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ABSTRAK
Penelitian ini dilatarbelakangi oleh fenomena tingginya rasa ingin tahu masyarakat
yang kerap mengakses Tempat Kejadian Perkara (TKP) secara langsung, sehingga
berisiko mengkontaminasi dan merusak barang bukti. Karakteristik psikologis berupa
rasa ingin tahu tersebut kemudian diadaptasi menjadi gagasan perancangan media
interaktif berupa board game investigasi. Menggunakan metode penelitian kualitatif
dengan pendekatan design thinking yang terdiri atas tahapan inspiration, ideate, dan
implementation. Pengumpulan data dilakukan melalui studi literatur, studi dokumen
terhadap kasus pembunuhan, observasi board game cafe di Jakarta, wawancara
bersama praktisi penegak hukum pidana dan ahli board game, Focus Group
Discussion (FGD) dengan target pengguna berusia 18-25 tahun, serta studi
pendahuluan terhadap board game dengan tema serupa. Hasil dari perancangan ini
adalah sebuah board game investigasi berjudul "Alibi" yang mengusung mekanisme
deduction dan narrative-driven dengan gaya ilustrasi komik. Permainan ini
memberikan pengalaman investigasi dengan mengintegrasikan teori environmental
storytelling. Hasil penelitian membuktikan bahwa environmental storytelling terbukti
efektif mengubah latar visual TKP menjadi komunikator aktif cerita melalui
pengolahan tata letak objek, tekstur, dan suasana ruang yang memungkinkan pemain
merangkai kronologi secara mandiri. Perancangan ini menegaskan pentingnya
kepatuhan terhadap kode etik; elemen visual sensitif dikurasi secara ketat agar murni
berfungsi sebagai sarana penyampaian narasi dan bukan untuk mendramatisasi atau

mengeksploitasi unsur kesadisan.

Kata Kunci: Board Game, Environmental Storytelling, Tempat Kejadian Perkara

(TKP).
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ABSTRACT

This research is motivated by the phenomenon of high public curiosity, which often
leads individuals to directly access crime scenes, thereby risking the contamination
and destruction of evidence. This psychological characteristic is subsequently adapted
into a design concept for an interactive medium in the form of an investigative board
game. The study employs a qualitative research method utilizing a design thinking
approach, which consists of the inspiration, ideate, and implementation stages. Data
collection was conducted through a literature review, document studies on murder
cases, observations at board game cafes in Jakarta, interviews with criminal law
enforcement practitioners and board game experts, Focus Group Discussions (FGD)
involving target users aged 18-25, and preliminary studies of similarly themed board
games. The outcome of this design process is an investigative board game titled
"Alibi," which incorporates deduction and narrative-driven mechanics paired with a
comic illustration style. This game delivers an investigative experience by integrating
the theory of environmental storytelling. The findings conclude that environmental
storytelling is highly effective in transforming the visual background of a crime scene
into an active narrative communicator. By manipulating object layouts, textures, and
spatial mood, the game allows players to independently reconstruct the chronological
events. Furthermore, this design underscores the importance of adhering to a code of
ethics, sensitive visual elements are strictly curated to serve purely as a narrative tool,

avoiding the dramatization or exploitation of gore and violence.

Keywords: Board Game, Environmental Storytelling, Crime Scene
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