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PERANCANGAN BOARDGAME MENGENAI LEGENDA
PANGERAN PANDEGLANG DAN PUTRI CADASARI

Alvin Matthew Handrean

ABSTRAK

Indonesia memiliki kekayaan budaya yang luar biasa, salah satunya berupa cerita
rakyat yang diwariskan secara turun-temurun. Namun, keberadaan cerita rakyat
semakin terancam akibat kurangnya minat generasi muda dan metode penyampaian
yang kurang menarik. Kisah Pangeran Pandeglang dan Putri Cadasari merupakan
salah satu legenda dari Banten yang memiliki nilai moral dan sejarah penting,
namun kini semakin terlupakan. Penggunaan media pembelajaran konvensional
yang bersifat pasif, seperti buku teks dan ceramah satu arah, kurang efektif dalam
meningkatkan minat belajar budaya lokal. Untuk mengatasi permasalahan ini,
penelitian ini mengusulkan perancangan boardgame yang mengangkat legenda
Pangeran Pandeglang dan Putri Cadasari. Metodologi yang digunakan dalam
penelitian ini mencakup wawancara, kuesioner daring, studi eksisting dan studi
referensi, dengan menggunakan metode perancangan game design method (2024)
oleh Fullerton. Data pra-penelitian menunjukkan bahwa media interaktif dapat
meningkatkan minat belajar budaya lokal secara signifikan, sehingga pendekatan
ini diharapkan dapat menjadi solusi inovatif dalam pelestarian budaya. Hasil
penelitian menunjukan bahwa pengetahuan pelajar di Banten mengenai cerita
rakyat Pangeran Pandeglang dan Putri Cadasari pada media boardgame mampu
untuk memperkenalkan siswa-siswi SMP di wilayah Banten.

Kata kunci: Cerita Pangeran Pendeglang dan Putri Cadasari, Boardgame
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DESIGNING A BOARD GAME BASED ON THE LEGEND OF
PRINCE PANDEGLANG AND PRINCESS CADASARI

Alvin Matthew Handrean

ABSTRACT (English)

Indonesia has a wealth of culture, one of which is in the form of folklore that has
been passed down from generation to generation. However, the existence of
folklore is increasingly threatened due to a lack of interest among the younger
generation and uninteresting methods of delivery. The story of Prince Pandeglang
and Princess Cadasari is one of the legends from Banten that has important moral
and historical values but is now increasingly forgotten. The use of conventional,
passive learning media, such as textbooks and one-way lectures, is ineffective in
increasing interest in learning about local culture. To overcome this problem, this
study proposes the design of a board game based on the legend of Prince
Pandeglang and Princess Cadasari. The methodology used in this study includes
interviews, online questionnaires, existing studies, and reference studies, using the
game design method (2024) by Fullerton. Pre-research data shows that interactive
media can significantly increase interest in learning about local culture, so this
approach is expected to be an innovative solution for cultural preservation. The
results of the study show that students in Banten have minimal knowledge about the
folk tales of Prince Pandeglang and Princess Cadasari, and the application of these
stories in board games can introduce them to junior high school students in the
Banten region.

Keywords: The Legend of Prince Pandeglang and Princess Cadasari, Boardgame
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