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PENGEMBANGAN PERMAINAN PAPAN PENGETAHUAN 
PERUNDUNGAN PADA PESERTA DIDIK KELAS ATAS DI SD 

LABSCHOOL CIBUBUR 

(2021) 

 

ABSTRAK 

Penelitian ini dilakukan untuk mengembangkan media pembelajaran berbasis 
permainan papan mengenai perilaku perundungan dengan tujuan untuk 
meningkatkan pengetahuan peserta didik khususnya di SD Labschool Cibubur. 
Penelitian dilakukan dengan menggunakan Design Based Research yang terdiri dari 
tiga tahapan yaitu (1) Analisis dan eksplorasi, (2) Desain dan Konstruk, (3) Evaluasi 
dan Refleksi. Pengumpulan data dilakukan kepada peserta didik kelas atas SD 
Lasbchool Cibubur dengan teknik wawancara dan penyebaran angket. Penelitian 
yang dilakukan sampai pada tahap Alpha-Test, dengan hasil uji validasi materi dan 
media secara berurutan memiliki persentase kelayakan sebesar 94,4% dan 84,8% 
yang berada pada kategori sangat layak, yang artinya media permainan papan yang 
dikembangkan dapat digunakan sebagai salah satu alternatif media pembelajaran 
bagi peserta didik di sekolah. 

Kata Kunci: Permainan Papan, Perundungan, Design Based Research  
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THE DEVELOPMENT OF BOARD GAMES TO IMPROVE KNOWLEDGE 
ABOUT BULLYING BEHAVIORS IN UPPER GRADE STUDENTS AT 

LABSCHOOL CIBUBUR ELEMENTARY SCHOOL  

(2021) 

 

ABSTRACT 

This research was conducted to develop a learning media based on board games 
regarding bullying behaviors with the aim of increasing the knowledge of students, 
especially at Elementary School Labschool Cibubur. This research was conducted by 
using Design Based Research which is consisted of three stages, there are (1) 
Analysis and exploration, (2) Design and Construct, (3) Evaluation and Reflection. 
Data collections were carried out to the upper classes’ students of Elementary School 
Lasbchool Cibubur by interviewing and distributing questionnaires. This research was 
carried out with an Alpha-Test, and the results of the validation of the material and 
media respectively, had a percentage of 94.4% and 84.8% which were in the very 
feasible category, which means that the board game media that was developed could 
be used as an alternative learning media for elementary students in school. 

Key Words: Board Game, Bullying, Design Based Research 
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