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ABSTRACT

Background: Adolescent engagement in risky sexual behaviors, such as early sexual
initiation, presents a pressing global public health concern that impacts adolescents’
physical and mental health and may influence their prospects. These behaviors increase
risks of HIV/AIDS, other sexually transmitted infections, and unintended pregnancies,
which can limit opportunities and affect life trajectories. According to the World Health
Organization (WHO), adolescents represent around 20% of the global population, with the
majority living in developing nations where resources for education and prevention are
often limited. Data from Indonesia’s National Population and Family Planning Board
(BKKBN) highlights this challenge, with 60% of adolescents aged 16-17, 20% aged 14-15,
and 20% aged 19-20 reporting sexual activity. Objectives: This systematic review
investigates the effectiveness of edutainment—a strategy combining education with
entertainment—in reducing risky sexual behaviors among adolescents by preventing
HIV/AIDS and promoting informed decision-making. Methods: Literature from 2014-2024
was gathered using Proquest, Google Scholar, PubMed, Elsevier, and Web of Science, with
keywords including "edutainment,” "prevention of casual sex,” "adolescent sex education,”
and "sex education programs. Results: Findings indicate that edutainment approaches—
utilizing interactive play and educational activities—effectively enhance adolescent and
parental awareness of the risks associated with free sex and strengthen adolescent skills
in self-protection and resisting inappropriate advances. Conclusion: The edutainment-
based intervention model is a promising strategy for preventing risky sexual behaviors
among adolescents, promoting health-conscious decision-making, and fostering protective
skills.
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INTRODUCTION Family Planning Agency (Badan Pusat

Statistik (BPS), 2017), the rate of sexual

The third goal of the Sustainable
Development Goals (SDGs) focuses on
health and well-being, ensuring healthy
lives and promoting well-being for all ages
(United Nations, 2015). Therefore,
ensuring adolescents have access to
adequate reproductive health information
and services is crucial. Thorough sexual
education can help adolescents
understand the risks of unsafe sexual
behavior, such as promiscuous sex. The
current phenomenon of promiscuous sex
among adolescents is important to note.
Sexual activity outside of marriage is now
increasingly common among adolescents
and adults, including in Indonesia.
According to the National Population and
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intercourse outside marriage is increasing
among adolescents aged 15 to 19 years.
The incidence rate is 59% among females
aged 15 to 19 and 74% among males.
B.K.K.B.N. states that although the rate
of early marriage is declining, the trend
of sexual relations among teenagers is
increasing. Free sex is starting to be
considered "usual and commonplace”
among urban communities due to an
increasingly open lifestyle, so the
behavior of today's teenagers is no longer
a surprise to society (Shabrina et al.,
2023). This condition raises various
questions regarding the impact of casual
sex on adolescents’ health, social
relationships, and mental development.
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The World Health Organization
(2018) states that in 2018, the worldwide
adolescent population reached 1.5 billion,
indicating that one in five people in the
world is between 10 and 24 years old. The
results of the 2017 Indonesian Health
Demographic Survey stated that out of
23,770 adolescents aged 15-24 years had
had premarital sex as much as 7.7%. The
causes of free sex include sex education
on premarital sex, including lack of
knowledge about sex education, which
causes adolescents to engage in
premarital sexual behaviour, imperfect
socialization, misunderstanding of the
concept of sex education in the context of
premarital sex, intense curiosity, and the
views of some people who consider taboo
the concept of sex education (Sejati &
Mufida, 2021). Research conducted by
(Syafitriani et al., 2022) shows that dating
increases the risk of premarital sexual
behaviour up to 20 times.

