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ABSTRAKSI

Kenali Nusantara merupakan program yang mengajak pelajar SMP di
Jabodetabek merantau ke desa untuk mengenal bangsanya lebih mendalam.
Namun, rendahnya awareness menyebabkan kurangnya pendaftar pada program
perdana Kenali Nusantara. Oleh karena itu, diperlukan suatu strategi brand
communication untuk membangun awareness target audience. Perancangan
diawali dengan pengumpulan data melalui metode kualitatif (wawancara,
observasi, dokumen). Data kemudian diolah dengan mindmapping dan
menentukan pesan utama dengan penerapan taktik persuasi pay-off idea. Pesan
divisualisasikan dengan perancangan image, tipografi, dan /layout yang
diaplikasikan pada poster, direct mail, brosur, dan panduan program sebagai
media utama, serta website, media sosial, dan merchandise sebagai media
pendukung.

Kata kunci: brand communication, desa, merantau, pay-off idea, pelajar SMP.
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ABSTRACT

Kenali Nusantara is a program to encourage junior high students in Jabodetabek
to live in a village in order to have a better determination of their own nation.
But, a low awareness of this program brings a low number of applicants in their
very first enrollment. Kenali Nusantara need a brand communication strategy to
raise up awareness of target audiences. The design process started by collecting
data using qualitative research method (interview, observation, document). Data
processed by a mindmapping and determining the key message with pay-off idea
persuasive techniques. The process of visualizing the message carried by the
treatment in image, typography, and layout. Then, the final design was applied to
poster, direct mail, brochure, and program guide as main media, also website,
social media, and merchandise as supporting media.

Keywords: brand communication, village, live-in, pay-off idea, junior high
students.
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