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PERANCANGAN BOARD GAME MENGENAI TRADISI 

PERANG KETUPAT DI DESA TEMPILANG 

BAGI REMAJA 

 (Cindy Amelia Putri) 

 

ABSTRAK 

 

Tradisi Perang Ketupat merupakan tradisi yang telah dilakukan sejak tahun 1800 

oleh penduduk di Desa Tempilang, Bangka Belitung. Tradisi ini dilakukan atas 

dasar kegembiraan dan dipercaya dapat membawa kebahagiaan bagi seluruh 

golongan masyarakat. Saat ini, para remaja yang berasal dari Pulau Bangka, 

khususnya Kota Pangkalpinang, banyak yang belum mengetahui keberadaan tradisi 

Perang Ketupat. Berdasarkan pra-kuesioner yang dilakukan, 8 dari 10 remaja yang 

berasal dari Kota Pangkalpinang tidak mengetahui adanya tradisi tersebut. Tradisi 

Perang Ketupat ini perlu diperkenalkan kepada mereka agar nilai-nilai budaya dapat 

dipertahankan. Oleh karena itu, penulis melakukan perancangan media interaktif 

berupa board game untuk memperkenalkan tradisi Perang Ketupat kepada mereka. 

Metode perancangan yang digunakan adalah metode perancangan game oleh Tracy 

Fullerton dalam bukunya yang berjudul Game Design Workshop: A Playcentric 

Approach to Creating Innovative Games. Pengumpulan data dilakukan berdasarkan 

Creswell & Creswell yang berupa observasi, wawancara, FGD, dan kuesioner, serta 

dilengkapi dengan studi eksisting dan studi referensi. Setelah perancangan 

dilakukan, board game divalidasi dengan melakukan user test ke target audiens, 

yang merupakan para remaja asal Kota Pangkalpinang. Hasil yang diperoleh dari 

user test tersebut menyatakan bahwa perancangan board game ini dapat membantu 

mengenalkan tradisi Perang Ketupat ke target audiens. 

 

Kata kunci: Perang Ketupat, Remaja, Board Game 

 

 

 

 

 

 

 



 

 

viii 
Perancangan Board Game…, Cindy Amelia Putri, Universitas Multimedia Nusantara 

  

BOARD GAME DESIGN ABOUT PERANG KETUPAT 

TRADITION IN TEMPILANG VILLAGE 

FOR ADOLESCENT 

 (Cindy Amelia Putri) 

 

ABSTRACT (English) 

 

Perang Ketupat tradition is a tradition that has been implemented since 1800 by 

Tempilang Village locals in Bangka Belitung. This tradition is performed out of joy 

and is believed to bring happiness to all groups of society. Currently, many 

adolescents from Bangka Island, especially Pangkalpinang City, don’t know about 

the existence of Perang Ketupat tradition. Based on the pre-questionnaire that has 

beed conducted, 8 out of 10 adolescents from Pangkalpinang City were not aware 

of this tradition. This Perang Ketupat tradition needs to be introduced to them so 

that cultural values can be maintained. Therefore, the author designed an 

interactive media in the form of a board game to introduce Perang Ketupat 

tradition to them. The design method used is Tracy Fullerton's method in her book 

entitled Game Design Workshop: A Playcentric Approach to Creating Innovative 

Games. Data collection was carried out based on Creswell & Creswell in the form 

of observations, interview, FGD and questionnaire, and was complemented by 

existing study and reference studies. Once the design was complete, the board game 

was validated by conducting a user test on the target audience, which were the 

adolescents from Pangkalpinang City. The results obtained from the user test stated 

that the board game that has been designed could help introduce Perang Ketupat 

tradition to the target audience. 

 

Keywords: Perang Ketupat, Adolescent, Board Game 
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