisi darurat. Selain itu, 

penelitian ini menyarankan agar media pembelajaran serupa dikembangkan dengan 

variasi skenario yang lebih luas, peningkatan aksesibilitas visual, serta adaptasi 

untuk digunakan dalam kegiatan sekolah seperti PMR agar dampaknya lebih 

optimal. Dengan demikian, board game ini memiliki potensi sebagai media edukasi 

pertolongan pertama yang efektif, menyenangkan, dan relevan bagi remaja.  

 

Kata kunci: Board Game, Edukatif, Pertolongan Pertama, Remaja 

 

 

 

 

 

 



 

 

viii 
Perancangan Board Game…, Stevani, Universitas Multimedia Nusantara 

  

DESIGNING AN EDUCATIONAL FIRST AID 

 BOARD GAME FOR ADOLESCENTS 

 (Stevani) 

 

ABSTRACT (English) 

 

First aid is an essential skill for adolescents because accidents may occur at home, 

in schools, or in public environments, and the quality of the initial response strongly 

influences victims’ safety and outcomes. However, first aid literacy among 

adolescents remains low due to learning methods that are largely theoretical, 

memorization-based, and lacking practical engagement. This design research aims 

to develop an interactive educational board game tailored for learners aged 12 15. 

The playcentric design approach was applied through ideation, prototyping, 

playtesting, and iterative refinement, supported by interviews, focus group 

discussions, questionnaires, and reviews of existing references and games. The 

findings show that adolescents are willing to help during emergencies but lack 

confidence due to fear of making mistakes and limited understanding of sequential 

first aid procedures. The developed board game prototype effectively enhances 

procedural comprehension through scenario-based simulations, rapid decision 

making, and cooperative gameplay that encourages discussion and teamwork. The 

discussion highlights clear visual elements, step-by-step first aid icons, and 

repeated in-game actions strengthen memory retention and improve adolescents’ 

readiness to respond in emergencies. Furthermore, the study recommends 

expanding scenario variations, improving visual accessibility, and integrating the 

board game into school activities such as youth Red Cross programs to maximize 

its educational impact. Thus, the board game demonstrates strong potential as an 

effective and engaging tool for first aid education among adolescents.  

 

Keywords: Board game, Educational, first aid, adolescent 
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