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ABSTRACT 

This study aims to design an educational board game titled “Cublak-Cublak Suweng” 
for adolescent self-confidence awareness. The game integrates elements of traditional 
Javanese life with social interaction mechanics to create a fun and reflective learning 
experience. A mixed methods approach was employed, combining qualitative and 
quantitative methods through observation, interviews, and questionnaires. The 
findings show that students became more active in communication, more confident in 
expressing their opinions, and more engaged during the gameplay sessions. Student 
feedback also indicated that the board game encouraged participation and had strong 
potential as a culturally based educational tool to support students’ personal 
development. 
 
Keywords: self-confidence, board game design, educational board game. 

 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 
 

x 
 

ACKNOWLEDGEMENT 

 
First of all, the author would like to express gratitude for the presence of the 

Almighty God, Allah Subhanahu wa Ta'ala, for all the countless blessings and 
guidance which have answered one by one the prayers offered during the joys and 
sorrows of writing this thesis. 
 

The author also sends deepest gratitude for the continuous support, prayers, 
and love from two beloved parents, namely Mr. Muhammad Rozak and Mrs. Lilik 
Mulyati, my beloved brothers, and all my family provided best support. 

 
The author also expresses the highest gratitude to the parties and institutions 

who have assisted the author in the process of completing this project: 
1. To the beloved President University campus, as an institution that has provided 

a lot of learning and opportunities for the author to complete this thesis. 
2. All Visual Communication Design lecturers who have provided valuable 

knowledge and lessons to the author. 
3. To Mrs. Fransiska Rachel and Mr. A.M. Hermanto Laksana for their 

invaluable advice, support, and togetherness as supervisors during the thesis 
work. 

4. To friends, Najla, Mayuki, Taufik, and Firra, for the help they have provided 
while the author was working on this thesis. 

5. Sir Isa Rachmad Akbar and Mrs. Kara Handali, for the input and direction that 
was very helpful in developing this board game.  

6. 7th grade students of SMPIT An-Nur Al-Musthafa has been willing to provide 
the opportunity to the author to be able to user testing 

7. All VCD 2020 friends for all the sweet memories, support, and laughter shared. 
8. To related parties who are willing to assist in carrying out interviews conducted 

for this thesis project. 
9. For myself, thank you for being willing to work hard to complete this final 

project, thank you for always trying your best. 
 
 

The author realizes that this thesis may still be far from perfection, but the author 
hopes that this hard work can become learning material or a reference for other written 
works and can be useful for related educational progress. Finally, the author would 
like to thank all those who have helped a lot. 

 

 
 
 
 
 
 



 
 

xi 
 

TABLE OF CONTENT 

 
PANEL OF EXAMINER APPROVAL ........................................................................................................... ii 
STATEMENT OF ORIGINALITY ............................................................................................................... iii 
SCIENTIFIC PUBLICATION APPROVAL ............................................................................................... iv 
FOR ACADEMIC INTEREST ....................................................................................................................... iv 
ADVISOR APPROVAL ..................................................................................................................................... v 
FOR JOURNAL/INSTITUTION’S REPOSITORY .................................................................................... v 
Designing  Board Game for Self-Confidence Awareness Using the Kummara Game 
Design Process ............................................................................................................................................... vi 
TURNITIN PLAGIARISM RESULT .......................................................................................................... vii 
GPTZERO AI PLAGIARISM CHECK ....................................................................................................... viii 
ABSTRACT ........................................................................................................................................................ ix 
ACKNOWLEDGEMENT ................................................................................................................................. x 
TABLE OF CONTENT .................................................................................................................................... xi 
LIST OF TABLES .......................................................................................................................................... xiii 
LIST OF FIGURE ........................................................................................................................................... xiv 
CHAPTER I ......................................................................................................................................................... 1 
INTRODUCTION .............................................................................................................................................. 1 

1.1. Background .................................................................................................................................. 1 
1.2. Specific Problem Identified ................................................................................................... 4 
1.3. Target User Profile .................................................................................................................... 4 
1.4. Project Objectives ...................................................................................................................... 5 

CHAPTER II ........................................................................................................................................................ 6 
LITERATURE REVIEW .................................................................................................................................. 6 

