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RINGKASAN 

 

PENGEMBANGAN DESAIN GAME DIGITAL EDUKASI INTERAKTIF 

DALAM EDUKASI KESEHATAN GIGI  

(Tinjauan pada Siswa Usia 9-11 Tahun SDN Pekauman 1) 

 

      Pengembangan media game digital edukasi interaktif “Captain Molar” 

dilakukan karena tingkat pengetahuan kesehatan gigi pada anak usia sekolah dasar 

masih tergolong rendah, khususnya terkait waktu dan teknik menyikat gigi yang 

benar. Hasil studi pendahuluan di SDN Pekauman 1 didapatkan bahwa pengetahuan 

kesehatan gigi siswa masih perlu ditingkatkan. Selain itu, media pembelajaran yang 

digunakan sebelumnya dinilai kurang optimal dan belum sepenuhnya 

memanfaatkan teknologi yang sesuai dengan karakteristik anak usia 9–11 tahun. 

Penelitian ini bertujuan untuk mengembangkan media game digital edukasi 

interaktif yang sesuai dengan karakteristik anak usia 9–11 tahun di SDN Pekauman 

1. 

      Penelitian ini menggunakan metode Research and Development (R&D) dengan 

model pengembangan ADDIE yang meliputi tahap analisis, desain, pengembangan, 

implementasi, dan evaluasi. Tahap analisis dilakukan dengan mengidentifikasi 

kebutuhan siswa dan karakteristik pembelajaran kesehatan gigi. Tahap desain 

meliputi perancangan alur permainan, storyboard, dan materi edukasi. Tahap 

pengembangan dilakukan dengan pembuatan media game digital edukasi interaktif 

“Captain Molar”, kemudian melakukan validasi oleh ahli materi dan ahli media 

dengan menggunakan analisis deskriptif. Tahap implementasi meliputi uji coba 

terbatas pada 10 siswa serta uji efektivitas pada 66 siswa usia 9–11 tahun di SDN 

Pekauman 1 dengan menggunakan desain one group pretest–posttest, serta 

pengujian efektivitas media menggunakan uji Wilcoxon. 

      Hasil penelitian menunjukkan bahwa media game digital edukasi interaktif 

“Captain Molar” memiliki tingkat validitas sangat baik, dengan persentase validasi 

ahli media sebesar 94% dan ahli materi sebesar 96%. Uji coba terbatas 

menunjukkan kelayakan sebesar 97%. Hasil uji efektivitas menunjukkn rata-rata 

nilai pengetahuan siswa meningkat dari 66,06 (pretest) menjadi 84,80 (posttest) 

dengan selisih rata-rata sebesar 18,78. Hasil uji Wilcoxon menunjukkan nilai p 

<0,0001 (p< 0,005), yang menunjukkan adanya perbedaan pengetahuan yang 

signifikan sebelum dan sesudah diberikan intervensi, sehingga media game digital 

edukasi interaktif “Captain Molar” sesuai dengan kebutuhan dan karakteristik anak 

usia 9–11 tahun sebagai media pembelajaran kesehatan gigi.  



 

viii 
 

SUMMARY 

 

DEVELOPMENT OF INTERACTIVE DIGITAL EDUCATIONAL GAME 

FOR ORAL HEALTH EDUCATION  

(Review on 9-11 Year Old Students of SDN Pekauman 1) 

 

      The development of the interactive digital educational game “Captain Molar” 

was conducted due to the low level of dental health knowledge among elementary 

school children, particularly regarding the correct timing and technique of 

toothbrushing. A preliminary study at SDN Pekauman 1 revealed that students’ 

dental health knowledge still needed improvement. In addition, the previously used 

learning media were considered less optimal and had not fully utilized technology 

appropriate to the characteristics of children aged 9–11 years. This study aimed to 

develop an interactive digital educational game that is suitable for children aged 

9–11 years at SDN Pekauman 1 Banjarmasin in order to effectively improve dental 

and oral health knowledge. 

      This study used the Research and Development (R&D) method with the ADDIE 

development model, which consisted of analysis, design, development, 

implementation, and evaluation stages. In the analysis stage, the researcher 

identified students’ needs and the characteristics of dental health learning. The 

design stage included the development of the game flow, storyboard, and 

educational materials. In the development stage, the interactive digital educational 

game “Captain Molar” was created and subsequently validated by material and 

media experts using descriptive analysis. The implementation stage involved a 

limited trial with 10 students and an effectiveness test with 66 students aged 9–11 

years at SDN Pekauman 1 using a one-group pretest–posttest design. The 

effectiveness of the media was analyzed using the Wilcoxon test. 

