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ABSTRAK  

 

Indonesia memiliki kekayaan budaya yang sangat beragam, salah satunya adalah 

pakaian adat dari setiap daerah. Namun, di tengah arus globalisasi dan budaya populer, generasi 

muda cenderung melupakan keberadaan pakaian adat daerah mereka sendiri. Berdasarkan 

survei terhadap remaja usia 19–22 tahun, ditemukan bahwa sebagian besar dari mereka tidak 

mengetahui dengan lengkap jenis, nama, dan asal pakaian adat di Indonesia, meskipun 

menyadari pentingnya pelestarian budaya tersebut. Untuk itu, diperlukan pendekatan edukatif 

yang menyenangkan dan interaktif agar generasi muda tertarik mengenal budaya Nusantara, 

salah satunya melalui media permainan. 

 

Perancangan ini menggunakan metode kualitatif dan kuantitatif, dengan pengumpulan 

data melalui observasi, wawancara dengan ahli board game dan ilustrator, serta penyebaran 

kuisioner kepada target audiens. Selain itu, dilakukan analisis data seperti consumer insight, 

consumer journey, dan analisis TOWS untuk merumuskan kebutuhan dan perilaku target. 

 

Hasil dari analisis data menghasilkan sebuah board game berjudul WASTRANESIA 

“Jejak Pakaian Nusantara” yang dirancang dengan konten edukatif mengenai 14 pakaian adat 

Indonesia. Board game ini terdiri dari papan permainan, pion karakter, kartu permainan, buku 

panduan, serta elemen visual seperti ilustrasi pakaian adat yang dirancang dengan gaya semi-

realis sesuai minat remaja. Konsep desain mengedepankan edukasi budaya melalui pendekatan 

yang menyenangkan, interaktif, dan mudah dipahami. 

 

Dengan adanya permainan papan ini, diharapkan dapat menjadi salah satu media 

edukasi yang efektif dalam memperkenalkan kembali nilai-nilai budaya kepada generasi muda. 

Permainan ini tidak hanya meningkatkan pengetahuan dan apresiasi terhadap pakaian adat, 

tetapi juga mendorong pelestarian budaya secara partisipatif dan menyenangkan. 

 

Kata Kunci : permainan papan, edukasi, pakaian adat, budaya, remaja 
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ABSTRACT 

 

Indonesia is rich in cultural diversity, one of which is the traditional clothing unique to 

each region. However, in the midst of globalization and the rise of popular culture, younger 

generations tend to overlook the existence and significance of their own traditional attire. 

Based on a survey conducted among youths aged 19–22, the majority were found to lack 

complete knowledge regarding the types, names, and origins of traditional clothing in 

Indonesia—despite recognizing its importance in cultural preservation. Therefore, an 

engaging and interactive educational approach is needed to spark interest among youths in 

exploring the richness of Indonesian culture, one of which can be achieved through games. 

 

This design project uses both qualitative and quantitative methods, collecting data 

through observations, interviews with board game experts and illustrators, as well as 

distributing questionnaires to the target audience. Further analysis includes consumer 

insights, consumer journeys, and TOWS analysis to determine the needs and behaviors of the 

target users. 

 

The result of this analysis is a board game titled WASTRANESIA: “Jejak Pakaian 

Nusantara” designed with educational content about 14 types of traditional Indonesian 

clothing. The board game consists of a game board, character pawns, playing cards, a rule 

book, and visual elements such as semi-realistic illustrations of traditional clothing tailored to 

the interests of young people. The design concept emphasizes cultural education through a fun, 

interactive, and accessible approach. 

 

This board game is expected to become an effective educational medium for 

reintroducing cultural values to younger generations. It not only enhances their knowledge 

and appreciation of traditional clothing but also promotes cultural preservation in a 

participatory and enjoyable way. 

 

Keywords : board game, education, traditional clothing, culture, youth
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