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PERANCANGAN BOARD GAME MENGENAI

PENCEGAHAN NOMOFOBIA DI JAKARTA TIMUR

(Sarah Laeticia Tarigan)

ABSTRAK

Nomofobia, yaitu rasa takut atau kecemasan akibat ketidakmampuan dalam
menggunakan smartphone, sering terjadi di kalangan remaja dengan akses internet.
Menurut penelitian yang dilakukan di Jakarta Timur, mayoritas remaja
menunjukkan tingkat ketergantungan tinggi yang berdampak negatif pada
hubungan sosial, fisik, psikologis, dan kognitif mereka. Saat ini, belum ada media
informasi mengenai pencegahan nomofobia yang dirancang dengan pendekatan
interaksi tatap muka dengan target audiens remaja. Oleh karena itu, dirancang
media informasi melalui board game untuk mencegah nomofobia di kalangan
remaja. Board game dipilih karena kemampuannya dalam meningkatkan interaksi
sosial dan kolaborasi tatap muka secara positif. Permainan ini bertujuan untuk
menyampaikan informasi pencegahan nomofobia secara menarik dan mudah
dipahami, mendukung interaksi sosial, serta mampu mengurangi ketergantungan
digital. Metode perancangan yang digunakan adalah How to Learn Board Game
Design and Development, yang mencakup tahap ldea, Content Development,
Prototype, dan Playtest. Berdasarkan hasil beta test dari perancangan board game,
umpan balik dari para pemain menunjukkan kepuasan yang tinggi terhadap
penyampaian informasi dan mekanisme permainan. Penelitian ini bertujuan untuk
membantu remaja memahami strategi pencegahan nomofobia melalui pengalaman
bermain yang menyenangkan dengan mendorong interaksi sosial dan kolaborasi.

Kata kunci: nomofobia, pencegahan, remaja, board game, interaksi sosial
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DESIGNING A BOARD GAME ABOUT

NOMOPHOBIA PREVENTION IN EAST JAKARTA

(Sarah Laeticia Tarigan)

ABSTRACT (English)

Nomophobia, which is the fear or anxiety due to the inability to use a smartphone,
often occurs among adolescents with internet access. According to research
conducted in East Jakarta, the majority of adolescents show a high level of
dependency that has a negative impact on their social, physical, psychological, and
cognitive relationships. Currently, there is no information media regarding the
prevention of nomophobia designed with a face-to-face interaction approach with
the target audience of adolescents. Therefore, information media was designed
through board games to prevent nomophobia among adolescents. Board games
were chosen because of their ability to increase social interaction and positive face-
to-face collaboration. This game aims to convey information on preventing
nomophobia in an interesting and easy-to-understand way, support social
interaction, and reduce digital dependency. The design method used is How to
Learn Board Game Design and Development, which includes the Idea, Content
Development, Prototype, and Playtest stages. Based on the results of the beta test
of the board game design, feedback from players showed high satisfaction with the
delivery of information and game mechanics. This study aims to help adolescents
understand strategies for preventing nomophobia through a fun gaming experience
by encouraging social interaction and collaboration.

Keywords: nomophobia, prevention, adolescents, board game, social interaction
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