      The results show that the interactive digital educational game “Captain Molar” 

has a very high level of validity, with media expert validation at 94% and material 

expert validation at 96%. The limited trial shows a feasibility level of 97%. The 

effectiveness test shows that the mean knowledge score increases from 66.06 

(pretest) to 84.80 (posttest), with a mean difference of 18.78. The Wilcoxon test 

result shows p < 0.0001 (p < 0.005), indicating a significant difference in 

knowledge before and after the intervention. Therefore, the interactive digital 

educational game “Captain Molar” is aligned with the learning needs and 

characteristics of children aged 9–11 years as a dental health education media. 
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ABSTRAK 

  

 

PENGEMBANGAN DESAIN GAME DIGITAL EDUKASI INTERAKTIF 

DALAM EDUKASI KESEHATAN GIGI 

(Tinjauan pada Siswa Usia 9-11 Tahun SDN Pekauman 1) 

 

 

Riska Tiara Junita, Riky Hamdani, Widodo 

 

 

      Latar Belakang: Pengembangan media game digital edukasi interaktif 

“Captain Molar” dilakukan karena tingkat pengetahuan kesehatan gigi pada anak 

usia sekolah dasar masih tergolong rendah, khususnya terkait waktu dan teknik 

menyikat gigi yang benar. Hasil studi pendahuluan di SDN Pekauman 1 

menunjukkan bahwa pengetahuan kesehatan gigi siswa masih perlu ditingkatkan 

melalui pemanfaatan media pembelajaran berbasis digital. Tujuan: Penelitian ini 

bertujuan untuk mengembangkan media game digital edukasi interaktif yang sesuai 

dengan kebutuhan anak usia 9-11 tahun di SDN Pekauman 1. Metode: Penelitian 

ini menggunakan metode Research and Development (R&D) dengan model 

pengembangan ADDIE yang meliputi tahap analisis, desain, pengembangan, 

implementasi, dan evaluasi. Uji coba terbatas dilakukan pada 10 siswa, sedangkan 

uji efektivitas menggunakan desain one group pretest–posttest (n=66). Hasil: Hasil 

penelitian menunjukkan bahwa media game digital edukasi interaktif “Captain 

Molar” termasuk dalam kategori sangat valid berdasarkan hasil penilaian ahli 

media sebesar 94% dan ahli materi sebesar 96%. Hasil uji coba terbatas 

menunjukkan rata-rata nilai kelayakan sebesar 97%. Uji Wilcoxon menunjukkan 

adanya peningkatan pengetahuan kesehatan gigi dan mulut dengan nilai signifikansi 

p <0,0001 (p <0,005). Kesimpulan: Media game digital edukasi interaktif 

“Captain Molar” sesuai dengan kebutuhan dan karakteristik anak usia 9–11 tahun 

sebagai media edukasi kesehatan gigi. 

 

 

Kata kunci: Game Digital Edukasi Interaktif, Kesehatan Gigi, Anak Usia Sekolah  

Dasar, Good Health and Well-being (SDG 3); Quality Education (SDG 4). 
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ABSTRACT 

 

 

DEVELOPMENT OF INTERACTIVE DIGITAL EDUCATIONAL GAME 

FOR ORAL HEALTH EDUCATION  

(Review on 9-11 Year Old Students of SDN Pekauman 1) 

 

 

Riska Tiara Junita, Riky Hamdani, Widodo 

 

 

      Background: The development of the interactive digital educational game 

“Captain Molar” was conducted because the level of dental health knowledge 

among elementary school children was still relatively low, particularly regarding 

the correct timing and technique of toothbrushing. The results of a preliminary 

study at SDN Pekauman 1 indicated that students’ dental health knowledge needed 

improvement through the use of digital-based learning media. Objective: This study 

aimed to develop an interactive digital educational game that was aligned with the 

needs of children aged 9–11 years at SDN Pekauman 1. Methods: This study 

employed a Research and Development (R&D) method using the ADDIE 

development model, which consisted of analysis, design, development, 

implementation, and evaluation stages. A limited trial was conducted on 10 

students, while the effectiveness test used a one-group pretest–posttest design (n = 

66). Results: The results showed that the interactive digital educational game 

“Captain Molar” was categorized as highly valid based on media expert validation 

(94%) and material expert validation (96%). The limited trial demonstrated an 

average feasibility score of 97%. The Wilcoxon test indicated a significant increase 

in dental and oral health knowledge, with a significance value of p <0.0001 (p 

<0.005). Conclusion: The interactive digital educational game “Captain Molar” 

was aligned with the needs and characteristics of children aged 9–11 years as a 

dental health education medium. 

 

 

Keywords: Interactive Digital Educational Game, Oral Health, Elementary School  

Children, ADDIE, SDG 3, SDG 4. 
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