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PROMOSI INTERAKTIF KOMUNITAS GUDRND TERKAIT

ISU LIMBAH PLASTIK

(Benaya Simon Petrus Sithombing)
ABSTRAK

Permasalahan limbah sampah material adalah isu dan tantangan yang perlu
ditanggapi. Fenomena tingkat kesadaran terhadap sampah memang sudah terjadi di
masyarakat, akan tetapi kesadaran untuk dapat mengelola sampah material yang
belum terekspos luas kepada masyarakat. Di Indonesia, terdapat komunitas
rekayasa yang mengelola sampah material menjadi produk wupcycle melalui
kegiatan workshop. Salah satunya adalah GudRnD yang telah berdiri sejak tahun
2021. Eksistensi komunitas ini dapat menjadi solusi untuk memengaruhi dan
memberikan dampak kepada masyarakat dalam masalah mengelola sampah
material. Media promosi GudRnD dilakukan secara konvensional (mouth to mouth)
dan digital seperti media sosial dan website yang berisi informasi seputar kegiatan
workshop. Dengan strategi promosi tersebut, penulis melihat adanya potensi peran
eksistensi GudRnD untuk dikenal secara meluas dan terhubung dalam satu
ekosistem promosi yang berkelanjutan di kalangan masyarakat. Penulis tertarik
melakukan studi dan penelitian media promosi GudRnD guna mendorong exposure
audience dan meningkatkan community awareness dengan hasil akhir berupa
perancangan website interaktif dengan pendekatan design thinking.

Kata kunci: Promosi Interaktif, GudRnD, Exposure Audience, Community
Awareness

vii
Perancangan Promosi Interaktif..., Benaya Simon Petrus S., Universitas Multimedia Nusantara



INTERACTIVE PROMOTIONAL DESIGN FOR GUDRND

COMMUNITY RELATED TO PLASTIC WASTE ISSUE

(Benaya Simon Petrus Sihombing)

ABSTRACT (English)

The problem of material waste is an issue and challenge that needs to be responded
to together. The phenomenon of the level of awareness of waste has indeed occurred
in society, but awareness to be able to manage material waste has not been widely
exposed to the public. In Indonesia, there is an engineering community that
manages material waste into upcycle products through workshop activities. One of
them is GudRnD which has been established since 2021. The existence of this
community can be a solution to influence and impact the community in the problem
of managing material waste. GudRnD's promotional media is carried out
conventionally (mouth to mouth) and digitally such as social media and websites
that contain information about workshop activities. With this promotional strategy,
the author sees the potential for the role of GudRnD's existence to be widely known
and connected in a sustainable promotional ecosystem among the community. The
author is interested in conducting studies and research on GudRnD promotional
media to encourage audience exposure and increase community awareness with
the final result being an interactive website design with a design thinking approach.

Keywords: Interaction Promotion, GudRnD, Audience Exposure, Community
Awareness
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