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PERENCANAAN CARD GAME “KLOP-IN” SEBAGAI MEDIA 

PEMBELAJARAN UNTUK KOMUNITAS PEMANDU 
EKOWISATA SUKAGALIH DI DESA CIPEUTEUY 

KABUPATEN SUKABUMI 

Vanesa Rafael Rahmadani 

ABSTRAK 
 

Proses belajar tidak hanya secara teoritis saja namun bisa dilakukan dengan 
cara dan media yang lebih menyenangkan serta interaktif, salah satunya 
dengan menggunakan kartu permainan edukatif. Perancangan ini dilakukan 
sebagai respons terhadap kebutuhan dari Komunitas Pemandu Ekowisata 
Sukagalih di Desa Cipeuteuy yang belum memiliki media belajar alternatif 
terkait materi tour guiding dan penanganan medis darurat. Tujuan dari 
perancangan dan penelitian ini ialah untuk menghasilkan media belajar 
berupa kartu permainan bernama KLOP-IN yang edukatif dan interaktif bagi 
Komunitas Pemandu Ekowisata Sukagalih dengan memuat pengetahuan 
terkait tour guiding dan penanganan medis darurat ketika trekking. Referensi 
dari karya-karya terdahulu, observasi langsung, diskusi dengan warga lokal, 
dan bimbingan dengan dosen ahli merupakan beberapa proses perancangan 
yang dilakukan. Evaluasi dilakukan dengan menggunakan pre-test post-test, 
yang hasilnya menunjukkan bahwa kartu permainan KLOP-IN mampu 
berdampak meningkatkan pemahaman Komunitas pemandu Ekowisata 
Sukagalih terhadap materi tour guiding dan penolongan medis darurat. 

 
Kata kunci: Desa Cipeuteuy, Ekowisata, Kartu permainan, Komunitas,  
Media Pembelajaran. 
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DESIGNING THE KLOP-IN CARD GAME AS A LEARNING 

TOOLS FOR THE SUKAGALIH ECOTOURISM GUIDE 
COMMUNITY IN CIPEUTEUY VILLAGE SUKABUMI REGENCY 

 
Vanesa Rafael Rahmadani 

ABSTRACT 
 

The learning process is not only theoretical but can also be carried out in a 
more enjoyable and interactive way, one of which is by using educational 
playing cards. This design was created in response to the needs of the 
Sukagalih Ecotourism Guide Community in Cipeuteuy Village, which did not 
have alternative learning media related to tour guiding and emergency 
medical response. The purpose of this design and research is to produce a 
learning medium in the form of an educational and interactive card game 
called KLOP-IN for the Sukagalih Ecotourism Guide Community, containing 
knowledge related to tour guiding and emergency medical response during 
trekking. References from previous works, direct observation, discussion with 
local residents, and guidance from expert lecturers were some of the design 
processes carried out. Evaluation was conducted using a pre-test and post- 
test, the results of which showed that the KLOP-IN card game were able to 
increase the Sukagalih Ecotourism Guide Community’s understanding of 
tour guiding and emergency medical response. 

 
Keywords: Card Game, Cipeuteuy Village, Community, Ecotourism, Learning Media,  



x 
 

Perancangan Card Game..., Vanesa Rafael Rahmadani, Universitas Multimedia 
Nusantara 

 

 
DAFTAR ISI 

HALAMAN PERNYATAAN TIDAK PLAGIAT ............................................. ii 

HALAMAN PENGESAHAN .............................................................................. iii 

HALAMAN PERNYATAAN PENGGUNAAN BANTUAN KECERDASAN 
ARTIFISIAL (AI) ................................................................................................ iv 

HALAMAN PERSETUJUAN PUBLIKASI KARYA ILMIAH ....................... v 

KATA PENGANTAR .......................................................................................... vi 

ABSTRAK ........................................................................................................... viii 

ABSTRACT ............................................................................................................ ix 

DAFTAR ISI .......................................................................................................... x 

DAFTAR TABEL ................................................................................................ xii 

DAFTAR GAMBAR .......................................................................................... xiii 

DAFTAR LAMPIRAN ....................................................................................... xv 

BAB I PENDAHULUAN ..................................................................................... 1 

1.1 Latar Belakang Penelitian .................................................................... 1 

1.2 Tujuan Karya ........................................................................................ 9 

1.3 Kegunaan Karya .................................................................................... 9 

1.3.1 Kegunaan Akademis ......................................................................... 9 

1.3.2 Kegunaan Praktis .............................................................................. 9 

1.3.3 Kegunaan Sosial .............................................................................. 10 

BAB II TINJAUAN PUSTAKA ........................................................................ 11 

 Referensi Karya .................................................................................. 11 

 Landasan Konsep ................................................................................ 17 

