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agar pembaca dapat memberikan masukan, gagasan, kritik dan saran agar menjadi 

masukkan kepada penulis untuk membuat laporan ini menjadi lebih baik lagi. 

Semoga laporan ini dapat bermanfaat dan dapat menambah wawasan serta 

pengetahuan kepada saya khususnya dan juga kepada pembaca.  

 

Jakarta, Juni 2017 

 

 

Ardy Nadyanto Syahputra 

 

https://lib.mercubuana.ac.id



v 
 

DAFTAR ISI 

 

LEMBAR PERNYATAAN ........................................................................................................ i 

LEMBAR PENGESAHAN ...................................................................................................... ii 

ABSTRACT.......................................................................................................................... iii 

ABSTRAK ........................................................................................................................... iv 

KATA PENGANTAR.............................................................................................................. v 

DAFTAR ISI........................................................................................................................ vii 

DAFTAR TABEL .................................................................................................................. ix 

DAFTAR GAMBAR ............................................................................................................... x 

I. PENDAHULUAN .......................................................................................................... 1 

A. Latar Belakang Perancangan .................................................................................. 1 

B. Rumusan Masalah .................................................................................................. 2 

II. METODE PERANCANGAN ........................................................................................... 3 

A. Orisinalitas ............................................................................................................. 3 

1. Dead of Winter: A Crossroads Game .................................................................. 3 

a. Cara Bermain .................................................................................................. 4 

b. Visualisasi ....................................................................................................... 6 

2. Dixit The Board game ......................................................................................... 9 

a. Cara Bermain ................................................................................................ 10 

b. Visualisasi ..................................................................................................... 10 

B. Kelompok pengguna produk ................................................................................ 17 

C. Tujuan dan manfaat ............................................................................................. 18 

1. Tujuan .............................................................................................................. 18 

2. Manfaat ............................................................................................................ 18 

D. Relevansi dan Konsekuensi Studi ......................................................................... 19 

1. Logika dasar perancangan ................................................................................ 19 

2. Teknologi yang dibutuhkan .............................................................................. 19 

3. Material yang dipergunakan ............................................................................ 20 

a. Kulit Kambing. .............................................................................................. 20 

b. Kertas Jenis Smooth Canova Extra-White 230gr ........................................... 20 

4. Biaya Perancangan dan Produksi...................................................................... 21 

https://lib.mercubuana.ac.id



vi 
 

a. Biaya Produksi Papan Permainan: ................................................................ 21 

b. Biaya Produksi Kartu Permainan: ................................................................. 21 

5. Skema Proses Kerja .......................................................................................... 22 

III. Data dan Analisa Perancangan ............................................................................. 23 

A. Kelompok Data Berkaitan Dengan Aspek Fungsi Produk Rancangan ................... 23 

1. Jenis Board game ............................................................................................. 23 

2. Manfaat Board game ....................................................................................... 24 

a. Aturan .......................................................................................................... 24 

b. Interaksi Sosial .............................................................................................. 24 

c. Edukasi ......................................................................................................... 24 

d. Risiko dan Simulasi ....................................................................................... 25 

e. Jenjang Generasi .......................................................................................... 25 

B. Kelompok Data Berkaitan Dengan Estetika Fungsi Produk Rancangan ................ 26 

1. Estetika Bentuk Pada Visual Game ................................................................... 26 

C. Kelompok Data Berkaitan Dengan Aspek Teknis Produk Rancangan ................... 29 

1. Kulit hewan ...................................................................................................... 29 

2. Gravir Laser ...................................................................................................... 30 

D. Kelompok Data Berkaitan Dengan Aspek Ekonomi Produk Rancangan................ 31 

IV. KONSEP PERANCANGAN ...................................................................................... 32 

A. Tataran Lingkungan / Komunitas.......................................................................... 32 

1. Tataran Sistem ................................................................................................. 33 

2. Tataran Produk ................................................................................................. 34 

a. Sketsa ........................................................................................................... 34 

b. Proses ........................................................................................................... 35 

3. Tataran Elemen ................................................................................................ 44 

a. Warna ........................................................................................................... 44 

b. Font .............................................................................................................. 45 

c. Hasil .............................................................................................................. 45 

V. PAMERAN ................................................................................................................. 47 

A. Desain Final .......................................................................................................... 47 

B. Konsep Pameran .................................................................................................. 48 

C. Respon Pengunjung .............................................................................................. 49 

LAMPIRAN ........................................................................................................................ 52 

https://lib.mercubuana.ac.id



vii 
 

DAFTAR PUSTAKA ............................................................................................................ 54 

 

 

DAFTAR TABEL 

 

Tabel 1 Perbandingan Dead of Winter dan Dixit (sumber: Pribadi, 2017) ........................ 12 

Tabel 2 Rincian Biaya Produksi Papan Permainan (sumber: Pribadi, 2017) ..................... 21 

Tabel 3 Rincian Biaya Produksi Kartu Permainan (sumber: Pribadi, 2017) ....................... 21 

Tabel 4 Refrensi Ilustrasi Visual Permainan (sumber: Google.com & Pribadi, 2017) ....... 28 

Tabel 5 Penjelasan Visual Permainan (sumber: Pribadi, 2017) ........................................ 44 

