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PERANCANGAN CARD GAME MENGENAI PERAWATAN
ANJING DENGAN JENIS RAMBUT ‘DOUBLE-COATED’

BAGI REMAJA AKHIR
(Sofie Belle Sadikin)

ABSTRAK

Anjing dengan jenis rambut double-coated merupakan salah satu jenis anjing yang
paling sering dipelihara oleh masyarakat Indonesia karena penampilannya yang
lucu dan menarik. Namun, masih banyak pemilik anjing yang kurang mengerti akan
kebutuhan serta cara perawatan untuk anjing peliharaannya. Selebihnya,
kebanyakan pemilik hewan lebih memilih untuk membawa anjing kesayangannya
ke salon hewan untuk melakukan grooming. Padahal pemilik dapat meningkatkan
ikatan personal kepada anjing ketika melakukan perawatan sendiri di rumah.
Metode penulisan yang digunakan penulis dalam perancangan media informasi ini
yaitu metode campuran dengan wawancara ahli yang disertai dengan Focus Group
Discussion dan metode kuantitatif melalui kuesioner online. Hasil dari penulisan
penulis menunjukkan bahwa memang masih banyak pemilik anjing yang kurang
tahu tentang perawatan anjing dengan jenis rambut double - coated, terutama
pemilik anjing di kalangan remaja akhir. Selain itu, penulis juga mendapatkan
informasi bahwa beberapa dari pemilik anjing tidak tahu bahwa anjing
peliharaannya masuk ke dalam kategori double — coated, sehingga mereka tidak
tahu bahwa anjing peliharaannya membutuhkan perawatan rambut yang intensif.
Penulisan ini bertujuan untuk merancang sebuah media informasi berupa card game
interaktif yang memiliki tujuan untuk mengedukasi pemilik anjing di kalangan
remaja akhir usia 17-25 tahun di Jabodetabek mengenai perawatan anjing dengan
jenis rambut double - coated. Media card game ini dirancang untuk memberikan
informasi visual serta panduan yang praktis dan edukatif tentang perawatan anjing
bagi para pemilik anjing double — coated. Perancangan card game ini diharapkan
dapat menjadi referensi bagi penulisan dan perancangan media informasi interaktif
lainnya di bidang desain komunikasi visual.

Kata kunci: Perawatan Anjing, Card Game, Remaja Akhir
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DESIGNING CARD GAME ABOUT 'DOUBLE-COATED' DOG

CARE FOR LATE TEENAGERS

(Sofie Belle Sadikin)

ABSTRACT (English)

Double-coated dogs are one of the most commonly kept types of dogs by Indonesian
people because of their cute and attractive appearance. However, there are still
many dog owners who do not understand the needs and methods of caring for their
pet dogs. In addition, most pet owners prefer to take their beloved dogs to the pet
salon for grooming. In fact, owners can increase personal bonds with dogs when
they do their own grooming at home. The research method used by researchers in
designing this information media is a mixed method with expert interviews
accompanied by Focus Group Discussions and quantitative methods through
online questionnaires. The results of the author's research indicate that there are
still many dog owners who do not know about caring for dogs with double-coat
hair, especially dog owners in their late teens. In addition, researchers also
obtained information that some dog owners do not know that their pet dogs are in
the double-coated category, so they do not know that their pet dogs need intensive
hair care. This study aims to design an information media in the form of an
interactive card game that aims to educate dog owners in late teens aged 17-25
vears in Jabodetabek about caring for dogs with double-coated hair. This card
game media is designed to provide visual information and practical and
educational guidance on dog care for double-coated dog owners. This role-playing
card game is expected to be a reference for research and design of other interactive
information media in the field of visual communication design.