2.2.1 Komunikasi Pendidikan ..................................................................17 

2.2.2 Komunikasi Pembangunan Berkelanjutan....................................17 

2.2.3 Media Pembelajaran ........................................................................ 18 

2.2.4 Jenis – Jenis Media Pembelajaran ................................................. 19 

2.2.5 Tujuan Penggunaan Media Dalam Pembelajaran ....................... 19 

2.2.6 Kartu Permainan Sebagai Media Pembelajaran .......................... 20 

2.2.7 Game-Based Learning ...................................................................... 20 



xi 
 

Perancangan Card Game..., Vanesa Rafael Rahmadani, Universitas Multimedia 
Nusantara 

 

2.2.8 Teori Difusi Inovasi ......................................................................... 20 
2.2.9 Konsep Desain Kartu Permainan .................................................. 23 
2.2.10 Metode Design Thinking Bruce Archer ........................................ 25 

BAB III METODOLOGI PERANCANGAN KARYA ................................... 26 

3.1 Tahapan Pembuatan ............................................................................ 26 

3.1.1 Metode Pengumpulan Data ................................................................. 26 

3.1.2 Metode Perancangan Karya ................................................................ 28 

3.1.2.1 Proses Empathize ............................................................................... 28 

3.1.2.2 Proses Define ..................................................................................... 29 

3.1.2.3 Proses Ideate ...................................................................................... 29 

3.1.2.4 Proses Prototype ................................................................................. 30 

3.1.2.5 Proses Test .......................................................................................... 31 

3.3 Rencana Anggaran ................................................................................ 32 

3.4 Target Luaran/Publikasi/HKI ............................................................... 33 

BAB IV STRATEGI DAN ANALISIS PERANCANGAN .............................. 34 

4.1 Strategi Perancangan ........................................................................... 34 

4.2 Implementasi Karya ............................................................................. 56 

4.3 Evaluasi ................................................................................................. 68 

4.3.1 Hasil Pre-Test .................................................................................... 68 

4.3.2 Hasil Post-Test .................................................................................. 72 

4.3.3 Evaluasi dari Pihak Dosen..............................................................80 

BAB V KESIMPULAN SARAN ........................................................................ 78 

5.1 Kesimpulan ........................................................................................... 78 

5.2 Saran ...................................................................................................... 79 

5.2.1 Saran Akademis ................................................................................... 79 

5.2.2 Saran Praktis ........................................................................................ 79 



xii 
 

Perancangan Card Game..., Vanesa Rafael Rahmadani, Universitas Multimedia 
Nusantara 

 

 
DAFTAR TABEL 

 
Tabel 2.1 Referensi Karya Terdahulu .................................................................... 14 
Tabel 2.2 Elemen Penerapan Teori Difusi Terkait Kartu KLOP-IN ..................... 22 
Tabel 3.1 Rencana Anggaran Biaya KLOP-IN ..................................................... 33 
Tabel 3.2 Jadwal Publikasi Konten KLOP-IN ...................................................... 33 
Tabel 4.1 Ilustrasi Kartu Permainan KLOP-IN ..................................................... 43 
Tabel 4.2 Jadwal Publikasi Konten KLOP-IN ...................................................... 63 
Tabel 4.3 Tabel Realisasi Anggaran Pengeluaran ................................................. 67 
Tabel 4.4 10 Perwakilan Pengerjaan pre-test dan post-test ................................... 68 
Tabel 4.5 Hasil Pre-Test ........................................................................................ 70 
Tabel 4.6 Hasil Post-Test ...................................................................................... 74 
Tabel 4.7 Hasil Post-Test ...................................................................................... 75 



xiii 
 

Perancangan Card Game..., Vanesa Rafael Rahmadani, Universitas Multimedia 
Nusantara 

 

