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PERANCANGAN CARD GAME SEBAGAI MEDIA EDUKASI

MITIGASI BENCANA BANJIR UNTUK REMAJA DI BOGOR

Devan Sterlinsius Soedarmasto

ABSTRAK

Bogor merupakan daerah yang sering menghadapi tantangan banjir karena faktor
geografis, iklim, dan campur tangan manusia seperti pendangkalan sungai.
Minimnya kesadaran masyarakat, khususnya remaja, mengenai sosialisasi
mitigasi bencana memperburuk keadaan ini. Sosialisasi yang dilakukan oleh
pemerintah masih minim, kurang menarik, dan tidak merata. Padahal, remaja
memiliki potensi besar sebagai agen perubahan dalam meningkatkan
kesiapsiagaan masyarakat. Oleh karena itu, penelitian ini bertujuan untuk
merancang media edukasi berupa permainan kartu untuk memberikan pemahaman
tentang mitigasi bencana banjir kepada remaja usia 15-18 tahun di Bogor.
Pendekatan desain menggunakan metode kualitatif yang melibatkan wawancara,
diskusi kelompok terfokus (FGD), dan studi eksisting. Permainan kartu dirancang
untuk menyampaikan informasi secara interaktif, menarik, dan relevan bagi
remaja. Proses desain mengikuti model Design Sprint yang meliputi tahapan
maps, sketch, decide, prototype, dan test. Hasil penelitian menunjukkan bahwa
media ini mampu meningkatkan minat dan pemahaman remaja mengenai konsep
mitigasi bencana banjir. Dengan permainan ini diharapkan para remaja dapat
menjadi perantara ilmu pengetahuan bagi masyarakat sekitar, meningkatkan
kewaspadaan dan kesiapsiagaan terhadap bencana banjir di Bogor.

Kata kunci: Edukasi, Kesiapsiagaan bencana,Banjir
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PERANCANGAN CARD GAME SEBAGAI MEDIA EDUKASI

MITIGASI BENCANA BANJIR UNTUK REMAJA DI BOGOR

Devan Sterlinsius Soedarmasto

ABSTRACT (English)

Bogor is an area that often faces the challenge of flooding due to geographical
factors, climate, and human intervention such as river silting. The lack of public
awareness, especially teenagers, regarding the socialization of disaster mitigation
worsens this situation. The socialization carried out by the government is still
minimal, less interesting, and uneven. In fact, teenagers have great potential as
agents of change in increasing community preparedness. Therefore, this study
aims to design educational media in the form of card games to provide an
understanding of flood disaster mitigation to teenagers aged 15-18 years in
Bogor. The design approach uses a qualitative method involving interviews, focus
group discussions (FGDs), and literature studies. The card game is designed to
convey information interactively, interestingly, and relevantly for teenagers. The
design process follows the Design Sprint model which includes the stages of
problem mapping, design sketches, decision making, prototyping, and testing. The
results of the study show that this media is able to increase the interest and
understanding of teenagers regarding the concept of flood disaster mitigation.
With this game, it is hoped that teenagers can become intermediaries of
knowledge for the surrounding community, increasing awareness and
preparedness for flood disasters in Bogor.

Keywords: Education, Disaster Preparedness, Flood

7

Perancangan Card Game..., Devan Sterlinsius Soedarmasto, Universitas Multimedia Nusantara