Health Promotion and Behavioral
Science plays a critical role in designing
and implementing  mental health
promotion strategies and addressing the
mental health challenges faced by
adolescents and young people. Health
promotion and behavioural science
education provide insight into the
cognitive, social, and environmental
factors  influencing mental health
behaviours. By understanding these
factors, interventions can be tailored to
change behaviour and improve mental
health effectively. One form of effective
health promotion and behavioural science
education is edutainment (Patel et al.,
2016). Free sex and HIV/AIDS can be
prevented by various methods, one of
which is by using edutainment.
Edutainment has the potential to
influence adolescents’ attitudes and
behaviours related to casual sex.
Programs that use game elements, videos,
or engaging stories can help convey
important messages about empathy,
tolerance, and the negative impacts of
casual sex in a way that is easier to
understand. Edutainment is defined as a
theory-based communication strategy to
intentionally insert educational and social
issues in the process of creating,
producing, processing, and disseminating
entertainment programs, to achieve
desired changes in individuals,
communities, institutions, and society
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among the intended population of media
users (Wang, 2009)

The results of previous research by
Orozco-Olvera et al., (2019) stated that
narrative edutainment had a small but
significant effect on three sexual
behaviours, namely reducing the number
of sexual partners, reducing unprotected
sex, and improving the management of
sexually transmitted infections.
Edutainment is usually also found in
media such as web series, movies, and
Netflix services, providing teaching on
themes such as HIV, family planning,
pregnancy and child health, violence
against women, and other topics. As a
result, research has found that
entertainment education influences young
couples’ choices about sex in their
relationships (Gambhir & Panwar, 2024).
Excellent and comprehensive  sex
education can help adolescents
understand the risks and consequences of
sexual behaviour, potentially reducing the
incidence of casual sex among them.

Based on the problems that have
been described, the purpose of this study
is to conduct an in-depth study of the
effectiveness of edutainment as an effort
to prevent free sex among adolescents. It
is expected that the results of this
literature review can be a reference in
further  efforts to prevent the
phenomenon of free sex among
adolescents.

METHODS

After determining the research
objectives, the authors conducted a
literature review by searching for data
from related articles in databases such as
Google Scholar, PubMed, ProQuest,
ScienceDirect, and Web of Scopus. The
literature search used boolean operation
with the keywords used were ("Education”
OR "Play” OR "Game" OR "Technology")
AND ("Prevent*) AND ("Sexual*" OR "Sex
Education” OR "Reproductive Health” OR
"Sexual Health” OR "Sexual Behavior® OR
"Free Sex") AND ("Teenager* OR 'Youth' OR
'‘Adolescent’ OR 'Students’).

Papers that fit the criteria of this
study regarding the effectiveness of
edutainment as a prevention measure for
promiscuous sex and HIV/AIDS among
adolescents should be articles published
within the last 10 years. The selected
articles should discuss prevention efforts
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made by various schools or researchers in
relation to the prevention of free sex and
HIV/AIDS in adolescents. The efforts made
can be in the form of edutainment
conducted for adolescents aged 10-19
years. The following factors were used to
ensure that only high-quality and relevant
research was selected. Articles that fit
the criteria must also be in English. This
may mean that languages other than
English are excluded.

A systematic review was used to
obtain the data. From each selected
article, relevant information  was
extracted, such as study characteristics,
methods, sample size, details about the
edutainment methods used, and
conclusions. The data collection process
aimed to provide a comprehensive
picture of the various edutainment
programs implemented in efforts to
prevent promiscuous sex and HIV/AIDS

among adolescents. Four reviewers
assessed the scientific quality of each
study separately. Any disagreement in
assessing quality was resolved by
discussing it and reaching an agreement.
This review only looked at moderate to
high-quality studies. A detailed method
was used to look at the data. A summary
of free sex and HIV/AIDS prevention
efforts conducted through edutainment
was made from the selected studies. The
study mainly looked at essential things
such as edutainment methods, results
achieved, suggestions, recommendations,
and policy implications for the prevention
of promiscuous sex and HIV/AIDS in
adolescents. This study did not include
literature review articles and focused on
articles that had articles that have
results of prevention efforts that have
been carried out.