 
DAFTAR GAMBAR 

Gambar 1.1 Contoh Penyuluhan di Desa ................................................................. 2 
Gambar 1.2 Contoh Kartu Permainan ...................................................................... 3 
Gambar 1.3 Buku Pituduh Ekowisata Sukagalih ...................................................... 6 
Gambar 1.4 Buku Jejak Aman di Ekowisata Sukagalih ........................................... 7 
Gambar 2.2 Klasifikasi Media (Anderson, 1976) .................................................. 19 
Gambar 2.3 Saluran Komunikasi Proses Keputusan Inovasi ................................. 21 
Gambar 2.4 Diagram Warna .................................................................................. 24 
Gambar 2.5 Color Palette Kartu KLOP-IN ............................................................ 24 
Gambar 2.6 Contoh Tipografi atau Font ................................................................ 25 
Gambar 2.7 Contoh Ilustrasi Kartu KLOP-IN ....................................................... 25 
Gambar 2.8 Tahapan Kerja Design Thinking ......................................................... 26 
Gambar 3.1 Metodologi Design Thinking Bruce Archer ....................................... 28 
Gambar 3.2 Referensi Kartu Permainan Warung Wars ......................................... 30 
Gambar 3.3 Ilustrasi Awal Kartu Permainan KLOP-IN ........................................ 31 
Gambar 3.4 Kerangka Perancangan Kartu Permainan KLOP-IN .......................... 32 
Gambar 4.1 Dokumentasi FGD dengan Warga Lokal ........................................... 36 
Gambar 4.2 Dokumentasi Observasi Langsung ..................................................... 38 
Gambar 4.3 Color Pallete KLOP-IN ...................................................................... 41 
Gambar 4.4 Tipografi Logo KLOP-IN .................................................................. 42 
Gambar 4.5 Tipografi Penjelasan Kartu KLOP-IN ................................................ 42 
Gambar 4.6 Karti Kelompok Medis Luka Berdarah .............................................. 43 
Gambar 4.7 Kartu Kelompok Medis Gigitan Serangga ......................................... 44 
Gambar 4.8 Kartu Kelompok Medis Luka Memar ................................................ 44 
Gambar 4.9 Kartu Kelompok Medis Kepanasan ................................................... 45 
Gambar 4.10 Kartu Kelompok Medis Dehidrasi ................................................... 46 
Gambar 4.11 Kartu Kelompok Lokasi Titik Kumpul Awal .................................. 47 
Gambar 4.12 Kartu Kelompok Lokasi Titik Hutan Damar .................................... 47 
Gambar 4.13 Kartu Kelompok Lokasi Titik Pos Satu ........................................... 48 
Gambar 4.14 Kartu Kelompok Lokasi Titik Goa Pak Padni ................................. 49 
Gambar 4.16 Meeting dengan Ilustrator ................................................................ 50 
Gambar 4.15 Kartu Kelompok Lokasi Titik Perkebunan dan Sawah .................... 50 
Gambar 4.17 Packaging Kartu KLOP-IN .............................................................. 52 
Gambar 4.18 Petunjuk Permainan KLOP-IN ......................................................... 53 
Gambar 4.19 Dokumentasi Uji Coba dengan Dosen Ahli ..................................... 54 
Gambar 4.20 Chat dengan Dosen Ahli .................................................................. 55 
Gambar 4.21 Dokumentasi Uji Coba dengan Komunitas ...................................... 56 
Gambar 4.22 Dokumentasi Hari Briefing .............................................................. 57 
Gambar 4.23 Postingan Feeds Materi Promosi KLOP-IN ..................................... 58 



xiv 
 

Perancangan Card Game..., Vanesa Rafael Rahmadani, Universitas Multimedia 
Nusantara 

 

Gambar 4.24 Postingan Video Teaser KLOP-IN ................................................... 59 
Gambar 4.25 Postingan Konten Media Sosial KLOP-IN ...................................... 60 
Gambar 4.26 Poster Memperkenalkan KLOP-IN .................................................. 61 
Gambar 4.27 Postingan Konten Recap Keseruan KLOP-IN ................................. 62 
Gambar 4.28 Konten Testimoni Bermain KLOP-IN ............................................. 63 
Gambar 4.29 Dokumentasi Acara Eko-Siaga ........................................................ 64 
Gambar 4.30 Rundown Eko-Siaga ......................................................................... 65 
Gambar 4.31 Dokumentasi Menjelaskan KLOP-IN .............................................. 66 
Gambar 4.32 Dokumentasi Pemandu Bermain KLOP-IN ..................................... 67 
Gambar 4.33 Dokumentasi Pembagian Hadiah Apresiasi ..................................... 67 
Gambar 4.34 Dokumentasi Pengerjaan Post-Test .................................................. 68 
Gambar 4.35 Dokumentasi Foto Bersama ............................................................. 69 
Gambar 4.36 Lembar Pre-Test ............................................................................... 71 
Gambar 4.37 Lembar Post-Test ............................................................................. 75 



xv 
 

Perancangan Card Game..., Vanesa Rafael Rahmadani, Universitas Multimedia 
Nusantara 

 

DAFTAR LAMPIRAN 

Lampiran 1 Pengecekan Hasil Turnitin ................................................................. 83 
Lampiran 2 Lembar Bimbingan Final Project ....................................................... 86 
Lampiran 3 Formulir Penggunaan Perangkat Kecerdasan Artificial ..................... 87 
Lampiran 4 Surat Izin Penggunaan Logo LATIN ................................................. 88 
Lampiran 5 Surat Izin Penggunaan Logo Ekowisata Sukagalih ........................... 89 
Lampiran 6 Surat Permohonan Izin Liputan dan Wawancara ............................... 90 
Lampiran 7 Hasil Karya Kartu Permainan KLOP-IN ........................................... 91 
Lampiran 8 Dokumentasi Proses Perancangan KLOP-IN .................................... 92 


	93393cba98733778ac9314926c841fc1dd432c45f947adbbcc97a4efe3e5110e.pdf