DAFTAR ISI

HALAMAN JUDUL
HALAMAN PERNYATAAN TIDAK PLAGIAT........iiiinnrnsnensnecsaensnnees 2
HALAMAN PENGESAHAN......itiitinninntnssecnsnessesssssssssssssssssssssssssssessens 3
HALAMAN PERSETUJUAN PUBLIKASI KARYA ILMIAH........cccccceesueennee 4
KATA PENGANTAR.....uoiiiiiiintinstinsniisninsnicssisssssssisssessssissssssssssssesssssssssssssssnss 5
ABSTRAK 6
ABSTRACT (ERGLISR...uucnaannnennnannnecnnennnnicressnnnsssnssssnsssssssissssssssssssssssssessssssssenss 7
LD YN 1. N 2 ) 8
DAFTAR TABEL....uuiiiiiiiiieiiiinnicsnnisnecssessssesssnssssissssssssssssssssssssssssssssssees 13
DAFTAR GAMBAR........iieiitinticteistecntcssissnnisssissssssssesssssssssssssssssessses 14
DAFTAR LAMPIRAN.....ccoitiitiitinsniisiissnicsnissnnssssssssessssissssssssssssessssssssssssssssss 17
BAB I PENDAHULUAN....cuuiiitiitiiniinsniiseicsneisseisssessssissssssssssssessssssssssssssssssessens 1
1.1 Latar Belakang 1
1.2 Rumusan Masalah.........eiiiinivniicnissnniicssnnnicssssnsisssssnsnesssssssssssssssssssssssssses 2
1.3 Batasan Masalah............iiiiivveiiinisnniicnssnnniccsssnnncssssnnnecssssssessssssssssssssssecs 3
1.4 Tujuan Tugas AKRIT.....ccovuiiiiiissniicssssnnicssssnnnicsssssecsssssssecssssssssssssssssssnnss 3
1.5 Manfaat Tugas AKRIr.......iiiiiiviicninnnniiciisnniccsssnnnecsssnsnssssssssesssssssssssssnnss 3
BAB II TINJAUAN PUSTAKA 4
2.1 Media Edukasi 4
2.2 Game EdUKASI......ccervrerersrercsssnncssercssnnsssssscssssssssssssssssssssssssssasssssssssssssssssases 4
2.1.1 Jenis-jenis Game Edukasi.. W N E—— 4
2.1.2 Karakteristik Game EAuKaSi........ccccceeevvercvsvencnssercscercssanrcssnescssansoses 6
2.1.3 Manfaat Ganme EdUKasi......c.ccovvrerireriscrercssercssnncsssnscsssnscssasssssasens 6
2.3 BOAEAd GAME...uuueeeoaeeeoneuerosssarosserssssssossssssssssssssssssssssssssssssssssssssssssssssssssasssssas 7
2.3.1 MANFAQL GAME...cuueeeoeneeinsrerinsaressnressersssserssssssssssssssssssssssssssasssssassses 7
2.3.2 Elemen-elemen Pada Board Game.............coeeeeevsuerossneressnerossnesosnnnes 9
2.3.3 Mekanik Board Game 10
2.3.4 Jenis-jeniS BoOArd GAMIE........ueeeroseuerossunrosssesosssnsosssssssssssssasssssaseses 11
2.4 Elemen Dan Prinsip Pada Board Game...............ueeeeuevcseueressnercssnesosnnnes 18
P28 0 T 1 017 1 18
2.1.2 GFId LAYOUL..araaavnaaerosaeinsraeeossarisssasssssasessssssssssssssssssssssssssssssssasssssassss 19
2.1.3 TTUSEIASiuueierseressercssnnsssnnsssansssssssssssssssssssssnsssssasssssssssssssssssassssnsssssnes 20
P2 3 711} 1 22
2.1.1 Jenis Banjir 22
2.1.2 Penyebab Banjir 27

8

Perancangan Card Game..., Devan Sterlinsius Soedarmasto, Universitas Multimedia Nusantara



2.1.3 Dampak Banjir 27

2.6 Mitigasi bencana banjir.........eeeenieecisincssnicssnicsssnccssseessseessssncssssncssnes 28
2.7 Penelitian yang Relevan........iieiiiieiiiisniicinnccsnenssnecssnnncsssnsesssescsaseees 30
BAB IIIl METODOLOGI PERANCANGAN.....ccoivinntinnnissnnisensssiesssssssssssnsans 32
3.1 Subjek Perancangan..........ccoceeiccssssnniccsssansecsssssssosssssssesssssssssssssssssssses 32
3.2 Metode dan Prosedur Perancangan........ccceeeccscnercccssnnnsccsssnssecsssssssees 33
B2 MAPS.aaaaaaasaviossssnroosssssiosssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssns 34

RN Y (] 34

RO I ) L. e) 34

R IR 3 o0 117 (1] 1) 1R 35
RIS RR 35

3.3 Teknik dan Prosedur Perancangan 35
3.3.1 WaWANCAT Au..oereeiicinniissnncssnnecsssnesssseessssesssssasssssssssssessssssssssssssssassssss 36

3.3.2 Focus group diSCUSSION ..uuueeeeesessrsossssssecssssssssssssssssssssssssssssssssssssnns 38

3.3.3 Studi eKSISTING..cccccuriererranrecssssareecsssansecssssassesssssssasssssssssssssssssssssssasens 40

BAB IV HASIL DAN PEMBAHASAN PERANCANGAN......ccccccevvercrueesnnen 42
4.1 Hasil PeranCangam..........cicccccsereccscsnsecsssssssessssssssssssnsssssssssssssssssssssssnsans 42
11 MAPS.aaaaiiosivsnionsisnriosssssssesssssssssssssssssssssssssasssssssssssssssssssssssssssssssasss 42

