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PERANCANGAN BOARD GAME TENTANG

EFEK PARADOX OF CHOICE

Felicia Maureen

ABSTRAK

Fenomena paradox of choice memperlihatkan kondisi seseorang merasa
kebingungan dan stres karena terlalu banyaknya pilihan yang tersedia. Bagi seorang
remaja, khususnya yang tumbuh di era digital ini. Remaja menjadi golongan yang
paling merasakan dampak fenomena ini di segala aspek kehidupan mulai dari
pendidikan, karir, sampai gaya hidup. Banyaknya opsi yang tersedia dapat
menyebabkan decision paralysis, yang dapat mempengaruhi kemampuan seseorang
dalam mengambil keputusan. Sebagai langkah preventif untuk mencegah hal ini
terjadi, dibutuhkan media informasi yang relevan dengan remaja. Remaja seperti
Generasi Z memiliki short attention span dan lebih tertarik pada media yang
interaktif, fun dan memiliki tampilan visual yang menarik. Maka itu, media
informasi seperti board game dapat menjadi solusi untuk menjembatani
pemahaman konsep paradox of choices dengan cara yang menyenangkan.
Perancangan menggunakan metode pendekatan dari buku Game Design Workshop:
A Playcentric Approach to Creating Innovative Games edisi ke-5 yang dibuat dan
dikembangkan oleh Tracy Fullerton (2024). Penelitian menggunakan metodologi
kualitatif yang mencakup FGD, wawancara ahli, kuesioner, dan studi referensi, dan
studi eksisting. Perancangan board game diharapkan bisa menjadi solusi efektif
untuk menjangkau golongan remaja, agar mereka dapat memiliki pemahaman yang
lebih mendalam mengenai fenomena paradox of choice, serta mampu menghadapi
keputusan berisiko besar di masa depan.

Kata kunci: Board game, Paradox of Choice, Remaja
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DESIGNING A BOARD GAME ABOUT

THE EFFECTS OF PARADOX OF CHOICE

Felicia Maureen

ABSTRACT (English)

The phenomenon of the paradox of choice illustrates a condition in which
individuals feel confused and stressed due to the overwhelming number of available
options. For teenagers, especially those growing up in today’s digital era, this effect
is even more pronounced. Teenagers become the group most impacted by this
phenomenon across various aspects of life, ranging from education and career to
lifestyle. The abundance of choices can lead to decision paralysis, which affects a
person’s ability to make decisions. As a preventive measure to avoid this issue, an
information medium that is relevant to teenagers is needed. Teenagers, particularly
Generation Z, tend to have a short attention span and are more attracted to
interactive, fun media with appealing visuals. Therefore, an informational medium
such as a board game can serve as a solution to bridge their understanding of the
paradox of choice in an enjoyable way. The design process uses the methodological
approach from the book Game Design Workshop: A Playcentric Approach to
Creating Innovative Games, 5th edition, written and developed by Tracy Fullerton
(2024). The research applies qualitative methods consisting of FGD, expert
interviews, questionnaires, literature studies, and existing studies. The board game
design is expected to be an effective solution for reaching teenagers, enabling them
to gain a deeper understanding of the paradox of choice phenomenon and to be
better equipped to face high-stakes decisions in the future.

Keywords: Board game, Paradox of Choice, Teenager
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