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PERANCANGAN BOARD GAME “PIXEL PANIC” SEBAGAI MEDIA
PEMBELAJARAN DESAIN KOMUNIKASI VISUAL

ABSTRAK

Penelitian ini merancang board game berjudul "Pixel Panic" sebagai media pembelajaran
Desain Komunikasi Visual (DKV) yang interaktif. Latar belakangnya adalah metode
pembelajaran DKV konvensional yang masih berpusat pada pengajar, sehingga minat belajar,
keterlibatan, dan kreativitas peserta didik cenderung rendah. Media pembelajaran yang
menggabungkan teori dan praktik DKV secara menarik juga masih terbatas, padahal keduanya
idealnya dipelajari secara terpadu agar pemahaman peserta didik lebih menyeluruh. Kondisi
inilah yang melatarbelakangi perancangan "Pixel Panic" sebagai alternatif media pembelajaran
yang lebih kreatif dan komunikatif. Data penelitian dikumpulkan melalui wawancara dengan
pihak program studi DKV mengenai kebutuhan media ajar, observasi langsung proses
perkuliahan, serta studi literatur dan referensi visual sebagai acuan desain. Proses perancangan
dilakukan melalui identifikasi masalah, pengumpulan data, analisis kebutuhan pengguna,
hingga pengembangan konsep desain yang mengintegrasikan materi dasar DKV, seperti
nirmana, warna, dan tipografi, ke dalam mekanisme permainan bergaya pixel art. Hasilnya
adalah board game fisik yang menerapkan pendekatan belajar sambil bermain, sehingga
mendorong partisipasi aktif penggunanya selama proses belajar berlangsung. Target pengguna
board game ini adalah mahasiswa dan calon mahasiswa DKV. Melalui "Pixel Panic", pengguna
dibantu memahami materi DKV, melatih kemampuan berpikir kreatif, dan mengeksplorasi ide
visual sambil bermain. Uji coba kepada pengguna menunjukkan bahwa seluruh responden
setuju board game ini menarik secara visual, dan sebagian besar menilai "Pixel Panic"
berpotensi digunakan sebagai media pengenalan program studi DKV. Perancangan ini
diharapkan dapat menjadi acuan bagi pengembangan media pembelajaran berbasis permainan
di bidang DKV.

Kata kunci: board game, media pembelajaran, desain komunikasi visual, interaktif.
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DESIGN OF THE “PIXEL PANIC” BOARD GAME AS A LEARNING
TOOL FOR VISUAL COMMUNICATION DESIGN

ABSTRACT

This study developed a board game titled “Pixel Panic” as an interactive learning tool for
Visual Communication Design (VCD). The rationale behind this is that conventional VCD
teaching methods remain teacher-centered, resulting in low levels of student interest,
engagement, and creativity. Learning media that effectively combine VCD theory and practice
in an engaging way are also still limited, even though both should ideally be studied in an
integrated manner to ensure students gain a more comprehensive understanding. These
conditions motivated the design of “Pixel Panic” as an alternative learning medium that is
more creative and communicative. Research data was collected through interviews with the
Visual Communication Design program regarding instructional media needs, direct
observation of the lecture process, as well as literature reviews and visual references to inform
the design. The design process involved problem identification, data collection, user needs
analysis, and the development of a design concept that integrates fundamental Visual
Communication Design materials—such as composition, color, and typography—into a pixel
art-style game mechanism. The result is a physical board game that employs a “learn-while-
playing” approach, thereby encouraging active user participation throughout the learning
process. The target audience for this board game is current and prospective Visual
Communication Design (VCD) students. Through “Pixel Panic,” users are helped to
understand VCD course material, practice creative thinking skills, and explore visual ideas
while playing. User testing showed that all respondents agreed the board game is visually
appealing, and the majority believed “Pixel Panic” has the potential to be used as an
introductory tool for the Visual Communication Design program. This design is expected to
serve as a reference for the development of game-based learning media in the field of Visual
Communication Design.

Keywords: board game, learning media, visual communication design, interactive.
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