T BN Y 2 /U 54

O R ) T 1 N 56

B.1.4 PrOtOLYPe.c.cccceaesecsscssssicsssssssessssssssssssssssssssssssssssssssssssssssssssssssssssssssnss 68

T RS I L T 93

4.2 Pembahasan Perancangan R ....... . ......ccccc00000000000 105
B.2.1 BetA TESTuuueueeresseuvriossssuneecssssnsssssssssssssssssssssssssssssssssssssssssssssssssssass 105

4.2.2 Analisis Desain L0go0........ccceeeuuvreene. W 109

4.2.3 Analisis Desain Kartu Permainan............ecceeccseecssneccsneecnnns 109

4.2.4 Analisis DeSain PACKAZING........cuueeveesivurrinsssericsssssssessssassesssnanns 111

4.2.5 Analisis Desain Rulebook 112

4.2.6 Analisis Desain Kartu pembantu 113

4.2.7 Analisis Media Sekunder 114

4.2.8 ANGGATAN...ccerruurricrsssrrresssssaseossssssssssssssssssssssssssssssssssssssssssssssssssssssssss 119

BAB V PENUTUP......coiiiiiiintintennninsntissesneisssessssssssesssssssssssssssssssssssnss 121
5.1 SimMPUlanu.cciiaiieiiciiissniicnsssnnicsssssnessssssssesssssssssssssssessssssssssssssssssssssssssssss 121
5.2 SAFANuuuccciiiiiiniiiineininenisneissneissssecssssecsssnscsssnsssssssssssssssssssssssssssssasssssassns 122
DAFTAR PUSTAKA......oiiiitintictinnensnnssnesssesssssssesssssssssssssssssessssssssses 124
LAMPIRAN...ciitiiinitinnniissinssenssesssissssessssissssssssssssessssssssssssssssssssssssssssssasssns 128

9

Perancangan Card Game..., Devan Sterlinsius Soedarmasto, Universitas Multimedia Nusantara



DAFTAR TABEL

Table 4.1 analisa SWOT Sai Fah.........ccccoooiiiiiiiieee, 46
Table 4.2 Analisa SWOT Predikt.........coooovveeiiiiniiieeieeeeeeeee e 48
Table 4.3 Analisa SWOT Aftershock: A Humanitarian Crisis Game..................... 49
Table 4.4 Tabel Insight dari pengumpulan data...........cccoeeevveeiieeniieeniieciieee, 51
Table 4.5 Alternatif judul.........cooociieiiiiiii e 57
TaAbIE 4.6 GAME FULES ...ttt ae e eae e svee e e e saseeenaeeens 63
Table 4.7 Peraturan permainan.............c.eeeeveeerveeerureeeseeessueeessseeessseesssseessseessseesns 74
Table 4.8 Analisa gameplay..............ccccoeicuiieiiiieiiieeiiieece e 89
Table 4.9 Analisa VISUAL........cocoiiiiiiiiiiii e 90
Tabel 4.10 Analisa tujuan PermMaiNaN..........cccvveeerureerirreerirreenreeereeeerareeernreeesaneennnes 92
Table 4.11 Anggaran media Utama..........cccveeervieerieeeriieeiieeeieeeeieee e e eieeeeneees 111
Table 4.12 Analisa tujuan Permainan............cceeeveerreereeerreereeereeneesiseesseesseensnns 111
10

Perancangan Card Game..., Devan Sterlinsius Soedarmasto, Universitas Multimedia Nusantara