 

  

https://lib.mercubuana.ac.id



viii 
 

DAFTAR GAMBAR 

Gambar 1 Dead of Winter Game Set. sumber: google.com ............................................... 3 

Gambar 2 Visual Character Dead of Winter (sumber: Google.com)................................... 6 

Gambar 3 Visual Zombie Dead of Winter (sumber: Google.com) ...................................... 6 

Gambar 4 Visual Kartu Karakter Dead of Winter (sumber: Google.com) ........................... 7 

Gambar 5 Box Set Game Dead of Winter (sumber: Google.com) ...................................... 7 

Gambar 6 Board Set Dead of Winter (sumber: Google.com) ............................................. 8 

Gambar 7 Game Set Dixit (sumber: Google.com) .............................................................. 9 

Gambar 8 Visual Kartu Permainan Dixit (sumber: Google.com)....................................... 10 

Gambar 9 Game Set Up Dixit (sumber: Google.com) ....................................................... 11 

Gambar 10 Komunitas Pemain Board game (sumber: Pribadi, 2016) .............................. 17 

Gambar 11 Mesin Gravir Laser (sumber: Pribadi, 2017) .................................................. 19 

Gambar 12 Pisau Pon (sumber: Pribadi, 2017) ................................................................. 20 

Gambar 13 Satu Lembar Kulit Kambing Utuh (sumber: Pribadi, 2017) ............................ 20 

Gambar 14 Material Papan Permainan (sumber: Pribadi, 2017)...................................... 29 

Gambar 15 Proses Pencetakan Visual Papan (sumber: Pribadi, 2017) ............................. 30 

Gambar 16 Hasil Pencetakan (sumber: Pribadi, 2017) ..................................................... 30 

Gambar 17 Hasil Pencetakan (sumber: Pribadi, 2017) ..................................................... 30 

Gambar 18 Pengunjung Pameran Memainkan Rimba (sumber: Pribadi, 2017) ............... 32 

Gambar 19 Sketsa Final VIsual Karakter (sumber: Pribadi, 2017) .................................... 34 

Gambar 20 Sketsa Awal Visual Karakter (sumber: Pribadi, 2017) .................................... 34 

Gambar 21 Sketsa Visual Patung Komodo (sumber: Pribadi, 2017) ................................. 35 

Gambar 22 Surya Majapahit (sumber: Pribadi, 2017) ...................................................... 35 

Gambar 23 Pembuatan Visual Tengah Papan Permainan (sumber: Pribadi, 2017) .......... 36 

Gambar 24 Visual Akhir Pada Bagian Tengah Papan Permainan (sumber: Pribadi, 2017)36 

Gambar 25 Proses Pembuatan Papan Permainan (sumber: Pribadi, 2017) ..................... 36 

Gambar 26 Penambahan Busa Pada bagian Tengah Papan (sumber: Pribadi, 2017) ....... 37 

Gambar 27 Pemasangan Button (sumber: Pribadi, 2017) ................................................ 37 

Gambar 28 Bagian Luar Papan Permainan (sumber: Pribadi, 2017)................................. 38 

Gambar 29 Visual Cover Packaging (sumber: Pribadi, 2017) ............................................ 38 

Gambar 30 Visual Pada Bagian Penyimpanan Kartu (sumber: Pribadi, 2017) .................. 39 

Gambar 31 Proses Pembuatan Visual Pada Kartu Permainan (sumber: Pribadi, 2017) ... 39 

Gambar 32 Skema Warna Kartu Treassure (sumber: Pribadi, 2017) ................................ 40 

Gambar 33 Proses Pendigitalan Sketsa Karakter (sumber: 2017) .................................... 40 

Gambar 34 Hasil Akhir Visual Karakter (sumber: Pribadi, 2017) ...................................... 41 

Gambar 35 Visual Kartu Snap dan Warna yang Digunakaan (sumber: Pribadi, 2017) ...... 44 

Gambar 36 Visual Kartu Treassure dan Warna Yang Digunakan (sumber: Pribadi, 2017) 45 

Gambar 37 Hasil Akhir Packaging Rimba (sumber: Pribadi, 2017) ................................... 45 

Gambar 38 Hasil Akhir Papan Permainan (sumber: Pribadi, 2017) .................................. 46 

Gambar 39 Poster Pada Saat Pameran (sumber: Pribadi, 2017) ...................................... 47 

Gambar 40 Penataan Pameran (sumber: Pribadi, 2017) .................................................. 47 

Gambar 41 Panel Tataran Produk (sumber: Pribadi, 2017) .............................................. 48 

https://lib.mercubuana.ac.id



ix 
 

Gambar 42 Kolom Komentar (sumber: Pribadi, 2017) ..................................................... 49 

Gambar 43 Foto Pengunjung Pameran (sumber: Pribadi, 2017) ...................................... 50 

Gambar 44 Antusiasme Pengunjung Terhadap pameran (sumber: Pribadi, 2017) .......... 50 

Gambar 45 Pengunjung Memainkan Rimba (sumber: Pribadi, 2017) .............................. 51 

Gambar 46 Salah Satu Pengunjung Mengisi Kolom Komentar (sumber: Pribadi, 2017) .. 51 

 

https://lib.mercubuana.ac.id




