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PERANCANGAN BOARD GAME MENGENAI KULINER

KUTAI KARTANEGARA

(Maiasya Charmelita Dwinaya)

ABSTRAK

Keberagaman kuliner tersebar di berbagai daerah, salah satunya Kutai
Kartanegara. Namun, kuliner khas daerah ini masih kurang dikenal, dan hal
ini berdampak pada penurunan minat dan pelestarian kuliner tersebut. Selain
itu, media informasi yang ada saat ini masih kurang memiliki daya tarik visual
yang efektif dan tidak interaktif. Hal ini dapat berisiko pada kepunahan
kuliner Kutai Kartanegara. Sebagai solusi, akan dirancang sebuah board
game yang bertujuan untuk meningkatkan pengetahuan masyarakat tentang
kuliner Kutai Kartanegara. Metode penelitian yang digunakan adalah
penelitian kualitatif, dengan metode perancangan Game Design Workshop: A
Playcentric Approach to Creating Innovative Games dari Tracy Fullerton
(2024) yang berfokus pada pembuatan dan evaluasi board game dengan tiga
tahap vyaitu ideation, playtesting, dan prototyping. Hasil penelitian
menunjukkan board game dapat mempermudah pemahaman mengenai
kuliner Kutai Kartanegara dalam menerima informasi dan pengetahuan
masyarakat tentang kuliner Kutai Kartanegara. Sekaligus mendorong
pelestarian kuliner Kutai Kartanegara bagi generasi muda.

Kata kunci: Kutai Kartanegara, Kuliner, Board Game
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BOARD GAME DESIGN ABOUT KUTAI KARTANEGARA

CULINARY

(Maiasya Charmelita Dwinaya)

ABSTRACT (English)

Culinary diversity is spread across various regions, one of which is Kutai
Kartanegara. However, the region's umique cuisine is still relatively
unknown, which has led to a decline in interest and preservation of these
dishes. In addition, the current media lacks effective visual appeal and
interactivity. This could lead to the extinction of Kutai Kartanegara's cuisine.
As a solution, a board game will be designed with the aim of increasing public
knowledge about Kutai Kartanegara cuisine. The research method used is
qualitative research, with design method Game Design Workshop: A
Playcentric Approach to Creating Innovative Games by Tracy Fullerton
(2024), which focused on the creation and evaluation of the board game with
three steps that includes ideation, playtesting, and prototyping. The results
show that board game can facilitate understanding of Kutai Kartanegara
cuising by spreading information easily which results in increasing public
knowledge about it. At the same time, it encourages the preservation of Kutai
Kartanegara’s culinary heritage for the younger generations.

Keywords: Kutai Kartanegara, Culinary, Board Game
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