DAFTAR GAMBAR

Gambar 2.1 Simulation GAME...............ccccuveeeeeeeciiieecie e sree e 6
Gambar 2.2 BOAFA GAME...............ccccueeeeieeeieeeieeeeieeeeteeeeteeesteeeeeesrea s aeeesasee e 7
Gambar 2.3 Role-playing Game...............c.ccccueeecuieeciieeiieeecieeeteeeeieeeeveeesveeeiaee s 7
Gambar 2.4 Card GAME..............cccueeeceeeeiieeeieeeeee et e e ae s eaae e aee e saeeesesaeeaneas 8
Gambar 2.5 INIeraCtiVe GAME...........ccueeeeueeeeeeeiiieeeeieeeeieeeeveeeseeeseseeeseseeesseesnsseeens 8
GAMDAT 2.6 GO...veeeeeiieeie ettt et e e s e e s e e aaeeessteeesaeessaeessaeeenseeas 14
GaAMDAL 2.7 LABDFINL ..ottt eaae e etae e saae e seaaesnaeeennnes 14
Gambar 2.8 Pandemic ArkRam HOFTOF ..............cccoueeeeueeeeceeeecieeecieeeciieeeveeeevee e 15
Gambar 2.9 CAFCASSONMNE...........ocecvueeeeereeiiieeeiieesieeesaeeeeeeessaeesseeesreeesseeessseesnnes 15
Gambar 2.11 Lord of Waterdeep...................cccueeeeueeeeceeecieeeeiieesieeeeieeseeeeseneeeens 16
Gambar 2.12 Legacy of Dragonholt.................ccccueeceeeecueeeceeesiieeeiieeeieeeevee e 17
Gambar 2.13 Pandemic:leQaACY...........c..coucuueeecuieaiiieeiieeeiieeecie e eveeesvee e 18
Gambar 2.14 1775-RebellioN...............occcueeeeeeeeieeecieeecieeeeie e esaee e 18
Gambar 2.15 Mansions Of MAANESS...........cccueeeueeeceeeecieeeiieeeiee e eeee e 19
Gambar 2.16 Re@AADIlity............cccoueeeeueeieiieeeieeeeieeeeieeesaeesae e veeesveeesveeeeaee e 19
GamMbAr 2.17 LEGIDIlity......ueeeeeeeeieieeiee et e e e vee e svae e saeeeaaeeennes 20
GamDbAr 2.18 VISIDILILY......ccveeeeiieeeiee ettt tee e eree s e e esveeesaseeenseeens 20
Gambar 2.19 Manuscript GFid..........c.uoeecueeeeueeeeieeeeieeecee e eeeesaeeesaee e seaee s 21
Gambar 2.20 COlUMN GFid..........c..cccueeueiiiiiiiiiiiieeeee et 22
Gambar 2.21 Modular Grid.............ccoceeveiiiiiiiiiiieiieieeeee e 22
Gambar 2.22 Hierarchical GFid.................cccouoiiiiiiiiiiiiiniiiiieiieeeese e 23
Gambar 2.23 Gaya ilustrasi Naturalis..........cccceeeriieeiieeeiieeeiieeeiie e 24
Gambar 2.24 Gaya ilustrasi Dekoratif.............cccoeeviiieiiieniiiieeiieee e, 25
Gambar 2.25 Gaya ilustrasi Kartun..........cccceeeeiiiiiiiieniie e 25
Gambar 2.26 Gaya 11ustrasi JEPANG..........ceecveeerieieriieeiiieeeieeeeeee e ere e 26
Gambar 2.27 Gaya 1lustrasi POp Art.......cccccccueeeeieeeiiiieiieeiiieesiie e esvee e 27
Gambar 2.28 Banjir Bandang.............cccccvveviiiiiiiiieiece e 28
Gambar 2.29 Banjir AlL.......cccueieeiieeiiieeiieeesieeeieeeeeieeeesteeeseeeesaesessaeeessseesnsseesnns 28
Gambar 2.30 Banjir LUMPUT........oooiiiiiiiciie et 29
Gambar 2.31 Banjir ROD........cooooiiiiiiieeeceee e e 30
Gambar 2.32 Banjir Clleunang...........c..ccocuveerieeeiiieeiieeeieeeieeesieeesveeesveesseneeenns 30
Gambar 4.1 Bukti WawanCara...........cooeeeueeniiiiieiieeieesee e 48
Gambar 4.2 Bukti FGD....ccoooiiiiiieee e 50
Gambar 4.3 Sai fah........oooii e 52
Gambar 4.4 Predikt.......c.ooiii e 54
Gambar 4.5 Aftershock: A Humanitarian Crisis Game..............ccceeeveeeceveercunennne. 56
11

Perancangan Card Game..., Devan Sterlinsius Soedarmasto, Universitas Multimedia Nusantara



Gambar 4.6 Maps sederhana penyebaran produk...........c.ccccevveeviiiiiiiiniieeniieeee, 59

