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PERANCANGAN BOARD GAME

MENGENAI MOTIF TATO DAYAK

(Jose Armando Christian)

ABSTRAK

Adat istiadat merupakan bagian penting dari identitas budaya Indonesia, salah
satunya yang memegang peran kuat yaitu tradisi tato Dayak. Di antara berbagai
tradisi tato adat di Indonesia, tato Dayak memiliki kekhasan berupa kedalaman
makna simbolik serta sistem visual yang konsisten, mencerminkan identitas, kisah
leluhur, mitos, dan perjalanan hidup penggunanya. Namun saat ini praktik dan
pengetahuan tato Dayak di generasi muda mengalami penurunan, yang disebabkan
karena ketertarikan pada motif luar dan larangan dalam pekerjaan. Upaya
pelestarian tato Dayak telah dilakukan melalui acara Tato Iban Bejalai, tetapi
memiliki keterbatasan dalam menjangkau audiens lebih luas. Maka perancangan ini
bertujuan untuk membuat media alternatif berupa board game guna melengkapi dan
menjadi media pendukung dalam upaya pengenalan budaya tato Dayak, khususnya
pada usia 18-25 tahun. Metode yang kemudian digunakan yaitu Design Thinking
dan Mechanics, Dynamics, & Aesthetics (MDA), menghasilkan media utama board
game dan media sekunder Instagram story, blindbox keychain, dan merchandise t-
shirt sebagai media pendukung. Hasil perancangan menunjukkan bahwa board
game menjadi media alternatif yang efektif dalam menarik perhatian para generasi
muda untuk mempelajari budaya tato Dayak melalui strategi visual dan mekanik.
Oleh karena itu, board game hasil rancangan merupakan media alternatif yang
efektif dalam memacu ketertarikan dan menjadi media pengenalan budaya tato
Dayak yang sesuai dengan generasi muda.

Kata kunci: Board Game, Generasi Muda, Tato Dayak
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DESIGNING BOARD GAME ABOUT

DAYAK TATTOO PATTERNS

(Jose Armando Christian)

ABSTRACT (English)

Culture and tradition are an essential part of Indonesia’s cultural identity, one of
the omes that holds a significant role is the Dayak tattoo tradition. Among the
various tattoo traditions in Indonesia, Dayak tattoos are distinguished by their
depth of symbolic meaning and a consistent visual that reflects identity, ancestral
stories, myths, and the life journeys of their wearers. However, in recent times, the
practice and knowledge of Dayak tattoos among younger generations have declined
due to increasing interest in foreign motifs and restrictions related to employment.
Efforts to preserve Dayak tattoo culture have been carried out through events such
as Tato Iban Bejalai, yet these initiatives are limited in reaching a broader
audience. Therefore, this design aims to create an alternative medium in the form
of a board game to complement and support efforts in introducing Dayak tattoo
culture, particularly targeting individuals aged 18—25. The methods employed in
this project include Design Thinking and the Mechanics, Dynamics, & Aesthetics
(MDA) framework, resulting in a primary medium in the form of a board game and
secondary media such as Instagram Stories, blind box keychains, and t-shirt
merchandise as supporting promotional tools. The design outcomes indicate that
board games serve as an effective alternative medium in attracting young audiences
to learn about Dayak tattoo culture through visual strategies and gameplay
mechanics. Therefore, the designed board game proves to be an effective
alternative medium in stimulating interest and serving as an introduction to Dayak
tattoo culture that aligns with younger generations.

Keywords: Board Game, Younger Generations, Dayak Tattoos
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