2.1. Board Game Theory .......................................................................................................................... 6 
2.1.1. Board Game Design Theory .................................................................................................. 6 
2.1.2 Board Game Design Process............................................................................................. 8 
2.1.3 Theory of Color ................................................................................................................... 10 
2.1.4 Theory of Illustration in Boardgame Design .......................................................... 14 
2.1.5 Theory of Typography in Boardgame Design ........................................................ 17 
2.1.6 Theory of Self-Confidence .............................................................................................. 22 

2.2. Previous Study ................................................................................................................................. 25 
2.2.1 Waroong Wars .................................................................................................................... 25 
2.2.2 Kakak Teladan .................................................................................................................... 26 
2.2.3 Exploding Kittens .............................................................................................................. 27 

2.3. Theorical Framework ................................................................................................................... 29 



 
 

xii 
 

CHAPTER III ................................................................................................................................................... 30 
METHODOLOGY ........................................................................................................................................... 30 

3.1. Design Research Method ..................................................................................................... 30 
3.2.  Chart Flow ................................................................................................................................ 31 
3.3. Scope and Limitation ............................................................................................................. 32 
3.4. Data Collection ......................................................................................................................... 32 
3.5. Measurement ............................................................................................................................ 37 
3.6. Data Analyisis ........................................................................................................................... 37 

3.6.1. Interview Insight. .............................................................................................................. 37 
3.6.2. Questionnaire Insight ...................................................................................................... 39 

3.7. Research Outcome .................................................................................................................. 41 
CHAPTER IV ................................................................................................................................................... 43 
PROJECT DEVELOPMENT AND RESULT ............................................................................................ 43 

4.1 Project Design Solution ........................................................................................................ 43 
4.2 Significance of Project ........................................................................................................... 43 

3.7.1. Economical Value .............................................................................................................. 43 
3.7.2. Non-Economic Value ........................................................................................................ 44 

4.3 Design Execution ..................................................................................................................... 44 
3.7.3. Design Process .................................................................................................................... 44 

4.4 Design Outcome ....................................................................................................................... 61 
3.7.4. Main Design .......................................................................................................................... 61 
3.7.5. Supporting Design ............................................................................................................. 74 

Table 4.  12 Types of Bookmark ........................................................................................................ 78 
4.4 Financial Statement ............................................................................................................... 82 
4.5 User Testing .............................................................................................................................. 82 

3.7.6. User Testing Outcome ..................................................................................................... 86 
CHAPTER V ..................................................................................................................................................... 87 
CONCLUSION AND RECOMMENDATION ........................................................................................... 87 

5.1.  Conclusion ........................................................................................................................................ 87 
5.2.   Recommendation ......................................................................................................................... 88 
5.3.   Limitation and Future Plan ...................................................................................................... 88 

REFERENCES ................................................................................................................................................. 89 
APPENDIX ....................................................................................................................................................... 92 
 

 

 

 



 
 

xiii 
 

LIST OF TABLES 

Table 1. 1 Demographic Primary Target User ............................................................ 4 
Table 1. 2 Demographic Secondary Target User ........................................................ 5 
Table 2. 1 Color Theory ............................................................................................ 11 
Table 2. 2 Color Harmony ......................................................................................... 12 
Table 2. 3 Classification of Typefaces ...................................................................... 18 
Table 2. 4 Variation of Typefaces ............................................................................. 20 
Table 2. 5 SWOT Waroong Wars ............................................................................. 26 
Table 2. 6 SWOT Kakak Teladan ............................................................................. 27 
Table 2. 7 SWOT Exploding Kittens ........................................................................ 28 
Table 3. 1 Interviewee’s Profile ................................................................................ 32 
Table 3. 2 Questionnaire Respondents profile .......................................................... 33 
Table 3. 3 Interview with Game Designer ................................................................ 33 
Table 3. 4 Interview with Adolescent Psychologist .................................................. 34 
Table 3. 5 Interview with Teenagers ......................................................................... 34 
Table 3. 6 Interview with Teacher ............................................................................. 35 
Table 3. 7 Questionnaire with Students .................................................................................. 35 
Table 4. 1 Project Design Solution ............................................................................ 43 
Table 4. 2 Playtest 1 .................................................................................................. 45 
Table 4. 3 In-Game Questions of Playtest 1 .............................................................. 46 
Table 4. 4 Feedback of Playtest 1 .............................................................................. 47 
Table 4. 5 Name of Role Card ................................................................................... 63 
Table 4. 6 Types of Token ......................................................................................... 66 
Table 4. 7 Rulebook .................................................................................................. 67 
Table 4. 8 Moderator Script ...................................................................................... 70 
Table 4. 9 Logo Explanation ..................................................................................... 72 
Table 4. 10 Answer Key Book .................................................................................. 73 
Table 4. 11 Types of Memopad ................................................................................. 74 
Table 4. 12 Types of Bookmark ................................................................................ 78 
Table 4. 13 Financial Statement ................................................................................ 82 
Table 4. 14 User Testing ........................................................................................... 83 
Table 4. 15 Initial Session ......................................................................................... 84 
Table 4. 16 User Testing Interview ........................................................................... 85 
 