Figure 1. Study Selection Flow Chart
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RESULTS AND DISCUSSION

The findings of this study clearly
show that there are several edutainment
methods in an effort to prevent free sex
and HIV/AIDS-related education for
adolescents. The study selection resulted
in 15 articles that met the study criteria.
The selected articles can be seen in Table
1. This study reviewed various
edutainment-based interventions aimed
at preventing promiscuous sex and
HIV/AIDS in adolescents. Edutainment is a
communication strategy to influence
attitudes and behaviours through the use
of media (Aswadi et al., 2022). The
studies analyzed used a Vvariety of
research designs, including randomized
controlled trials, quasi-experimental
designs, and participatory approaches.
Interventions applied included
smartphone games, web-based games,
simulations, and computer-based sexual
health education programs.

This research shows that
edutainment, through the use of
smartphone, web and computer-based
games, has significant potential in the
prevention of promiscuous sex and
HIV/AIDS among adolescents. One
example is the smartphone game
“Tumaini”, which was shown to be
effective in improving sexual health
knowledge and risk-avoidance skills
among adolescents in Africa. Children are
highly motivated to play, making learning
more engaging than traditional methods.
In addition, the game also helps them set
personal goals and plan for the future,
which encourages them to avoid risky
behaviours (Winskell et al., 2018). In
addition to smartphone games, there are
also web-based games such as “The
Secret of Seven Stones” (SSS), which is
designed to improve communication
between parents and teenagers. The
game is designed to prevent unintended
pregnancies and sexually transmitted
infections (STIs) among adolescents by
providing notification features for parents
as well as providing skills training for
them. Test results showed that the game
was easy to use at home and had positive
ratings (Shegog et al., 2021).
Furthermore, a prototype game, “Campus
Craft”, was developed to prevent sexual
violence on campus. The results showed
that after playing the game, participants
experienced an increased understanding
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of the concept of sexual consent and a
decrease in attitudes that support rape.
Participants also gave positive ratings to
aspects of the game, confirming that the
game-based approach was exciting and
engaging (Jozkowski & Ekbia, 2015).

The study also compared the
effectiveness of a web-based HIV
prevention intervention (TES) with an
educator-delivered intervention. Both
groups showed significant improvements
in knowledge of HIV, hepatitis, and STIs,
as well as in condom use skills. While
there was no significant change in the
frequency of unprotected sexual activity,
participants in the TES group reported
that the materials were more accessible
to understand compared to the educator-
delivered intervention. The HIV/STI
prevention program "It's Your Game: Keep
It Real” (IYG) program implemented in a
junior high school in Los Angeles showed
that students who participated in the
program were less likely to initiate sexual
activity than those who did not. The
program was successful in increasing
students’ knowledge about HIV/STIs and
changing their attitudes towards sex and
condom use. However, more recent
programs such as It is Your Game-Tech
(IYG-Tech) did not show significant
differences in sexual behaviour, although
participants showed increased knowledge
about STIs and condoms (Peskin et al.,
2019).

Gamified instruction and
gamification-based interventions were
found to be more effective than
traditional teaching methods in improving
sexual health knowledge among
adolescents. Both methods increase
students’ motivation, positive attitude,
and participation in learning, making
them more aware of the importance of
healthy sexual practices. Research
conducted by (Muthmainnah et al., 2021)
in Indonesia shows that there is a
difference in the level of reproductive
health knowledge between students in
public schools and faith-based schools,
where students in public schools have
better knowledge. Although students’
attitudes towards reproductive health
programs are overall positive,
environmental factors and influence from
others greatly affect their attitudes. The
use of electronic media, such as the
mobile application “Remaja Sehat”, is
proven to be more effective than printed
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modules in  improving  adolescents’
knowledge and self-efficacy related to
sexual and reproductive health.

