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Kepercayaan diri merupakan aspek penting dalam perkembangan psikososial anak
usia sekolah. Kurangnya rasa percaya diri dapat berdampak pada rendahnya
partisipasi belajar, interaksi sosial yang terbatas, hambatan dalam pengembangan
potensi diri hingga gangguan mental. Program BERANI (Belajar Menumbuhkan
Rasa Percaya Diri Sejak Dini) dirancang sebagai intervensi berbasis edukasi dan
gamifikasi mime game untuk meningkatkan rasa percaya diri siswa kelas [IV-VI di
SD Negeri 2 Kragilan, Kecamatan Mojosongo, Kabupaten Boyolali. Program ini
dilaksanakan selama tiga minggu dengan melibatkan 50 siswa dan terdiri dari
kegiatan edukasi materi kepercayaan diri, pre-test dan post-test, refleksi materi,
serta dua sesi gamifikasi mime game. Hasil program menunjukkan adanya dampak
yang signifikan, dalam aspek kognitif sebanyak 60% siswa mencapai kategori
“sangat baik” dalam post-test edukasi. Pada aspek afektif 72% siswa mampu
menyampaikan refleksi materi dengan baik. Pada aspek psikomotor sebagian besar
siswa (46%) berada pada kategori “kurang” pada gamifikasi 1 dan terjadi
peningkatan dengan 40% siswa dalam kategori “baik™ dan 24% “sangat baik” pada
gamifikasi 2. Penilaian terhadap sikap percaya diri siswa menunjukkan 96% peserta
mengalami peningkatan, dengan proporsi kategori “tinggi” meningkat dari 12%
menjadi 40% dan kategori “sangat tinggi” dari 8% menjadi 10%. Secara
keseluruhan Program BERANI dapat mengembangkan rasa percaya diri anak usia
sekolah. Disarankan agar pendekatan serupa diterapkan secara berkelanjutan
sebagai bagian dari kegiatan pembelajaran dan pengembangan karakter di sekolah
dasar.

Kata kunci : Percaya Diri, Anak Usia Sekolah, Edukasi, Gamifikasi, Mime
Game

Daftar Pustaka : 184 (2015-2025)



Xvi

Department of Nursing
Faculty of Medicine
Diponegoro University
May, 2025

ABSTRACT
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Mime Game Gamification at SD Negeri 2 Kragilan, Boyolali Regency

Ix + 139 Pages + 9 Tables + 4 Pictures + 16 Attachments

Self-confidence is a crucial aspect of psychosocial development in school-age
children. A lack of self-confidence can lead to low participation in learning, limited
social interactions, obstacles in personal potential development, and even mental
health issues. The BERANI program (Belajar Menumbuhkan Rasa Percaya Diri
Sejak Dini) is designed as an educational and gamification-based intervention using
a mime game to enhance the self-confidence among fourth to sixth-grade students
at SD Negeri 2 Kragilan, Mojosongo District, Boyolali Regency. The program was
conducted over three weeks, involving 50 students, and consisting of activities such
as educational sessions on self-confidence, pre-tests and post-tests, reflection, as
well as two sessions of the mime game gamification. The results showed significant
improvements, with 60% of students achieving a “very good” category in the post-
test for the cognitive aspect. In the affective aspect, 72% of students were able to
articulate reflections on the material effectively. In terms of the psychomotor aspect,
most students 46% were in the “low” category during the first gamification session,
notable progress was observed in the second session, with 40% reaching
the “good” category and 24% attaining “very good”. Assessment of students' self-
confidence revealed that 96% of participants showed improvement, with the
proportion in the “high” confidence category increasing from 12% to 40%, and
the “very high” category rising from 8% to 10%. In conclusion, the BERANI
program proved effective in fostering self-confidence among school-aged children.
It is recommended that similar approaches be implemented sustainably as part of
learning and character development activities in elementary schools.

Keywords : Self-Confidence, School-Aged Children, Education,
Gamification, Mime Game
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