 
 
 
 
 
 
 
 
 
 



 
 

xiv 
 

LIST OF FIGURE 

Figure 2. 1 Knucklebone Dice of Greece/Thrace, 3rd century BC ............................. 6 
Figure 2. 2 Board Game Design Theory by Hawkinson ............................................. 7 
Figure 2. 3 Player Based Dynamics by Hawkinson .................................................... 7 
Figure 2. 4 Game Based Dynamics by Hawkinson ..................................................... 8 
Figure 2. 5 Game Design Process by Kummara.......................................................... 8 
Figure 2. 6 Color Wheel ............................................................................................ 11 
Figure 2. 7 Character Illustration  by Seung Uk Hong, 2017 .................................... 15 
Figure 2. 8 Spot Illustration by Sweta Saraswat, 2022.............................................. 16 
Figure 2. 9 Icon Illustration by Anditya Creative, 2024 ........................................... 16 
Figure 2. 10 Pattern Illustration by Isadora Zeferino, 2020 ...................................... 17 
Figure 2. 11 Theorical Framework .............................................................................29 
Figure 3. 1 Chart Flow .............................................................................................. 31 
Figure 3. 2 Pie Chart .................................................................................................. 40 
Figure 4. 1 Game Design Canvas .............................................................................. 44 
Figure 4. 2 Playtest 2 ................................................................................................. 45 
Figure 4. 3 Art Style References ............................................................................... 48 
Figure 4. 4 Color Pallete ............................................................................................ 48 
Figure 4. 5 Amarante Regular ................................................................................... 48 
Figure 4. 6 EB Garamond .......................................................................................... 49 
Figure 4. 7 Board ....................................................................................................... 50 
Figure 4. 8 Role Cards ............................................................................................... 51 
Figure 4. 9 Self-Confidence Cards ............................................................................ 52 
Figure 4. 10 Token .................................................................................................... 53 
Figure 4. 11 Eye Mask .............................................................................................. 53 
Figure 4. 12 Drawstring Pouch .................................................................................. 54 
Figure 4. 13 Coin ....................................................................................................... 54 
Figure 4. 14 Timer ..................................................................................................... 55 
Figure 4. 15 Box ........................................................................................................ 55 
Figure 4. 16 Moderator Script ................................................................................... 56 
Figure 4. 17 Rulebook ............................................................................................... 57 
Figure 4. 18 Answer Key Book ................................................................................. 57 
Figure 4. 19 Board Game .......................................................................................... 61 
Figure 4. 20 Role Play Cards ..................................................................................... 62 
Figure 4. 21 Self-Confidence Cards .......................................................................... 65 
Figure 4. 22 Token .................................................................................................... 66 
Figure 4. 23 Box ........................................................................................................ 71 
Figure 4. 24 Logo ...................................................................................................... 72 
Figure 4. 25 Memopad .............................................................................................. 74 
Figure 4. 26 Notebook ............................................................................................... 77 
Figure 4. 27 Bookmark .............................................................................................. 78 
Figure 4. 28 Totebag ................................................................................................. 79 
Figure 4. 29 Pin ......................................................................................................... 81 
Figure 4. 30 User Testing  ..........................................................................................83


	TURNITIN PLAGIARISM RESULT
	AI PLAGIARISM CHECK
	ABSTRACT
	ACKNOWLEDGEMENT
	TABLE OF CONTENT
	LIST OF TABLES
	LIST OF FIGURE

