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PERANCANGAN 2D GAME MENGENAI
WORK-LIFE BALANCE BAGI

PEKERJA KREATIF OVERWORK USIA 18-25 TAHUN

Vincent Luvian

ABSTRAK

Para pekerja di industri kreatif menggunakan waktu yang banyak
dikarenakan proses perancangan, dan pembuatan ide yang memakan waktu
yang banyak. Tidak jarang, pekerja kreatif memiliki sifat yang perfeksionis,
dan ambisius sehingga dapat menimbulkan gaya hidup seperti overwork. 2D
game bertema simulasi dalam memberikan edukasi mengenai work-life
balance dalam mengatasi kebiasaan overwork merupakan tujuan dari
perancangan yang dilakukan. Penelitian dilakukan dnegan menggunakan
metode kualitatif seperti wawancara terhadap sejumlah ahli kesehatan, dan
focus group discussion. Metode kuantitatif juga dilakukan dalam bentuk
kuesioner terhadap 100 responden. Perancangan dilakukan berdasarkan
penelitian yang telah dilakukan, pembuatan ide, dan konsep berdasar pada
pendekatan empati terhadap data-data yang telah dikumpulkan. Strategi
perancangan yang digunakan adalah Human Centered Design oleh IDEO
yang terdiri dari tahapan inspiration, ideation, dan implementation.
Kesimpulan yang diperoleh adalah 2D game merupakan pendekatan yang
baik, dan menarik untuk menyampaikan permasalahan overwork di usia 18-
25 tahun, namun ada beberapa pendekatan, dan perbaikan yang bisa
dilakukan pada perancangan ini.

Kata kunci: pekerja, gaya hidup, kreatif, game
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2D GAME DESIGN ABOUT HEALTHY WORK LIFE BALANCE
FOR CREATIVE WORKERS WITHIN
THE AGE OF 18-25 YEARS OLD TO

PREVENT OVERWORKING LIFESTYLE

Vincent Luvian

ABSTRACT (English)

Workers in the creative industry use a lot of time due to the time-consuming
process of designing and creating ideas. Not infrequently, creative workers have a
perfectionist nature, and ambitious so that it can lead to a lifestyle such as
overwork. 2D simulation-themed game in providing education about work-life
balance in overcoming overwork habits is the purpose of the design. The research
was conducted using qualitative methods such as interviews with a number of
health experts, and focus group discussions. Quantitative methods were also
conducted in the form of questionnaires to 100 respondents. The design is carried
out based on the research that has been done, making ideas and concepts based
on an empathetic approach to the data that has been collected. The design
strategy used is Human Centered Design by IDEO which consists of the stages of
inspiration, ideation, and implementation. The conclusion obtained is that 2D
games are a good, and interesting approach to conveying the problem of
overwork at the age of 18-25 years, but there are several approaches, and
improvements that can be made to this design.

Keywords: worker, lifestyle, creative, game
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