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ABSTRAK 

 

Penyakit cacingan masih menjadi masalah kesehatan masyarakat yang signifikan di 

Indonesia, terutama pada anak usia sekolah dasar. Penelitian ini bertujuan untuk 

merancang buku interaktif sebagai media edukasi pencegahan cacingan bagi anak 

usia 7–9 tahun di Kabupaten Kuningan. Metode yang digunakan adalah pendekatan 

kualitatif deskriptif dengan lima tahapan design process menurut Robin Landa, 

yaitu orientation, analysis, concepts, design, dan implementation. Data 

dikumpulkan melalui observasi di SDN 1 Darma dan SDN Karangsari, wawancara 

dengan guru, orang tua, tenaga kesehatan, dan dokter spesialis anak, serta studi 

literatur. Hasil perancangan berupa buku interaktif berjudul "Ayo Kenali & Cegah 

Cacingan" berukuran 20×20 cm dengan ilustrasi bergaya kartun, warna pastel 

cerah, dan elemen interaktif seperti lift-the-flap, flashlight illustration, permainan 

maze, dan puzzle. Uji coba kepada 51 siswa memperoleh respons sangat baik 

dengan persentase 94,36%. Media pendukung meliputi x-banner, poster, stiker, 

paper soap, handuk tangan, gunting kuku, dan pouch serut. Hasil penelitian 

menunjukkan bahwa buku interaktif ini layak digunakan sebagai media edukasi 

kesehatan yang efektif, menarik, dan sesuai dengan karakteristik anak usia 7–9 

tahun. 

 

Kata Kunci : buku interaktif, cacingan, edukasi kesehatan, desain komunikasi 

visual, sekolah dasar 
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ABSTRACT 

 

Helminthiasis (intestinal worm infection) remains a significant public health 

problem in Indonesia, particularly among primary school children. This study aims 

to design an interactive book as an educational medium for helminthiasis 

prevention for children aged 7–9 years in Kuningan Regency. The method used is 

a descriptive qualitative approach with five stages of the design process according 

to Robin Landa: orientation, analysis, concepts, design, and implementation. Data 

were collected through observations at SDN 1 Darma and SDN Karangsari, 

interviews with teachers, parents, health workers, and pediatricians, and literature 

studies. The design result is an interactive book titled "Ayo Kenali & Cegah 

Cacingan" (Let's Identify & Prevent Worm Infection) measuring 20×20 cm, 

featuring cartoon-style illustrations, bright pastel colors, and interactive elements 

such as lift-the-flap, flashlight illustration, maze game, and puzzle. A trial with 51 

students yielded an excellent response rate of  94,36%. The study concludes that 

this interactive book is suitable as an effective, engaging health education medium 

consistent with the characteristics of children aged 7–9 years. 

 

Keywords : interactive book, helminthiasis, health education, visual 

communication design, primary school 
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