The Native It's Your Game (Native
IYG) curriculum also shows significant
potential in HIV/STI and pregnancy
prevention among American Indian/Alaska
Native (AI/AN) adolescents. Preliminary
results show that adolescents gave high
ratings to usability parameters and felt
that these lessons helped them make
better health choices. However, while
these results are promising, further

research is needed to test the long-term
effectiveness of all the programs
mentioned. Overall, the use of digital
technology and game-based approaches in
sexual health education shows great
potential to prevent risky sexual behavior
and the spread of HIV/AIDS among
adolescents. This study emphasizes the
importance of collaboration between
game designers, sexual health experts,
and behavior change experts to develop

effective games (Shegog et al., 2017).

Table 1. Summary of Finding from 15 studies.

No Title Study Design, Intervention Research Recommendation
Sample, and Finding
Variables

1. A smartphone game A  randomized Game: The game The study
to prevent HIV pilot trial, 60 “Tumaini” is an showed suggests that
among young participants interactive, promising interactive
Kenyans: local aged 11-14 in narrative-based effects on mobile
perceptions of Western Kenya. smartphone game behavioral technologies like
mechanisms of Independent: designed to prevent mediators of “Tumaini” can
effect Use of the HIV by increasing sexual debut, effectively
(Winskell et al., ‘Tumaini’ game. age and condom with significant engage youth in
2018) Dependent: use at first sex gains in sexual culturally

Sexual health- among young health-related relevant HIV
related African knowledge, self- prevention
knowledge, self- adolescents. efficacy, and interventions,
efficacy, behavioral promoting safer
behavioral intentions. sexual behaviors
intentions, and and long-term
risk health outcomes.
communication.

2. A Web-Based Game Intervention Game: The game The study
for Young mapping (IM) The intervention demonstrated recommends
Adolescents to approach to was aweb-based feasibility for using
Improve  Parental develop a web- game called “The in-home use and intergenerational
Communication and based game, Secret of Seven received games as a
Prevent Unintended included parents Stones” (SSS), positive strategy to
Pregnancy and and young designed to usability ratings enhance parental
Sexually adolescents facilitate sexual from involvement and
Transmitted (aged 11-14 health skills participants. reduce
Infections (The years). training and parent- adolescent sexual
Secret of Seven Independent: child risk behaviors.
Stones): Participation in communication.

Development and the game.
Feasibility Study Dependent:
(Shegog et al., Sexual health
2021) communication,
skills, and
behaviors.

3. ““Campus Craft’’: A Participatory Game: Participants Computer-based
Game for Sexual design process “Campus Craft,” a rated the game gaming is a
Assault Prevention involving simulation game positively. promising
in Universities students, addressing sexual and Improved approach for
(Jozkowski & Ekbia, educators, and assault prevention understanding sexual assault
2015) experts. through interactive of sexual prevention

Sample: 141  scenarios and consent and education.  And
college students learning objectives. rape culture. needed to
Variables: corroborate

Usability, game findings and
mechanics, explore feasibility
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IYG-Tech.
Dependent:
Delay in sexual
initiation,

sexual

factors like STI
and condom
knowledge,

attitudes about
abstinence, and

No Title Study Design, Intervention Research Recommendation
Sample, and Finding
Variables
attitudes, and with larger
learning samples5.
outcomes

4.  Comparative Randomized, Web-Based Interventions Web-based
Effectiveness of controlled trial, Intervention: were effective interventions like
Web-Based vs. adolescents Therapeutic in increasing TES can
Educator-Delivered  (ages 12-18) in Education System HIV-related effectively
HIV Prevention for outpatient (TES)  with 26 knowledge, replace
Adolescent substance abuse modules on HIV, condom use traditional
Substance Users: A treatment in hepatitis, and STl self-efficacy, methods, offering
Randomized, New York City. prevention. and reducing a scalable, cost-
Controlled Trial Independent: Educator-Delivered  HIV risk effective solution
(Marsch et al., Type of Intervention by behaviors. for HIV
2015) intervention small group sessions Participants prevention in

(web-based TES with a trained found the web- youth substance
Vs. educator- prevention based TES easier abuse treatment
delivered). specialist. to understand. programs.
Dependent:

HIV/disease-

related

knowledge,

intentions to

engage in safer

sex, sex-related

risk  behavior,

self-efficacy to

use condoms,

and condom use

skills.