Keywords: Dog Care, Card Game, Late Teenagers

viil
Perancangan Card Game..., Sofie Belle Sadikin, Universitas Multimedia Nusantara



DAFTAR ISI

HALAMAN JUDUL ..ottt s i
HALAMAN PERNYATAAN TIDAK PLAGIAT .......ccooooiiiiiiieeeee i
HALAMAN PENGESAHAN ...ttt i1
HALAMAN PERSETUJUAN PUBLIKASI KARYA ILMIAH ..................... v
KATA PENGANTAR ...ttt v
ABSTRAK ..ottt ettt ettt et e e vii
ABSTRACT (ENGLiSh) .............c..oooeeeeeiieeieeeeeeee ettt viii
DAFTAR ISttt ettt et e st e b e st e et esseeeteesneeens X
DAFTAR TABEL .....ooooiiii ettt xii
DAFTAR GAMBAR ...ttt Xiil
DAFTAR LAMPIRAN ...ttt Xvi
BAB I PENDAHULUAN ..ottt e 1
1.1 Latar BelaKang..............cccoooviiiiiiiiiiiieecceee e 1

1.2 Rumusan Masalah..................oee, 3

1.3 Batasan Masalah ..., 4

1.4 Tujuan Tugas AKRIr ..., 5

1.5 Manfaat Tugas AKRir ..............coooiiiiiiinie e, 5

BAB IT TINJAUAN PUSTAKA ..ottt 7
Media Interaktif ... 7

2.1.1 Jenis Media Interaktif ....................cooociiiiiiniine, 7

22 GAME ...ttt s 10

221 Elemen Game.................coocoueeviiiiniiiiiiieinieeeieeeeee e 11

2.2.2 Lensa Game DeSigh .................cccccueeeeeeeeeeeeeiieenieeenaeesanenaens 19

2.2.3 Taksonomi Kesenangan Bermain.....................c.ccoeceeenen. 22

2.2.4 Taksonomi Jenis Pemain ..............ccoccceviiiiiiiiiniinnicnniee, 23

225 Game Goals ..................oocceeeeeeeeaiieeiiieeieeeie e 26

2.2.6 Game SKills ................ccooveviiiiiiniiiiiiiiiiiceeece e 26

2277 Manfaat Game ................ccccovveviieiiiniiiiiieeeeeeeeeee, 27

2.2.8 Tabletop Game.......................cccueeveueeeeieeiniieeeiieeeiieeeieeeees 29

23 ANJIIE ..ottt st s 33

2.3.1 Jenis Bulu Anjing..........ccccooeviiieiiieniiieeieeeee e 33

X

Perancangan Card Game..., Sofie Belle Sadikin, Universitas Multimedia Nusantara



2.3.2 Perawatan AnjJing ..........cccccoevviieviiieiniieeniieeiee e 39

2.4 Penulisan yang Relevan ................c.cccoooiiiniiiiniiinee e, 42
BAB III METODOLOGI PERANCANGAN ......cccoottniiinieneeieeeeneeeene 46
3.1 Subjek Perancangan ...............ccccoovviiiiviiieniieeniecee e 46
B A SEQMENTING .........ceeeeiieeeeeeeeeeeee et 46
B2 TAFGOLING............ooeneeeieeeeeeeeee e 48
313 POSTHIONING ..........coooeeeeeeeeeeee et e e s 48
3.2 Metode dan Prosedur Perancangan ..................ccocceevvieennieennnen. 48
3.3 Teknik dan Prosedur Perancangan....................c....ccooviinnennnen. 51
3.3.1 WaWANCATA ...ttt 51
3.3.2 Focus Group DiSCUSSION ..................cccueeeeecueeeeaeciieeeeiireaanns 53
3.3 3 KUCSIONEY ... 55
3.3.4 Studi EKSiSting...........cccoooiiiiiiiiiniieeieceeece e 58
3.3.5 Studi Referensi ...........cccccoooieiiiiiiiiiiiniiiicec 58
BAB IV HASIL DAN PEMBAHASAN PERANCANGAN ........ccccoovieiennene. 59
4.1 Hasil Perancangan .................ccoccoeviiiiniiieniieeeiieceiee e 59
4.1.1 Tahap Empathize................c.cccoueeeeeeeeecuieeniieeeiieeeieeeeiee e 59
4.1.2 Tahap Define .............ccooveeveeeeiiieeiieeieeeee et 84
413 Tahap Ideate ....................c.ccocoveveimiiiiiiiiiiiiiiiiceeeeee, 85
4.1.4 Tahap Prototype.................cccoooevvieveenieiniiiniiieienieneeneenn, 90
4.1.5Tahap Test..........ccoooveiiiiiiiiiiiiiiieiceeie e 108
4.1.6 Kesimpulan Perancangan....................ccocoeevniiinnnenneenne 113

