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ABSTRAK  

 

Latar Belakang: Bullying merupakan permasalahan serius yang sering terjadi 

pada remaja dan berdampak negatif terhadap kesehatan fisik, psikologis, serta 

perkembangan sosial. Rendahnya pengetahuan dan sikap remaja terhadap bullying 

menjadi faktor yang mempengaruhi tingginya kejadian tersebut. Pendidikan 

kesehatan dengan media yang menarik dan sesuai karakteristik remaja, seperti 

permainan edukatif, dibutuhkan sebagai upaya pencegahan bullying. Permainan 

Ludo Anti-Bullying (LAB) dikembangkan sebagai media edukasi interaktif untuk 

meningkatkan pemahaman dan sikap remaja terhadap bullying.  Tujuan: Untuk 

mengetahui pengaruh media permainan Ludo Anti-Bullying (LAB) sebagai sarana 

edukasi kesehatan terhadap pengetahuan dan sikap tentang bullying pada remaja 

kelas 8 di SMPN 4 Banjar. Metode: Penelitian ini menggunakan desain quasy 

experimental dengan pendekatan pre- test dan post- test with control group. 

Penelitian ini terdiri dari 40 responden remaja kelas 8 yang dibagi ke dalam dua 

kelompok, masing-masing berjumlah 20 responden, yaitu kelompok intervensi 

dan kelompok kontrol. Teknik pengambilam sampel menggunakan sample 

random sampling. Analisis data menggunakan uji paired t- test dan Independent 

t-test. Hasil: Hasil penelitian menunjukkan adanya peningkatan rerata skor 

pengetahuan dan sikap setelah diberikan edukasi menggunakan media permainan 

Ludo Anti-Bullying (LAB) dengan p-value 0.001 (p < 0,05) yang menandakan 

terdapat perbedaan skor pengetahuan yang signifikan sebelum dan sesudah 

intervensi.. Kesimpulan: Media permainan Ludo Anti-Bullying (LAB) 

berpengaruh secara signifikan dalam meningkatkan pengetahuan dan sikap remaja 

tentang bullying. Rekomendasi: Media permainan Ludo Anti-Bullying (LAB) 

dapat diimplementasikan sebagai sarana edukasi promotif dan preventif terkait 

bullying pada remaja. 

 

Kata Kunci: Bullying, Ludo Anti-Bullying, Pengetahuan, Sikap  
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ABSTRACT 

 

Background: Bullying is a serious problem that frequently occurs among 

adolescents and has negative impacts on physical health, psychological well-

being, and social development. Low levels of adolescents’ knowledge and 

attitudes toward bullying are factors that influence the high incidence of this 

behavior. Health education using engaging media that are appropriate to 

adolescents’ characteristics, such as educational games, is needed as a bullying 

prevention effort. The Anti-Bullying Ludo (LAB) game was developed as an 

interactive educational medium to improve adolescents’ knowledge and attitudes 

toward bullying. Objective: To determine the effect of the Anti-Bullying Ludo 

(LAB) game as a health education medium on knowledge and attitudes regarding 

bullying among eighth-grade students at SMPN 4 Banjar. Methods: This study 

employed a quasi-experimental design with a pre-test and post-test control group 

approach. The study involved 40 eighth-grade adolescent respondents who were 

divided into two groups, each consisting of 20 respondents, namely the 

intervention group and the control group. The sampling technique used was 

random sampling. Data analysis was conducted using the paired t-test and 

independent t-test. Results: The results showed an increase in the mean scores of 

knowledge and attitudes after health education was provided using the Anti-

Bullying Ludo (LAB) game, with a p-value of 0.001 (p < 0.05), indicating a 

statistically significant difference in knowledge and attitude scores before and 

after the intervention. Conclusion: The Anti-Bullying Ludo (LAB) game has a 

significant effect on improving adolescents’ knowledge and attitudes toward 

bullying. Recommendation: The Anti-Bullying Ludo (LAB) game can be 

implemented as a promotive and preventive educational medium to address 

bullying among adolescents. 
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