5.  Effectiveness Quasi- Role plays, group Behavioral Suggests broader
Evaluation of It’s experimental discussions, and Outcomes: IYG dissemination and
Your Game: Keep It design, ninth- computer-based group showed additional
Real, a Middle grade students activities: lower initiation replications of
School HIV/Sexually from 24 urban “It’s Your Game: of sexual the IYG program
Transmitted middle schools Keep It Real” (IYG), activity and in urban public
Infection/Pregnancy in Los Angeles a 24-lesson  presexual schools.
Prevention Program  County. HIV/STl/teen behaviors.

(Rohrbach et al., Independent: pregnancy Psychosocial
2019a) Participation in prevention Outcomes:
the IYG curriculum. Improved
program. Implemented by knowledge,
Dependent: trained classroom beliefs about
Initiation of teachers over two abstinence, and
sexual activity, years (seventh and self-efficacy
presexual eighth grades). among IYG
behaviors, and students
psychosocial
mediators.

6.  Efficacy of It’s Your Randomized, Computer-based No  significant Further
Game-Tech: A two-arm nested sexual health difference in evaluation
Computer-Based design, 1,374 education delaying sexual needed with full
Sexual Health eighth-grade program: initiation intervention
Education Program students from [YG-Tech a 13- between exposure to
for Middle School 19 schools in lesson, computer- intervention and determine
Youth southeast Texas. based sexual health control groups. efficacy in
(Rohrbach et al., Independent: education program Positive impacts changing sexual
2019b) Participation in on psychosocial behavior.
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No Title Study Design, Intervention Research Recommendation
Sample, and Finding
Variables
behaviors, and condom use
psychosocial self-efficacy.
factors.

7.  Gamifying  Sexual A quasi- Games: The SG and GM The study
Education for experimental The interventions approaches recommends
Adolescents in a design, 120 included serious were using digital
Low-Tech Setting: secondary games (SG) and significantly health
Quasi-Experimental  school students gamification (GM) more effective technologies,
Design Study aged 11-15. approaches, than traditional particularly
(Haruna et al., Independent: compared to methods. gamified
2021) Teaching traditional teaching Students in the instruction and

methods methods. The SG SG and GM serious games, to
(serious games, group used a game groups showed improve sexual
gamification, called “My Future higher posttest health education.
traditional Begins Today,” scores, These  methods
teaching). while the GM group increased are effective in
Dependent: used game-like motivation, increasing
Sexual health elements in better knowledge  and
knowledge, learning activities. attitudes, and engagement
motivation, greater among
attitude, and engagement in adolescents,
engagement. learning. especially in low-
tech settings.

8. Implementation of An analytic YCHS  Programs: There are The study
adolescent  health observational The intervention differences in recommends
programs at public quantitative involves the knowledge and regular
schools and study using a implementation of attitudes about monitoring and
religion-based cross-sectional Youth Care Health adolescent evaluation of
schools in Indonesia  design, 100 Services (YCHS) in reproductive standardized
(Muthmainnah et students schools, focusing on health between adolescent health
al., 2021) selected providing  quality public and programs in all

through simple adolescent health religion-based types of schools
random services and schools. Public to ensure equal
sampling. increasing school students access to health
Independent: knowledge and generally have information and
Type of school prevention of better services for all
(public vs. various adolescent knowledge and adolescents.
religion-based).  health issues. more  positive

Dependent: attitudes

Knowledge and towards

attitudes about reproductive

adolescent health.

reproductive

health.

9. Improving  Sexual Randomized GBL: GBL and Implement GBL
Health  Education controlled trial, Digital games gamification and gamification
Programs for 120 secondary designed for sexual groups scored in sexual health
Adolescent school students health education. significantly education to
Students  through in Dar es Use of game higher in post- enhance learning
Game-Based Salaam, mechanics like tests compared outcomes. Tailor
Learning and Tanzania. points, badges, and to traditional content to fit the
Gamification Independent: leaderboards in a teaching. Both socio-cultural
(Haruna et al., Teaching non-game context. methods context of the
2018) methods (game- improved target

based learning, motivation, population.
gamification, attitude,

traditional knowledge, and

teaching). engagement.