4.2 Pembahasan Perancangan...................coccceciiiiiniiinicniienicnneen, 114
4.2.1 Analisis Market Validation/ Beta Test ................................ 115
4.2.2 Analisis Desain Layout Kartu..................cccoocvvvvnivnnnnnnnne. 121
4.2.3 Analisis Desain Play Guide ....................cccoceeuvvevcreeenrenne. 122
4.2.4 Analisis Desain Alas Kartu.............cc...ccocoiniininnnne. 124
4.2.5 Analisis Desain Packaging ................ccccocovevvcevineeennneennne. 125
4.2.6 Analisis Layout Desain Instagram Story ............................ 126
4.2.7 Analisis Layout Desain Poster .................ccccoecevvnienneennne 127
4.2.8 Analisis Desain Merchandise.......................cccocvevuveuen.e. 128
4.2.9 Analisis Desain Gimmick ..................c.ccocccoooiniiiniinnnnnn. 129

X

Perancangan Card Game..., Sofie Belle Sadikin, Universitas Multimedia Nusantara



4.2.10 Analisis Brand Mandatory ...................cccoeveuvvevcueencunnne. 130

4211 ANGGATAN ...ooooviiiiiiiiiiieeiieeeeeeeee et e 131

BAB V PENUTUP......c.ooiiiiiieeeee et e 135

S50 SIMPulan ........ooooooiiiiiiii e 135

DAFTAR PUSTAKA ..ot 139

LAMPIRAN ...ttt ettt et e see et e e esaeesesseesseenseas Xvii
X1

Perancangan Card Game..., Sofie Belle Sadikin, Universitas Multimedia Nusantara



DAFTAR TABEL

Tabel 2.1 Penulisan yang Relevan ..........cccccccvvveviieeiiiicieeeeeceee e 38
Tabel 4.1 Jumlah responden yang mengisi kuesioner............ccccceeevveeerieeennreenne. 61
Tabel 4.2 Indikator Interval...........oocoiiiiiiiiiiiiii e 65
Tabel 4.3 Analisa Pemahaman Pemilik Anjing Double - Coated......................... 66
Tabel 4.4 Pendapat Pemilik Anjing terhadap Desain & Perawatan Anjing.......... 69
Tabel 4.5 Tabel SWOT DOZS.......cueeoieeeeiieeciieeiee et 74
Tabel 4.6 Indikator Interval............coceviiiiniienieniiiineeeeee e 103
Tabel 4.7 Hasil AIDNA TSt .....uueaeueeeaeiieeeieeeeeee et 104
Tabel 4.8 Hasil In — Depth Interview Beta Test ..........ccccoeeeeveveeecveecveneeaeeennne 111
Tabel 4.9 Tabel BUAZELING ....c...oooueieiiiiiiieeee e 124
xii

