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PERANCANGAN BOARDGAME MENGENAI RAS ANJING 

UNTUK ANAK SEKOLAH DASAR  

 (Varencia William) 

ABSTRAK 

 

Anjing memiliki keragaman ras dengan ciri fisik dan sifat yang berbeda, namun 

anak sekolah dasar masih kurang memahami hal tersebut karena keterbatasan 

materi pada kurikulum formal. Media pembelajaran yang ada cenderung pasif 

sehingga kurang menarik minat belajar anak. Penelitian ini bertujuan merancang 

boardgame edukatif untuk memperkenalkan ras anjing kepada anak usia 9-12 

tahun. Indikator pemahaman dalam penelitian ini meliputi kemampuan anak 

mengenali perbedaan ras anjing, memahami kebutuhan dasar dan sifat perilaku 

anjing, serta keterlibatan anak dalam proses belajar melalui permainan. Metode 

perancangan meliputi idea, content development, prototype, dan playtest. Data 

diperoleh melalui wawancara, dan focus group discussion agar konten sesuai 

dengan kebutuhan audiens. Hasil perancangan berupa boardgame interaktif dengan 

ilustrasi, rulebook, dan mekanisme permainan kolaboratif yang memperkenalkan 

10 ras anjing umum di Indonesia. Hasil evaluasi playtest menunjukkan bahwa 

tingkat pemahaman aturan dan mekanisme permainan mencapai 92,7%–96,7%, 

sementara aspek visual, komponen, dan keterbacaan memperoleh penilaian 96,0%–

96,7%. Selain itu, indikator pemahaman konten ras anjing dan cara interaksi aman 

memperoleh nilai 94,7%–96,0%, serta keterlibatan dan kesenangan bermain berada 

pada rentang 95,3%–96,0%. Temuan ini menunjukkan bahwa boardgame yang 

dirancang efektif sebagai media pembelajaran alternatif yang interaktif, informatif, 

dan sesuai untuk anak sekolah dasar. 

 
Kata kunci: Boardgame, edukasi, ras anjing, anak sekolah dasar. 
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DESIGNING A BOARDGAME ABOUT DOG BREEDS FOR 

PRIMARY SCHOOL CHILDREN 

 (Varencia William) 

 

ABSTRACT (English) 

 

Dogs have a wide diversity of breeds with different physical characteristics and 

traits; however, elementary school children still have limited understanding of this 

diversity due to the lack of related materials in the formal curriculum. Existing 

learning media tend to be passive, making them less engaging for children. This 

study aims to design an educational board game to introduce dog breeds to children 

aged 9–12 years. The indicators of understanding in this study include children’s 

ability to recognize differences among dog breeds, understand basic needs and 

behavioral traits of dogs, and their level of engagement in the learning process 

through gameplay. The design process consists of the stages of idea development, 

content development, prototyping, and playtesting. Data were collected through 

interviews, focus group discussions, and questionnaires to ensure that the content 

meets the needs of the target audience. The design outcome is an interactive board 

game featuring illustrations, a rulebook, and collaborative game mechanics that 

introduce 10 dog breeds commonly found in Indonesia. Playtest evaluation results 

indicate that the level of understanding of game rules and mechanics ranged from 

92.7% to 96.7%, while visual aspects, components, and text readability received 

scores between 96.0% and 96.7%. In addition, indicators related to understanding 

dog breed content and safe interaction methods scored between 94.7% and 96.0%, 

and player engagement and enjoyment ranged from 95.3% to 96.0%. These findings 

demonstrate that the designed board game is effective as an alternative learning 

medium that is interactive, informative, and suitable for elementary school 

children. 
 

Keywords: board game, education, dog breeds, elementary school children. 
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