Gambar 4.7 HOW MiIGRE We.......c..cououieiiieiieiieeeeeeee et 60
GaAMDAL 4.8 USCF JOUITIEY .......veeeeveeeeieeeeieeeceeeeeeeeiee et eeeve e stae e svae e svee e s nseeennreas 61
GambAr 4.9 KEYWOFS .......ccuueeeeiieeiieecieeeeee ettt e e aaee s 62
GamDbAr 4.10 Big Ideq............ccc.ooiueeiiiaiiiiiieeeeeee ettt 63
Gambar 4.11 Information QrehiteCture..................oeecveeeecreeeeieeeeieeeeieeeeieeeevee e 66
Gambar 4.12 FIOWCRHATT.........ccueeiiiiiieiiiiteieee ettt 68
Gambar 4.13 Moodboard jenis huruf...............ccccoeeeiiioiiiieie e, 72
Gambar 4.14 Moodboard gaya 1lUStrasi............ccceeeeeeeeceeeeiieeciie e 73
Gambar 4.15 Moodboard fotografi.........cccceeeciieiiieeiiieeieeeee e e 73
Gambar 4.16 Moodboard [ayout...................cccueeecueeeecueeecieeeeieeeie e 74
Gambar 4.17 Moodboard aTis............cc..ccccueeeieeeeiieeeecieeeeieeeeeeeiieeeereeesreeesseeens 74
Gambar 4.18 Moodboard fun and motivating...............ccccccceeeeeeeeeceeeeeceeeeeeennnnn. 75
Gambar 4.19 Moodboard Warna..............ccccceiiiiiiaiiieiiiiieeeeeee e 76
Gambar 4.20 Warna PIiMET.........c.eeeeueeerreeeireeerreeasseeassseessseeessseessssseesseesssseesssees 77
Gambar 4.21 Warna sekunder............cccooiiiiiiiiiiiiiiieee e 77
Gambar 4.22 Moodboard tIpOgrafi.........ccccueeeriieiiiieeiiee et 78
Gambar 4.23 Typeface bungee dan chalkboard SE.....................cccoveveuveecrvnennnen.. 78
Gambar 4.24 Referensi [ayOut...........cc.ccccueeeeueeeiieeeiieeecieeeieeeseeesiee e e e 79
Gambar 4.25 layout pillINaN..........cccceeiiiiiiii e 80
GamMDbAr 4.20 PlAPIESTING.....c..veeeeeeeeieeecieeecee e ee et sree e vae e aeeeenseas 80
Gambar 4.27 Jenis kartu pada permainan card game...............cccccueeecuveencveeennnnn. 82
Gambar 4.28 Hasil seleksi Kartu............oooooiiiiiiiiiiiiiiceeeeee 83
Gambar 4.29 Referensi visual..........ccoooiiiiiiiiiiiiiiie e 84
Gambar 4.30 Referensi pilinan...........ccceeevviriiiiiieiiiecceee e 85
Gambar 4.31 SKetsa VISUAL.......cooiiiiiiiiiiiii e 85
Gambar 4.32 Digitalisasi KartU..........ccceeeeeiieiiiiiiiiie e 86
Gambar 4.33 SKetSa LOZO......ciciiiieiiieeiieeeiie ettt et ee s 88
GaAMDAT 4.34 LLOZ0...eeeuvieeiiieeie ettt ettt e et e e ae e e taeestaaesseeesssaeessaeeessaeenns 89
Gambar 4.35 SKetSa PACKAZING...........ccueeeieeeeiiieiiie et 89
Gambar 4.36 Digitalisasi PaACKGA@ING............ccueeveeeeeiieeieeeieeeee e 90
Gambar 4.37 Alternatif 1lUSTrasi.......coooueriiiiiiiii e 91
Gambar 4.38 Jas NUJAN.........cccciiiiiiiecie et 91
GaMDAr 4.39 SENTET....ccuiiiiiiiiiee et 92
Gambar 4.40 TUMDIET.......cccuiiiiiiie e 92
Gambar 4.41 kotak makan............coccoiiiiiiiiii 93
Gambar 4.42 TaS SIAZA......uueeerieeerieeeiieeiteeeieeeeieeessteeesreeesseeessreeensseesseeesseeensnes 93
Gambar 4.43 Event Prototype day...........cccueeeceeeecueeesieeeiieeeeieesciieeeeseeesveesnveeens 94
12

Perancangan Card Game..., Devan Sterlinsius Soedarmasto, Universitas Multimedia Nusantara