Dependent:

Motivation,

Attitude,
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No Title Study Design, Intervention Research Recommendation
Sample, and Finding
Variables
Knowledge, and
Engagement
(MAKE
framework).

10. NATIVE-It’s Your A systematic  Curriculum: The adapted Further efficacy
Game: Adapting instructional 13-lesson Internet- curriculum was testing is
a Technology-Based design approach based curriculum rated highly by recommended to
Sexual Health called adapted from “It’s youth and confirm the
Curriculum Intervention Your Game-Tech” stakeholders for curriculum’s
for American Indian Mapping, middle to be culturally usability, effectiveness in
and Alaska Native school youth relevant for AI/AN cultural delivering
youth from various youth. It includes appropriateness, HIV/STI and
(Shegog et regions. interactive and helpfulness pregnancy
2017) Independent: activities, videos, in making better prevention

The adapted and fact sheets. health choices. education to
curriculum Al/AN middle
"Native It’s Your school youth
Game."”

Dependent:

Usability,

cultural

appropriateness,

and perceived

impact on

health choices.

11.  School-Based Pre- Interactive Significant Continued and
Interactive experimental Education: improvement in school-supported
Reproductive one-group pre- Conducted by adolescents’ interactive
Health Education to post design, 44 KOMPLIDS, understanding reproductive
Improve Adolescent adolescents involving pre-tests, of HIV/AIDS health education
Understanding from MTs 2 interactive post- to sustain and
HIV/AIDS Jember, aged sessions, and post- intervention, enhance
(Priwardani et al., 14-15 years. tests to educate with a statistical adolescents’
2023) Independent: about HIV/AIDS. significance understanding of

Interactive value of 0.0005.  HIV/AIDS.
reproductive

health

education.

Dependent:

Adolescents’

understanding

of HIV/AIDS56.

12. Serious Games for A roundtable Games: Serious games Successful
Sexual Health discussion Serious games are found to be development of
(Shegog et involving designed to more engaging serious games
2015) experts in educate and for adolescents requires

sexual health influence sexual compared to collaboration
and serious health behaviors traditional among experts in
games. among adolescents. methods. game design,
Independent: These games are These games sexual health,
serious games. interactive and can effectively and behavior
Dependent: tailored to be deliver change. Rigorous
sexual health engaging for young consistent evaluation
behaviors and people. interventions through
outcomes. and potentially randomized
lead to positive controlled trials
behavior is necessary to
changes in establish the
sexual health. efficacy of these
interventions.
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No Title Study Design, Intervention Research Recommendation

Sample, and Finding

Variables
Addressing
ethical issues
such as consent
and privacy is
crucial when
developing  and
implementing
these games.

13. Video Game Randomized Game: No  significant Assess the
Intervention for controlled trial, PlayForward: A difference in efficacy of the
Sexual Risk 333 adolescents theory-driven, delaying intervention  in
Reduction aged 11 to 14 interactive video initiation of populations with
Minority years, game aimed at intercourse higher rates of
Adolescents: predominantly improving  sexual between sexual initiation
Randomized racial/ethnic health knowledge intervention and and explore its
Controlled Trial minorities. and attitudes, and control groups. comparative
(Fiellin et al., Independent: delaying the Improved sexual effectiveness and
2017) Type of video initiation of sexual health attitudes implementation.

game played intercourse. and knowledge
(intervention vs. in the
control). intervention
Dependent: group,

Delay of especially
initiation of among boys and
intercourse, younger

sexual health participants.
attitudes,

knowledge, and

intentions.