Perancangan Card Game..., Sofie Belle Sadikin, Universitas Multimedia Nusantara



DAFTAR GAMBAR

Gambar 2.1 Media Cetaki ..........cccueeeiiiieiiieeieeeeeee e e 7
Gambar 2.2 Motion & BroQdCast................cccuueeeueeeceeeeciieecieeeie e 7
GAMDAL 2.3 WEDSILE ...ttt 8
GAMDAT 2.4 SCHOOM ...ttt ae e e e ae e e eaaeeeaaeeenaeas 9
Gambar 2.5 Tipe — Tipe Mekanika Game Popular ...........ccccoeveveiiieniienienieennens 10
Gambar 2.6 Game Storyboard ...............ccueecvueeeiiieeeeiieecieeecee e 11
Gambar 2.7 Sensory Card GAME ..............cceecueeeeeieueeiiieeieeiiiesreeeeeseeeseesveenseens 12
Gambar 2.8 Card GAME AT .......cuueeecueeeeiieecieeeciee e e eee e eree e e ree e 12
Gambar 2.9 Tlustrasi Card Game............cceevuieiierierieiiiinieneete e 13
Gambar 2.10 Flat IITUSIFALION ..........c..oeeeveeecireeiieeecieeeceeeeceeeeieeeevee e veeesevee e 14
Gambar 2.11 Minimalist IIIUSIFQLION...........c.cccueveeieiiiaienieieeieseee e 15
Gambar 2.12 Tipografi Card Game................cccocueveeeinieinieseniineeieicneeenen. 16
Gambar 2.13 EIEMEN GFid .......cccooeeiiiiiiieieieeieseee et 17
Gambar 2.14 Bermain Card GAME .............ccoueeeeeeeecieeeiieeeiieeeiieeeveeeeveeeevee e 18
Gambar 2.15 Taksonomi Kesenangan Bermain.............ccccoeeveevveeeieneeenneenneennens 21
Gambar 2.16 Taksonomi Jenis Pemain.............cccceeevvvieniiiieciie e 23
GaMDAL 2.17 ACHIEVES ...ttt 23
GaMDbAr 2.18 EXPIOFEFS ....ooueeeiieiieeeee ettt 24
Gambar 2.19 SOCIALIZEFS ......ccueueieiiiiieeieieeee ettt 24
GaAMDAL 2.20 KGILETS ...oooveeeeee ettt e e e e eeabee e aseeenes 25
Gambar 2.21 Puzzle Card Game...............cccoocueeieiniiiiiiiiiieiesieeeeseeeeese e 26
Gambar 2.22 BOAFd GAME .........c...cccueeieeeiiieiiieieeee ettt 28
Gambar 2.23 Card GAme ...........cc..coceeiiiiiiiiiiiiiieiieeeeee ettt 29
Gambar 2.24 Card EXCRANGE..............cccooeeviriiiniiiiiiieiceeesieseee e 30
Gambar 2.25 Outplay Card GAME ..............ccccueeeeeeeicueeeiieeeiieeeiieeeee e envee e 30
Gambar 2.26 Patience Card GAME ..............cccueeceeeoeeeieiesiieeiesieeeieesieeeieesae e 31
Gambar 2.27 Hand Comparison Card GAme ................cceeeeeeeecceeenceeenieeenreeannn, 31
Gambar 2.28 Lapisan rambut anjing double — coated ...............cccccccvevcveenuennee. 32
Gambar 2.29 Short double — coated dOgs ...............ccoueveueeeeciiieiiiiiiciieeieeeeieeene, 33
Gambar 2.30 Medium double — coated dogs..................ccccevevciinoenvincinecncnnnn. 34
Gambar 2.31 Long double — coated dOgs ...............ccouueeeuieeeeeeeciiiniieeeiieeiieeene, 35
Gambar 2.32 Triple or Arctic — coated dOgs ...............ocuvevvercuenvenninceinecnennen. 35
Gambar 2.33 Single — coated dOgs.............ocovueeeoueeeciieeiiieeiieeeiie e 36
Gambar 2.34 Smooth — cOated dOgs .............cccuevvueioueeioeenieeiieeiieeieesie et 36
Gambar 2.35 Wire — cOQted dOgs ...........c.ouuceieeiuieeiiiiaiieeiie e 37
Gambar 2.36 Curly— coated dogs..............ccouvuuevieiiiiiiiniieeiiesie e 37
Gambar 4.1 Screenshot Wawancara Dokter Hewan ..........c..ccoooeviininiininncen, 56
Gambar 4.2 Screenshot Wawancara Groomer ANJing............ccceeeeereeesueencveenunens 58
Gambar 4.3 Screenshot FGD ..ot 60
Gambar 4.4 Packaging dan Desain Kartu Dogs .........cccoecuveviieniiiieeniiieiieeieeeeens 74
Gambar 4.5 Packaging DOg PArk ..............cccoueeeuieeieieeiieeieeeceeeevee e 76
Gambar 4.6 Desain Kartu DOg Park.........ccccccueeveeiiieeciienieeiiesie e 77
Gambar 4.7 Packaging & Kartu Dog LOVer ...........cccoueevueeecieeeiieiecieeeieeeevee e 78
Xiii

