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ABSTRAK 

 

Masalah kesehatan gigi yakni karies gigi merupakan penyakit yang dialami banyak 

orang di seluruh dunia khususnya anak - anak. Di Kabupaten Bojonegoro, kasus karies gigi 

anak usia 6-9 yakni kelas 1 – 3 Sekolah Dasar masih tinggi. Hal ini didapatkan dari Laporan 

Pelayanan Kesehatan Gigi dan Mulut Anak di Kabupaten Bojonegoro Tahun 2019, 2020 dan 

2021.  

Para guru mengatakan anak sekolah dasar sudah diajarkan dasar - dasar cara menjaga 

kesehatan gigi karena berkaitan dengan mata pelajaran namun kasus karies masih tetap tinggi. 

Hal ini dikarenakan anak tidak menerapkan menjaga kesehatan gigi di dalam kehidupan sehari 

hari. Hal ini terjadi karena anak cenderung merasa bosan jika materi pembelajaran disampaikan 

hanya dengan lisan. Media pembelajaran menggunakan board game merupakan media 

pembelajaran edukasi yang efektif, karena bermain merupakan kegiatan yang menyenangkan 

dan tidak bisa dipisahkan dari perkembangan anak.  

Tahapan perancangan ini menggunakan metode design thinking yang didapat melalui 

observasi langsung, wawancara, kuesioner, lalu menganalisis hasil data yang telah diperoleh 

dan disesuaikan dengan target audiens.  

Analisis tersebut menghasilkan keyword yakni “healthy teeth, happy life” yang akan 

menjadi acuan dalam perancangan. Hingga saat ini belum terdapat board game edukasi yang 

bertema menjaga kesehatan gigi untuk media pembelajaran Sekolah Dasar di Bojonegoro. 

Perancangan board game ini ditujukan untuk menjaga kesehatan gigi sehingga diharap anak - 

anak, orang tua, guru maupun masyarakat mampu memahami pentingnya menjaga kesehatan 

gigi.  

 

Kata Kunci : kesehatan gigi, karies gigi, board game, anak 
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ABSTRACT 

 

Dental health problems namely dental caries is a disease experienced by many people 

around the world, especially children. In Bojonegoro Regency, cases of dental caries in 

children aged 6-9, namely grades 1 – 3 of Elementary School are still high. This is obtained 

from the Report on Children's Dental and Oral Health Services in Bojonegoro Regency in 2019, 

2020 and 2021.  

The teachers said elementary school children had been taught the basics of how to 

maintain dental health because it was related to subjects, but caries cases were still high. This 

is because children do not apply dental health in their daily life. This happens because children 

tend to feel bored if learning material is delivered only orally. Learning media using board 

games is an effective educational learning media, because playing is a fun activity and cannot 

be separated from children's development.  

This design stage uses the design thinking method obtained through direct observation, 

interviews, questionnaires, then analyzes the results of the data that has been obtained and 

adjusted to the target audience.  

The analysis produces the keyword “healthy teeth, happy life” which will be a reference 

in the design. Until now, there has been no educational board game with the theme of 

maintaining dental health for elementary school learning media in Bojonegoro. The design of 

this board game is intended to maintain dental health so that it is hoped that children, parents, 

teachers and the community will be able to understand the importance of maintaining dental 

health.  

 

Keywords : dental health, dental caries, board game, children 
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