14. Yathu Yathu (“For Cluster- Videos: The study aims The study will
us, by us”): Design randomized trial Community-based, to evaluate the provide evidence
of a cluster- (CRT) with peer-led hubs impact of the on the
randomised trial of embedded providing intervention on effectiveness of
the impact process and comprehensive SRH increasing community-
community-based, economic services. knowledge of based, peer-led
peer-led evaluation, Prevention points HIV status and SRH services and
comprehensive adolescents and cards (PPC) to coverage of SRH the use of loyalty
sexual and young people incentivize service services among cards to improve
reproductive health aged 15 to 24 in use. adolescents and access to SRH
services for two large peri- Community young people. services for
adolescents and urban engagement adolescents and
young people aged communities in activities to inform young people. If
15 to 24 in Lusaka, Lusaka, Zambia. and involve effective, this
Zambia Independent: adolescents and the strategy could be
(Hensen, 2024) Community- broader replicated and

based, peer-led community. scaled up in
SRH services similar settings.
with a loyalty

card system.

Dependent:

Knowledge  of

HIV status and

coverage of SRH

services.

15. Effectiveness Quantitative Mobile App: The mobile Recommended
Adolescent study with a Remaja Sehat application was for peer educator
Reproductive quasi- Mobile Application more effective activities to
Health Media experimental than the print improve
HEY design, 60 high module in adolescent
(Health  Educator school students improving self- health. Suggests
for Youth) from 10 schools efficacy, revising  health
Activities for High in Surabaya, particularly in education
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No Title Study Design, Intervention Research Recommendation

Sample, and Finding
Variables

School Students in Indonesia. drug abuse curricula

Indonesia Independent: prevention. include

(Harris et al., 2024) Type of media Found in self- interactive
(print  module efficacy engaging
Vs. mobile measurements like
application). between the applications.
Dependent: two media
Knowledge, types.

attitudes, and
self-efficacy
regarding
reproductive
health.

Policy Implications

It is important to integrate
edutainment programs into the sexual
health education curriculum in schools.
These programs can be interactive games
or mobile applications designed to
improve students' knowledge and skills in
sexual health. In addition, training for
teachers to implement these methods
effectively is essential. Schools also need
to provide adequate technology facilities
to support this program. Periodic
evaluations should be conducted to
ensure the effectiveness of the program
and make adjustments if needed.
Furthermore, policymakers should support
the development and implementation of
edutainment programs through adequate
funding and regulations.

Policies that support collaboration
between schools, communities, and
health organizations are critical to the
success of this program. In addition,
policymakers should ensure that the
program is accessible to all adolescents,
including those in remote areas. Further
research should be encouraged to
evaluate and improve the effectiveness of
edutainment  programs  continuously.
Policies should also include training for
educators and health care providers. In
addition, health workers should be
involved in the development and
implementation of edutainment programs
to ensure that the information is accurate
and relevant. They should also play a role
in providing sexual health education
directly to adolescents, both in schools
and in the community. Specialized
training on the use of edutainment
technologies and methods should be
provided to health workers. In addition,
they should collaborate with schools and
policymakers to ensure the program runs

( ““ JURNAL

well. Evaluation and feedback from health
workers are essential for program
improvement.

Finally, the community should
support and participate in edutainment
programs for the prevention of
promiscuous sex and HIV/AIDS. Parents
and other community members should be
involved in these programs to provide
moral support and additional education at
home. Awareness campaigns at the
community level can increase acceptance
and participation in these programs. In
addition, the community should work with
schools and health workers to create a
supportive environment for adolescent
sexual health. Active participation from
the community will increase the
effectiveness and sustainability of the
edutainment program.

CONCLUSION

Overall, the results of these studies
suggest that interactive technologies and
digital games can be effective tools in
sexual health education and HIV/AIDS
prevention. The edutainment approach
not only improves adolescents’ knowledge
and attitudes towards sexual health, but
also increases their engagement and
motivation in learning. Therefore, it is
recommended to integrate digital
technology and games in the sexual health
education curriculum in schools to
achieve better results in the prevention of
promiscuous sex and HIV/AIDS in
adolescents.
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