Gambar 4.44 Alpha test MaANAITL..........cccveeeiiiieeiiieeeiee e 95

Gambar 4.45 Alpha test MaANAITi..........ccveeeiiiieiiieeciie e 96
Gambar 4.46 Sketsa ViSual.........cceeeiiiiiiiiiiiiiccee et 100
Gambar 4.47 Kartu final..........ccccoooiieiiiiiiiicceeceeee e 101
Gambar 4.48 Kartu tambahan sketsa............ccccueeeeieeeiiienciieeeee e 102
Gambar 4.49 Kartu tambahan............c.cccccvveeiiieiiiiicieecee e 102
Gambar 4.50 Kartu pembantu SKetSa..........ccccveeruiiiiiiiieniie e 103
Gambar 4.51 Kartu pembantu.............cccveeeiuieeriieeeiee e 104
GambAr 4.52 RUICDOOK...........cccueeeeeeeeeieeeeiieeeee e ete e ae e eesaeeeseaee s 104
GAMDAT 4.53 BEIA 1ESL......eeecueeeeeeeeeeeeiieeeieeeecteeestaeesseeesaeeesaaeeesaeesnaeesseaeennes 107
Gambar 4.54 Rulebook update................cc.cccueeeeeieeiieeeeieeeeieeeiieeecieeeeiee e 107
Gambar 4.55 Update desain KaraKter............cccueeeviieeiiieeiieeeieeciee e 108
GaAMDAT 4.560 LLOZ0...eeeuriieeiieeiieeeciieeeteeeeteeesteeestaeeeseaeeetaeessaeesnseeessseeensseeesseeas 109
Gambar 4.57 Belakang depan...........ccceeecveeeiieeiiiieeciieeciee e 110
Gambar 4.58 Selurtuh Kartu............cooovieeiiiieiiiececee e 110
Gambar 4.59 PACKAZING.............coccueeeeeeeeieeeeieeeeieeesteesiaaaeseaaeestaeesseeesaeeesnsee s 111
Gambar 4.60 RUIEDOOK..........ccc.ueeeeeeeeieieeieeeeiee et e e s e evae e e saeeesaee s 112
Gambar 4.61 Kartu pembantul.............ccccueeeiuieeriiieeeiieesiee e e 113
Gambar 4.62 Ponco / Jas hujan.......c..ccoovieeiiieeiieecie e 114
GaAMDAT 4.63 SENLET.....cccuiieeiiieeiieeeiieeeee e eieeeetee et e e sre e e e eeeeebeeeaseeesaeeesaeeennes 115
Gambar 4.64 Tempat MINUIMN.........ccccueeerireeirireeieeesreeesteeesreeesreeessreesseeesseeessnes 116
Gambar 4.65 Tempat MaKan...........cccueeeiiieiiiiecieecee e e e 117
Gambar 4.60 TaS SIAZA........ccceuieeireeeiiieeiiieeireeeieeesrreesteeesreeesseeessseeessseessseeens 118
13

Perancangan Card Game..., Devan Sterlinsius Soedarmasto, Universitas Multimedia Nusantara



DAFTAR LAMPIRAN

Lampiran A Hasil Persentase TUrnitin..........cocceveevierienienieniienenienieneeeseeniene 127
Lampiran B Form Bimbingan & Spesialis (Wajib)........ccccecevveveriieniieneniieneenne. 130
Lampiran C Non-Disclosure Agreement ( FGD)........cccoevieniiiiiiinieniieieeene, 134
Lampiran D Non-Disclosure Agreement ( FGD Beta Test )......ccccocevevvienienene. 140
Lampiran E Non-Disclosure Agreement (Wawancara )..........cceceeeveveenenienneenne. 142
Lampiran F Transkrip Wawancara...........cccceeceeveerieriinenienienenieneeneeeeeseeeenne 143
Lampiran G Transkrip FGD......c.cocioiiiiiiiiiiiiiiieeeeeeeese e 164
14

Perancangan Card Game..., Devan Sterlinsius Soedarmasto, Universitas Multimedia Nusantara



	05f23832391b58ab6aefaef5f7532187111d64c34ac07074fd178d089b79ceb6.pdf
	HALAMAN PERNYATAAN TIDAK PLAGIAT  

	05f23832391b58ab6aefaef5f7532187111d64c34ac07074fd178d089b79ceb6.pdf
	05f23832391b58ab6aefaef5f7532187111d64c34ac07074fd178d089b79ceb6.pdf
	HALAMAN PERSETUJUAN PUBLIKASI KARYA ILMIAH 
	KATA PENGANTAR 
	ABSTRAK 
	ABSTRACT (English) 
	DAFTAR ISI 
	 
	DAFTAR TABEL 
	DAFTAR GAMBAR 
	 
	DAFTAR LAMPIRAN 


		2025-01-20T15:03:58+0700
	JAKARTA
	e-meterai_signatures
	[V2C86OFEPP0GXM5P000639] Ref-740637891609886




