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“THE LOOP OF SURAKARTA”

DESAIN MERCHANDISE BUDAYA INTERAKTIF &
INFORMATIF BERBASIS NARASI SURAKARTA
UNTUK PENGUATAN IDENTITAS WISATA KOTA
HELVRY BERNARD SIAHAAN

ABSTRAK

Perancangan ini bertujuan menghasilkan merchandise budaya Surakarta berbentuk
permainan papan yang menyampaikan narasi lokal secara informatif dan interaktif,
sekaligus praktis dibawa wisatawan sebagai representasi identitas budaya kota.
Urgensinya berangkat dari kesenjangan antara kekayaan warisan budaya Surakarta
dan representasinya di pasar suvenir, yang masih didominasi kaos generik dan
produk dekoratif tanpa narasi substantif.

Data dikumpulkan melalui tiga metode: kuesioner daring kepada 102 responden
wisatawan usia 20—45 tahun, observasi lapangan di Keraton Kasunanan Surakarta,
Pura Mangkunegaran, dan Pasar Klewer, serta wawancara dengan narasumber
budaya di Reksa Pustaka Pura Mangkunegaran. Analisis data menggunakan enam
kerangka teori: MDA Framework (Hunicke, LeBlanc & Zubek, 2004), ATUMICS
(Nugraha, 2012), Semiotika Visual Barthes (1957; 1964), Emotional Design
Norman (2004), Semantik Material Karana (2009), dan Place Branding Kavaratzis
(2004).

Hasil perancangan adalah The Loop of Surakarta, permainan papan untuk 2—4
pemain dengan sistem Race & Collect berbasis geometri dan mekanik Catur
Surakarta. Produk terdiri atas papan modular empat modul berukuran 20%20 cm
berbahan Jati Belanda dengan gravir laser motif Jawa, bidak PLA 3D print
berbentuk siluet budaya Surakarta dalam empat warna, dadu PLA, Token Wahyu,
30 Kartu Tutur berisi narasi budaya, 16 Kartu Tandhing, serta kemasan rigid box
dengan Standing Board yang memungkinkan papan dipajang secara vertikal. Palet
warna mengintegrasikan biru Kasunanan dan emas ornamen keraton sebagai sistem
warna utama. Produk ini mengisi kekosongan segmen merchandise budaya
premium-interaktif di pasar wisata Surakarta, selaras dengan positioning kota
sebagai anggota UNESCO Creative Cities Network bidang Crafts and Folk Art
sejak 2023.

Kata Kunci : Desain merchandise budaya, board game, Surakarta, narasi lokal,
warisan budaya
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"THE LOOP OF SURAKARTA"

INTERACTIVE & INFORMATIVE CULTURAL MERCHANDISE
DESIGN BASED ON SURAKARTA'S NARRATIVE FOR
STRENGTHENING THE CITY'S TOURISM IDENTITY

HELVRY BERNARD SIAHAAN

ABSTRACT

AThis design project aims to produce Surakarta cultural merchandise in the form
of a board game that communicates local narratives in an informative and
interactive way, while remaining practical for tourists to carry as an authentic
representation of the city's cultural identity. Its rationale stems from the gap
between the richness of Surakarta's cultural heritage and its representation in the
souvenir market, which remains dominated by generic t-shirts and decorative
products lacking substantive narrative.

Data were collected through three methods: an online questionnaire with 102
tourist respondents aged 20-45, field observation at Keraton Kasunanan
Surakarta, Pura Mangkunegaran, and Pasar Klewer, and interviews with cultural
informants at the Reksa Pustaka archive of Pura Mangkunegaran. Data analysis
drew on six theoretical frameworks: the MDA Framework (Hunicke, LeBlanc &
Zubek, 2004), ATUMICS (Nugraha, 2012), Barthes's Visual Semiotics (1957;
1964), Norman's Emotional Design (2004), Karana's Material Semantics (2009),
and Kavaratzis's Place Branding (2004).

The resulting productis The Loop of Surakarta, a board game for 2—4 players built
on a Race & Collect system derived from the geometry and mechanics of Catur
Surakarta. The product comprises a four-module 20%20 cm board made of Jati
Belanda wood with laser-engraved Javanese motifs, 3D-printed PLA pieces shaped
as Surakarta cultural silhouettes in four colors, PLA dice, Token Wahyu, 30 Kartu
Tutur (narrative cards) containing cultural stories, 16 Kartu Tandhing (effect
cards), and rigid-box packaging with a Standing Board that allows the board to be
displayed vertically. The color palette integrates Kasunanan blue and palace
ornament gold as its primary color system. The product fills a gap in the premium-
interactive cultural merchandise segment of Surakarta's tourism market, aligning
with the city's positioning as a member of the UNESCO Creative Cities Network for
Crafts and Folk Art since 2023.

Keywords: cultural merchandise design, board game, Surakarta, local narrative,
cultural heritage
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