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PERANCANGAN BOARD GAME EDUKATIF TENTANG 

KESIAPSIAGAAN BENCANA UNTUK ANAK ANAK DI 

KAMPUNG GARDU TIMUR 

(Clarence Sabrina Chantal Hidayat) 

ABSTRAK 

 

Keterbatasan media pembelajaran yang sesuai untuk anak-anak menyebabkan 

rendahnya tingkat pemahaman kesiapsiagaan bencana, khususnya di wilayah rawan 

seperti Kampung Gardu Timur. Karya ini membahas perancangan board game 

edukatif tentang kesiapsiagaan bencana bagi anak-anak di Kampung Gardu Timur 

sebagai respon terhadap rendahnya pemahaman mereka mengenai langkah dasar 

menghadapi situasi darurat. Proses perancangan dilakukan melalui observasi 

lapangan, wawancara, serta penerapan metode design thinking untuk menggali 

kebutuhan pengguna dan menghasilkan konsep permainan yang menarik, interaktif, 

dan mudah dipahami. Produk akhir berupa board game yang dilengkapi ilustrasi, 

kartu instruksi, dan elemen permainan yang dirancang sesuai karakteristik anak usia 

sekolah dasar. Board game ini diharapkan dapat menjadi media pembelajaran 

alternatif yang menyenangkan dan efektif dalam meningkatkan pengetahuan anak- 

anak mengenai potensi bahaya, prosedur evakuasi, serta pengambilan keputusan 

cepat saat terjadi bencana. 

Kata kunci: Board game, Kesiapsiaaan bencana, Media edukasi 
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DESIGNING AN EDUCATIONAL BOARD GAME ON DISASTER 

PREPAREDNESS FOR CHILDREN IN GARDU TIMUR 

VILLAGE 

(Clarence Sabrina Chantal Hidayat) 
 

 

ABSTRACT 

 

The limited availability of child-appropriate learning media has led to a low level 

of disaster preparedness understanding, particularly in disaster-prone areas such 

as Kampung Gardu Timur. This final project presents the design of an educational 

board game aimed at improving disaster preparedness knowledge among children 

in Gardu Timur Village. The project was initiated in response to the limited 

understanding children have regarding basic emergency procedures, highlighting 

the need for a more interactive and engaging learning medium. The design process 

involved field observations, interviews, and the application of the design thinking 

method to identify user needs and develop a game concept suitable for young 

learners. The final product is an educational board game equipped with 

illustrations, instruction cards, and gameplay elements designed to match the 

characteristics of elementary school children. It is expected that this board game 

can serve as an enjoyable and effective learning tool, helping children recognize 

potential hazards, understand evacuation procedures, and practice quick decision- 

making during disaster situations. 

 

Keywords: Board game, Disaster preparednes, Educational media 
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