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PERANCANGAN BOARD GAME MENGENAI 

PENGELOLAAN UANG DALAM MENGATASI HEDONISME 

BAGI GEN Z 

 (Raina Areta Ananda) 

ABSTRAK 
 

Gen z dimana yang merupakan kelahiran diantara tahun 1997 sampai 2012, mereka 
tumbuh di era digital dengan kemudahan akses informasi, namun menghadapi 
tantangan dalam pengelolaan keuangan. Permasalahan utama dari perilaku 
hedonisme ini berfokus pada gaya hidup yang bersenang-senang atau berfoya-foya 
tanpa mempertimbangkan konsekuensi di masa depan/ jangka panjang. 
Permasalahan ini lebih melonjak tinggi dengan adanya presensi dari media sosial 
yang mendorong tinggi tingkat konsumerisme. Penelitian ini mengusulkan desain 
board game sebagai solusi interaktif untuk meningkatkan pemahaman finansial 
keuangan mereka.Untuk mengatasi masalah ini, diperlukan pendekatan kreatif dan 
menarik, salah satunya melalui media pembelajaran berbasis board game. Dengan 
menggunakan metode perancangan Game Design Workshop: A Playcentric 
Approach to Creating Innovative Games fifth edition oleh Tracy Fullerton. Metode 
pengumpulan data yang digunakan terdiri dari wawancara, kuesioner, studi 
eksisting dan studi referensi. Pada perancangan board game ini akan diuji melalui 
user testing kepada target audiens mahasiswa gen Z. Diharapkan hasil perancangan 
ini dapat lebih memahami pentingnya perencanaan mengelola keuangan yang 
menghindari perilaku hedonisme, dan membangun kebiasaan finansial yang lebih 
sehat bagi masa depan mereka. 

 

Kata kunci: Hedonisme, Pengelolaan Uang, Board game, Gen z 
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BOARD GAME DESIGN ABOUT MONEY MANAGEMENT TO 

OVERCOME HEDONISM AMONG GEN Z  

 (Raina Areta Ananda) 

 

ABSTRACT (English) 
 

Generation Z (Gen Z) which was born in 1997 and 2012, grew up in the digital era 
with easy access to information, but faces challenges in financial management. The 
main problem of this hedonistic behavior focuses on a lifestyle that is for fun or 
extravagant without considering the consequences in the future/long term. This 
problem is even higher with the presence of social media which encourages high 
levels of consumerism. This study proposes a board game design as an interactive 
solution to improve their financial understanding. To overcome this problem, a 
creative and interesting approach is needed, one of which is through board game-
based learning media. With using the design method of Game Design Workshop: A 
Playcentric Approach to Creating Innovative Games, fifth edition by Tracy 
Fullerton. The data collection methods used consist of interviews, questionnaires, 
existing studies, and reference studies. In this board game design, it will be tested 
through user testing on the target audience of Gen Z students. It is hoped that the 
results of this design can better understand the importance of financial planning 
that avoids hedonistic behavior, and builds healthier financial habits for their 
future. 

 

Keywords: Hedonism, Financial management, board game, Generation Z 
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