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ABSTRAK

Kasus kekerasan terhadap anak di Kota Semarang mengalami peningkatan
signifikan pada periode 2023 - 2025, dengan kelompok usia 13 - 18 tahun dan pelajar
sebagai korban terbanyak. Kondisi ini menunjukkan bahwa upaya edukasi yang dilakukan
oleh Dinas Pemberdayaan Perempuan dan Perlindungan Anak (DP3A) Kota Semarang
masih belum optimal, khususnya terkait keterbatasan media edukasi yang sesuai dengan
karakteristik remaja. Berdasarkan urgensi tersebut, penulis merancang board game ular
tangga edukatif berjudul Bergegas (Bergema untuk Ketegasan) sebagai media edukasi
mengenai kekerasan terhadap anak.

Proses produksi meliputi penentuan tujuan edukasi, pemetaan target audiens,
pengumpulan materi, perumusan konsep, perancangan visual, pembuatan prototipe, uji
coba kepada siswa, serta evaluasi. Permainan ini dilengkapi dengan kartu perintah yang
berisi informasi, contoh kasus, dan langkah penanganan kekerasan terhadap anak.

Hasil uji coba menunjukkan adanya peningkatan pemahaman siswa berdasarkan
perbandingan nilai pre-fest dan post-test. Penilaian dari siswa, pihak sekolah, dan DP3A
menunjukkan kategori “Sangat Baik” pada aspek desain, relevansi materi, dan efektivitas
penyampaian pesan. Dengan demikian, board game Bergegas dinilai layak dan efektif
sebagai media edukasi alternatif dalam mendukung upaya pencegahan kekerasan terhadap
anak di Kota Semarang.

Kata kunci: media edukasi, ular tangga, board game edukatif, kekerasan terhadap anak,
edukasi remaja.

ABSTRACT

Cases of violence against children in Semarang City experienced a significant
increase between 2023 and 2025, with the 13-18 age group and students being the most
frequent victims. This situation indicates that educational efforts undertaken by the
Semarang City Women's Empowerment and Child Protection Agency (DP3A) are still
suboptimal, particularly due to the limited educational media appropriate to the
characteristics of adolescents. Based on this urgency, the author designed an educational
snakes and ladders board game titled "Bergegas" (Echoing for Firmness) as an
educational medium regarding violence against children.

The production process included determining educational objectives, mapping the
target audience, collecting materials, formulating concepts, visual design, prototyping,
student trials, and evaluation. The game is equipped with instruction cards containing
information, case examples, and steps for handling violence against children.

The trial results showed an increase in student understanding based on a comparison
of pre-test and post-test scores. Assessments from students, schools, and DP3A indicated
a "Very Good" category for design, material relevance, and message delivery
effectiveness. Thus, the board game "Bergegas" is deemed suitable and effective as an
alternative educational medium to support efforts to prevent violence against children in
Semarang City.

Keywords: educational media, snakes and ladders, educational board game, violence
against children, adolescent education.
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