Perancangan Card Game..., Sofie Belle Sadikin, Universitas Multimedia Nusantara



Gambar 4.8 Desain Kartu DOg LOVEr ..........cccueeeveivieiciieniieiiesie e eveesae e 78

Gambar 4.9 Packaging GoOd PUPDETS.............ccccueeecueeecieeeiieeeiieeerieeereeesvee e 79
Gambar 4.10 Desain Kartu Good PUPPETS ........c..cccueeeveecereciienieeiiiesieereenreeneens 80
Gambar 4.11 User Persona A .........cocooiiiiiiiiiiiieie ettt 81
Gambar 4.12 User Persona B..........cccooiiiiiiiiiiiiieeeeee e 81
Gambar 4.13 MinAMAP..............ccoueeeeieeciieeeeeeeee et e 82
Gambar 4.14 Moodboard ..................ccccuveeviieiiiiiiiiiiieneeeeeseee e 84
Gambar 4.15 Reference Board (Warna)............cccueeeeeeeeeveeeeiieeeirieeereeeeveeeeevee e 84
GaAMDAL 4. 16 SEYIESCAPE ..ottt esaens 85
Gambar 4.17 Sketsa LOZO Fur ReAL............cccuveeeeeeecieieiieecie e 87
Gambar 4.18 LOZO FUF REAL ..........ccceeeeeeiieeiieieeeie et 88
Gambar 4.19 Reference Board (Gaya Visual) .........cccceeviiniiiieniininninicneccnne 88
Gambar 4.20 Sketsa Desain Karakter Fur Real ............ccocevevceeneenenccnieennene. 89
Gambar 4.21 Desain Karakter Fur Real .............ccccceevieviieeiiiiiiiiiesieeeesieeins 89
Gambar 4.22 Sketsa Kepy VISUAL..........cccooecuveeveieciieiiieiieeieecieesie e 90
Gambar 4.23 Kep VISUAL .........cccoocuiiiiiiiniiiiiiiiiiisitceeeeeeee st 91
Gambar 4.24 Sketsa Aset Kartu Perawatan (Care Card) .............ccccevevveeennannnnn. 91
Gambar 4.25 Aset Kartu Perawatan (Care Card) ............ccoccceevuiviieniieiiannaann, 92
Gambar 4.26 Sketsa Aset Kartu Skenario (Event Card)...............ccoecueecveenunennnen. 92
Gambar 4.27 Aset Kartu Skenario (Event Card) ...........cccoecceevoeeeiienceiaiiinneannns 93
Gambar 4.28 Reference Board (TIpOgrafl) ........cccoevueevuieiieeniienieeiiesieeieesie e 93
Gambar 4.29 Tipografi Fur Real ..............cccoceviiveioiniiiniiiinicneeeeeceeceeene 94
Gambar 4.30 Reference Board (Desain Kartu).........ccccooeveeeiieniieiienieeniienieeinens 96
Gambar 4.31 Layout Desain Kartu Perawatan.............coccooceeveniinenninicnecncnnne. 96
Gambar 4.32 Layout Desain Kartu SKenario ........ccccceevvvveeeiieeniieeniie e 97
Gambar 4.33 Layout Desain Kartu ANjing .......c..ccoceevveeienerienienennenecneeeneenne 97
Gambar 4.34 Ukuran Kartu ANJINgG........cc.ceevveeenieeriieeniieeeieeeeiiee e eveeesevee e 98
Gambar 4.35 Layout Play Guide Fur Real ...............ccccocueveeviniinoenniniinieennne. 98
Gambar 4.36 Ukuran Play Guide Fur Real .............ccccccovuvevcvieiiieeinciieeiieeieeene, 99
Gambar 4.37 Layout Grid Alas Card Game Fur Real................ccccccveveeeuenn... 100
Gambar 4.38 Alas Card Game Fur Real .................cccccoviiiiiieinoiiiinieeeenne. 100
Gambar 4.39 Reference Board (Packaging) ............cccccccceeveveeveecuineencnecnennens 101
Gambar 4.40 Template PACKAZING .............cccueeeeeeeeiiieeieeeieeeee et 102
Gambar 4.41 Layout Packaging Fur Real ...............ccccooeveeeceieiieneieiienieeeeene. 102
Gambar 4.42 Hasil Prototype Fur Real .............c..cocveeeeveeeiieeniieeniieenieeeeneens 103
Gambar 4.43 Revisi Layout Kartll .......c.ooocueeveieiieeniieniieeieeeeeeene e 108
Gambar 4.44 Revisi Layout & Bentuk Play Guide..............ccccceveeeceveencienannnnn. 109
Gambar 4.45 Beta Testing Fur Real ..............ccccouevemieieiiiiiiiieiiiseeeieee e 111
Gambar 4.46 Layout Kartu Fur Real ...............cccoveeevieeiiieeiieeeiie e 117
Gambar 4.47 Layout Grid Kartu Fur Real...............cccooevveevveiiencieiienieeieeene. 118
Gambar 4.48 Play Guide Fur Real ..............c.coccueeeceeeeiieeeieeeiie e eeiee e 118
Gambar 4.49 Alas Kartu Fur Real ...........ccccooceevieoiiniinieniiniiieeieeeeeseseean 120
Gambar 4.50 Packaging Fur Real ..............cccueeeueeeceeeeiieeeiieeeieeeeieeesvee e 121
Gambar 4.51 Instagram Story Fur Real.................ccoooevevieevcieiienieiieeieeieeee 122
Gambar 4.52 PoSter Fur Real............c.coooeviiiiiiiiiiiiiiiiieeeeeeese e 123
Gambar 4.53 Merchandise Fur Real..................cccccueveeieiiiiniiaiienieeiieeeeieeee 124
X1V

