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ABSTRACT

. Time with family is hard to come by when parents are busy
working, making parents pay less attention to the importance of
inviting their children to play games. Parents should set aside some of
their time to get together and play games together. There are many
benefits from playing with children, one of which is that the
relationship between parents and children will be closer and they can
learn to work together. The more time you spend with your family, the
stronger the bonds that are formed to get to know each other's
characters better, and can train children's abilities. One medium that
can increase harmony in the family is a board game. Board Game is a
type of game in which one of the components is a square sheet like a
board whose materials can vary, but generally made of thick
cardboard, such as Monopoly, Chess, Ludo and Snakes and Ladders.

Cases that occur are fraud, extortion, sexual harassment, and
cause mental health problems. Based on these problems, the author
designed a social campaign that aims to educate people in Palembang
City to be wiser in using social media. The author conducted a case
study by applying the design thinking design method as data analysis
to overcome these problems and using the 5W + 1H method (what,
why, who, where, why, how). The design media to be used are digital
education books, starter dating boxes for women and men, other
information media such as posters and Instagram and supporting
media such as notebooks, tumblr bottles, classic glass, mading,
stickers, classic clocks, aromatherapy candles and calendars.

Keywords: Harmonious Family, Board Game, Game
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ABSTRAK

Waktu Bersama keluarga memang sulit didapatkan jika orang tua
sibuk bekerja, membuat orang tua kurang memperhatikan pentingnya
mengajak anak bermain game. Orang tua harus menyisihkan sedikit
waktu mereka untuk berkumpul dan bermain game bersama. Banyak
manfaat dari bermain dengan anak, salah satunya hubungan orang tua
dan anak akan semakin erat dan bisa belajar bekerja sama. Semakin
sering menghabiskan waktu bersama keluarga maka semakin kuat
ikatan yang terbentuk untuk lebih mengenal karakter masing-masing,
dan bisa melatih kemampuan anak. Salah satu media yang bisa
meningkatkan keharmonisan dalam keluarga adalah Board Game.
Board Game adalah suatu jenis permainan yang salah satu
komponennya adalah lembaran persegi seperti papan yang bahannya
bisa bermacam-macam, tapi umumnya dari karton tebal, seperti
Monopoli, Catur, Ludo, dan Ular Tangga.

Board Game adalah Permainan yang cocok untuk dimainkan bersama
seluruh anggota keluarga, dan dapat membantu dalam meningkatkan
keharrmonisan keluarga. Perancangan Board Game yang akan
dirancang adalah Board Game yang dapat di mainkan bersama anggota
keluarga yang bertujuan untuk meningkatkan keharmonisan dalam
keluarga dengan memberikan hukuman-hukuman di setiap kartu yang
di dapatkan anggota pemain kertika bermain Board Game tersebut.
Hukuman yang diberikan mengandung hal positif bagi setiap pemain.

Kata Kunci: Keluarga Harmonis, Board Game, Permainan
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