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PERANCANGAN PROMOSI PRODUK MAINAN  

EDUKASI LOKAL NOBIE TOYS 

 (Josephine Naomi Roberts) 

ABSTRAK 

 

Alat permainan edukatif merupakan benda yang dapat digunakan sebagai media 

atau peralatan bermain yang mengandung nilai edukatif (pendidikan). Alat 

permainan edukatif merupakan salah satu faktor yang mempengaruhi 

perkembangan kemampuan anak. Di Indonesia, juga terdapat brand mainan 

edukatif lokal bernama Nobie Toys. Nobie Toys merupakan mainan edukatif yang 

berbahan dasar kayu yang sudah ada sejak tahun 2009. Brand ini belum 

memaksimalkan promosi melalui platform digital, promosi yang dilakukan hanya 

seputar Instagram dan E-commerce. Padahal menurut data dari We Are Social (We 

Are Social, 2023), jumlah engagement yang terjadi antara Masyarakat Indonesia 

dengan digital marketing sudah mencapai 70,9%. Perusahaan harus memanfaatkan 

peluang tersebut dengan membuat strategi serta selalu berinovasi agar mampu 

bersaing dengan brand lain. Penulis melakukan pengumpulan data dengan metode 

hybrid yaitu metode kualitatif dan metode kuantitatif. Untuk perancangan, penulis 

menggunakan metode dari Robin Landa dalam bukunya yang berjudul “Graphic 

Design Solutions” edisi ke-6. Dari pengumpulan data, disimpulkan bahwa Nobie 

Toys belum memanfaatkan promosi digital dengan maksimal sehingga belum dapat 

membuat audiens tertarik dengan produk mereka. Perancangan ini memiliki tujuan 

untuk merancang media promosi untuk Nobie Toys agar audiens tertarik dengan 

produk Nobie Toys dan melakukan pembelian. 

 

Kata kunci: Mainan, Edukasi, Promosi, Anak 
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PROMOTIONAL MEDIA DESIGN FOR LOCAL  

EDUCATION TOYS NOBIE TOYS 

 (Josephine Naomi Roberts) 

 

ABSTRACT (English) 

 

Educational toys are objects that can be used as media or play tools that contain 

educational value. Educational toys are one of the factors that influence the 

development of children's abilities. In Indonesia, there is a local educational toy 

brand called Nobie Toys. Nobie Toys is an educational toy brand made from wood 

that has been around since 2009. This brand has not fully optimized their promotion 

through digital platforms; the promotion are limited to Instagram and e-commerce. 

However, according to data from We Are Social (We Are Social, 2023), engagement 

between the Indonesian public and digital marketing has reached 70.9%. The 

company should leverage this opportunity by developing strategies and 

continuously innovating to compete with other brands. The author collected data 

using a hybrid method, combining qualitative and quantitative approaches. For the 

design process, the author applied the method from Robin Landa's book, Graphic 

Design Solutions, 6th edition. Based on the data collected, it was concluded that 

Nobie Toys has not yet utilized digital promotion effectively, which has hindered 

their ability to attract the audience's interest in their products. This design aims to 

create promotional media for Nobie Toys to attract the audience's interest in their 

products and encourage purchases.   
 

Keywords: Toys, Education, Promotion, Child 
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