Perancangan Card Game..., Sofie Belle Sadikin, Universitas Multimedia Nusantara



Gambar 4.54 Gimmick Fur Real ...............cccccceviioiiiiniiniinieiieieseeseseseein
Gambar 4.55 Logo Royal Canin ..........ccccueeeiiiiieiiiieeiiiecie et

XV
Perancangan Card Game..., Sofie Belle Sadikin, Universitas Multimedia Nusantara



DAFTAR LAMPIRAN

Lampiran Hasil Persentase Turnitin..........c.cccceeeveeriienieenienieesiiesie e XVvii
Lampiran Form Bimbingan & Spesialis .........ccccceevieriieriieniiieiienieeieeeie e xviil
Lampiran Non-Disclosure StAtement .............c..cccueeveeeeeriueeseesereeieeseeenseennesnseens XX
Lampiran Non — Disclosure Agreement Wawancara Dokter Hewan................... xXXi
Lampiran Non — Disclosure Agreement Wawancara Groomer Anjing .............. xxii
Lampiran Non — Disclosure Agreement FGD............ccccoovvvieviiniiiiiinireene, XXiii
Lampiran Non — Disclosure Agreement Beta Test................ccoeevevcueecreenueanen. XXViii
Lampiran Transkrip Wawancara Dokter Hewan ............ccccceeviieniienienieenenne, XXX1
Lampiran Dokumentasi Wawancara Groomer ANjing.............ccccecveeeveeneveennenns XXXV
XVi

Perancangan Card Game..., Sofie Belle Sadikin, Universitas Multimedia Nusantara



	b7674002b38ab1eb5fcfe22f323ec1d75070ede0b050eca9c1f81260c0a391f6.pdf
	26a7b36d5e55c95ba57290d3e95fb1f0fee29ac1a2a6eaf20225cd519c0d3f6c.pdf
	b7674002b38ab1eb5fcfe22f323ec1d75070ede0b050eca9c1f81260c0a391f6.pdf

