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ABSTRAK

Indonesia merupakan salah satu negara yang memiliki keanekaragaman rempah dengan nilai
budaya, sejarah, dan manfaat kesehatan yang tinggi. Namun, pengetahuan anak mengenai jenis,
manfaat, serta pemanfaatan rempah Indonesia masih terbatas sehingga diperluka n media
pembelajaran yang lebih menarik, interaktif, dan sesuai dengan karakteristik anak usia 7 -9 tahun.
Penelitian ini bertujuan merancang board game Aroma Tales: Tales of Rempah sebagai media
pengenalan rempah Indonesia bagi anak usia 7 —9 tahun. Penelitian menggunakan metode Research
and Development (R&D) dengan menerapkan model pengembangan lterative Design yang terdiri
atas tahapan Concept, Prototype, Playtesting, Evaluation, dan Final Design. Teknik pengumpulan
data meliputi observasi, wawancara, kuesioner, dokumentasi, dan studi pustaka. Hasil penelitian
berupa board game edukatif yang mengintegrasikan materi pengenalan rempah ke dalam
mekanisme permainan sehingga anak dapat mengenal jenis rempah, manfaat, serta penggunaannya
dalam makanan dan minuman tradisional melalui aktivitas bermain. Hasil playtesting menunjukkan
bahwa board game mampu meningkatkan pengetahuan dasar anak mengenai rempah Indonesia serta
memperoleh respons yang positif da ri pengguna. Meskipun anak masih memerlukan pendamping
dalam memahami aturan permainan dan membaca beberapa kartu, mereka menunjukkan antusiasme
yang tinggi selama proses bermain. Dengan demikian, board game Aroma Tales: Tales of Rempah
dapat menjadi media pengenalan rempah Indonesia yang menarik, interaktif, dan sesuai dengan
karakteristik anak usia 7-9 tahun.

Kata kunci : Board Game, Rempah-rempah, Media Edukasi, Anak usia 7-9 tahun
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ABSTRACT

Indonesia is one of the world's richest countries in spice diversity, possessing significant cultural,
historical, and health values. However, children's knowledge of Indonesian spices, including their
types, benefits, and uses, remains limited. Therefore, an engaging, interactive, and age-appropriate
educational medium is needed for children aged 7 -9 years. This study aims to design the Aroma
Tales: Tales of Rempah board game as an educational medium for introducing Indonesian spices
to children aged 7-9 years. The study employed the Research and Development (R&D) method using
the Iterative Design development model, which consists of the stages of Concept, Prototype,
Playtesting, Evaluation, and Final Design. Data were collected through observation, interviews,
questionnaires, documentation, and literature review. The result of this study is an educational
board game that integrates knowledge of Indonesian spices into game mechanics, enabling children
to learn about the types, benefits, and uses of spices in traditional Indonesian foods and beverages
through play-based activities. The playtesting results indicate that the board game improved
children's basic knowledge of Indonesian spices and received positive responses from the
participants. Although children still required guidance to understand the game rules and read
several cards, they showed high enthusiasm throughout the gameplay. Therefore, the Aroma Tales:
Tales of Rempah board game can serve as an engaging, interactive, and age-appropriate
educational medium for introducing Indonesian spices to children aged 7 -9 years.

Keyword : Boardgame, Spices, Educational Media, children aged 7-9 years
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