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Perancangan Prototype Game Edukatif Berbasis Web tentang Konsumsi
Tablet Fe pada Siswi Anemia di MAN 2 Kabupaten Tasikmalaya

Intan Khoerunnisa

INTISARI

Anemia merupakan kondisi ketika kadar hemoglobin dalam darah berada di bawah nilai normal
sehingga tubuh mengalami kekurangan oksigen. Keadaan ini dapat menyebabkan kelelahan,
penurunan konsentrasi, serta gangguan dalam proses belajar. Remaja putri termasuk kelompok yang
berisiko tinggi mengalami anemia karena peningkatan kebutuhan zat besi dan pola makan yang
kurang seimbang. Upaya peningkatan pengetahuan dan kesadaran mengenai pencegahan anemia
dapat dilakukan melalui penggunaan media edukatif yang menarik dan interaktif. Penelitian ini
menggunakan metode Research and Development (R&D) dengan model 4D yang dimodifikasi
menjadi tiga tahap, yaitu define, design, dan develop. Tahap define dilakukan untuk mengidentifikasi
kebutuhan dan karakteristik siswi anemia yang dipilih sebagai sampel melalui teknik purposive
sampling. Tahap design berfokus pada proses perancangan produk yang selanjutnya dinilai oleh tiga
ahli yaitu ahli media, ahli bahasa dan ahli materi yang ditentukan secara purposive. Tahap develop
meliputi uji kelayakan produk oleh siswi anemia yang dipilih melalui teknik purposive sampling.
Penelitian ini dilaksanakan pada Maret 2026 di MAN 2 Kabupaten Tasikmalaya. Hasil penelitian
ini menunjukkan bahwa prototype game edukatif berbasis web memperoleh kategori sangat layak
berdasarkan uji kelayakan ahli materi sebesar 100%, ahli media sebesar 87%, ahli bahasa sebesar
99%, serta hasil uji coba pengguna oleh 12 remaja putri anemia menunjukkan rata-rata persentase
94,5%. Dengan demikian, game edukatif berbasis web ini layak digunakan sebagai media edukasi
terkait konsumsi tablet fe pada siswi anemia.

Kata Kunci: Anemia, Game Edukatif, Media Pembelajaran, Remaja Putri, Tablet Fe
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ABSTRACT

INTAN KHOERUNNISA. Design of an Educational Game Prototype on Fe
Tablet Consumption among Anemic Female Students at MAN 2 Tasikmalaya
Regency. Under supervision of ANDRI GUSTIADI.

Anemia is a condition where the hemoglobin level in the blood is below normal, causing the body to
experience a lack of oxygen. This condition can cause fatigue, decreased concentration, and
disruption in the learning process. Adolescent girls are among the groups at high risk of developing
anemia due to increased iron requirements and an unbalanced diet. Efforts to increase knowledge
and awareness regarding anemia prevention can be done through the use of interesting and
interactive educational media. This study used the Research and Development (R&D) method with
a modified 4D model into three stages: define, design, and develop. The define stage was carried
out to identify the needs and characteristics of female students selected as samples through a
purposive sampling technique. The design stage focused on the product design process, which was
then assessed by three experts: a media expert, a linguist, and a material expert who were selected
purposively. The develop stage included a product feasibility test by female students selected
through a purposive sampling technique. This study was conducted in March 2026 at MAN 2
Tasikmalaya Regency. The result of study indicate that the web-based educational game prototype
obtained a “very feasible” category baed on material expert validation of 100%, media expert
validation of 87%, language expert validation of 99% and user trial results invloving 12 adolescent
girls with anemia showing an average percentage of 94,5%. Therefore, this web-based educational
medium related to fe tablet consumption among female students with anemia.

Keywords: Anemia, Educational Game, Fe Tablet, Anemia, Learning Media Adolescent Girls
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