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PERANCANGAN PROTOTYPE MEDIA EDUKASI BERBASIS CARD GAME
TENTANG ASUPAN LEMAK DAN STATUS GIZI BAGI REMAJA
DI SMPN 1 PAGERAGEUNG

Putri Amanda Agustin

INTISARI

Remaja di Indonesia, khususnya di Kabupaten Tasikmalaya, menghadapi risiko masalah status gizi
akibat konsumsi jajanan tinggi lemak yang mencapai 54,55%, dengan prevalensi obesitas sebesar
6,26%, dipengaruhi oleh penurunan aktivitas fisik dan kurangnya informasi gizi. Edukasi melalui
media interaktif seperti card game di sekolah dapat menjadi alat bantu media dalam pemberian edukasi
gizi remaja. Tujuan dari penelitian ini untuk mengetahui perancangan prototype media edukasi berbasis
card game tentang asupan lemak dan status gizi bagi remaja di SMPN 1 Pagerageung. Jenis penelitian
ini menggunakan metode R&D dengan menerapkan model pengembangan Four-D Model ( Model
4D), yaitu: Define melibatkan sampel dari populasi guru dan siswa di SMPN 1 Pagerageung dengan
teknik sampling purposive sampling, design melibatkan 1 ahli materi, 1 ahli media dan 1 ahli bahasa yang
diperoleh dengan teknik purposive sampling, develope melibatkan sampel dari populasi siswa di SMPN 1
Pagerageung dengan teknik sampling purposive sampling dan disseminate, akan tetapi hanya akan
dilakukan sampai pada tahap develope. Penelitian ini dilaksanakan pada bulan Desember 2025-Mei
2026 di SMPN 1 Pagerageung. Hasil dari penelitian ini menunjukkan bahwa media yang card game
yang mendapatkan hasil uji kelayakan oleh ahli "Sangat Layak" dengan rata-rata persentase kelayakan
sebesar 95%. Hasil uji coba terbatas kepada pengguna juga termasuk kategori "Sangat Layak" dengan
presentasi kelayakan sebesar 99,5%. Dengan demikian, media card game yang dirancang sangat layak
digunakan sebagai media edukasi tentang asupan lemak dan status gizi bagi remaja di SMPN 1
Pagerageung.

Kata kunci: Asupan lemak, Media edukasi, Remaja, Status gizi



ABSTRACT

PUTRI AMANDA AGUSTIN, DESIGNOF A CARD GAME-BASED
EDUCATIONAL MEDIA PROTOTYPE ABOUT FAT INTAKE
NUTRITIONAL STATUS FOR ADOLESCENTS AT SMPN 1PAGERAGEUNG

Under supervision of ANDRI GUSTIADI

Adolescents in Indonesia, especially in Tasikmalaya Regency, face the risk of nutritional problems
due to high consumption of fatty snacks, which reaches 54.55%, with an obesity prevalence of 6.26%,
influenced by decreased physical activity and lack of nutritional information. Education through
interactive media such as card games in schools can be a media tool in providing nutritional education
for adolescents. The purpose of this study was to determine the design of a card game-based
educational media prototype about fat intake and nutritional status for adolescents at SMPN 1
Pagerageung. This study used an R&D method by applying the Four-D Model (Model 4D)
development model, namely: Define involving a sample of teachers and students at SMPN 1
Pagerageung using purposive sampling technique, Design involves 1 subject matter expert, 1 media
expert, and 1 language expert obtained using purposive sampling techniques. Develop involves a
sample of the student population at SMPN [ Pagerageung using purposive sampling techniques.
Disseminate will only be carried out up to the Develop stage. This study was conducted from
December 2025 to May 2026 at SMPN 1 Pagerageung. The results of this study indicate that the card
game medium received a “Highly Feasible” rating in the feasibility test conducted by experts, with
an average feasibility percentage of 95%. The results of the pilot test with users also fell into the
“Highly Feasible” category, with a feasibility rate of 99.5%. Thus, the designed card game is suitable
for use as an educational tool regarding fat intake and nutritional status for adolescents at SMPN 1
Pagerageung.

Keywords: Fat intake, Educational media, Adolescents, Nutritional status
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