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ABSTRAK

Sanggar Ponokawan merupakan sanggar seni di Kota Semarang yang membina anak dan
remaja usia 4-18 tahun dengan fokus kesenian pedalangan dan karawitan. Survei pra-
proyek terhadap 30 orang tua di Semarang menunjukkan Brand Awareness terhadap
sanggar masih rendah, yaitu 66,7% responden belum pernah mendengar namanya dan
hanya 10% responden yang mengetahuinya dengan baik. Kondisi ini berkaitan dengan
media digital sanggar yang belum menjawab kebutuhan informasi orang tua dan tidak
sepenuhnya berada di bawah kendali sanggar. Oleh karena itu, tugas akhir ini bertujuan
memproduksi website sebagai media Public Relations untuk meningkatkan Brand
Awareness orang tua terhadap Sanggar Ponokawan di Kota Semarang, yaitu pengetahuan
orang tua mengenai keberadaan, program, dan keunggulan sanggar. Produksi mengikuti
tahapan Multimedia Development Life Cycle (MDLC), yaitu pengonsepan, desain,
pengumpulan bahan, pembuatan, pengujian, dan pendistribusian. Website yang dihasilkan
memuat profil, prestasi, aktivitas, testimoni, jadwal latihan, dan formulir pendaftaran, serta
visualisasi tiga dimensi (3D) tentang wayang dan tentang gamelan. Evaluasi dilakukan
melalui paparan langsung dan Survei pasca-proyek terhadap 30 responden yang sama
dengan Survei pra-proyek. Hasilnya, 93,3% hingga 100% responden menilai setiap jenis
informasi pada website sudah memadai, halaman Tentang Gamelan dan Tentang Wayang
menjadi halaman yang paling lama dibuka oleh 83,3% dan 80% responden, 90% responden
menyatakan pengetahuannya tentang sanggar meningkat, dan keberadaan Sanggar
Ponokawan diketahui oleh 66,7% responden dibandingkan 10% responden pada Survei
pra-proyek. Kardi selaku pengurus sanggar menilai kesesuaian dan kemudahan
pengelolaan website dengan rata-rata 4,33 dari skala 5. Seluruh hasil memenuhi target
minimal, yaitu lebih dari 50% responden untuk indikator dari sisi orang tua dan skor
minimal 4 untuk penilaian mitra. Dengan demikian, website dapat meningkatkan Brand
Awareness orang tua terhadap Sanggar Ponokawan pada responden yang terpapar website.
Keberlanjutan pengelolaan didukung melalui penyerahan akses dashboard backend, modul
panduan, dan pelatihan langsung kepada pengurus sanggar.

Kata kunci: Website, Public Relations, Brand Awareness, Sanggar Ponokawan, 3D.



ABSTRACT

Sanggar Ponokawan is an art studio in Semarang City that trains children and teenagers
aged 4-18 in traditional puppetry (pedalangan) and gamelan music (karawitan). A pre-
project survey of 30 parents in Semarang showed that Brand Awareness of the studio was
low: 66.7% of respondents had never heard of it, and only 10% knew it well. This condition
is related to the studio s digital media, which did not meet parents’ information needs and
were not fully under the studios control. Therefore, this final project aims to produce a
website as a Public Relations medium to increase parents’ Brand Awareness of Sanggar
Ponokawan in Semarang City, namely parents’ knowledge of the studio’s existence,
programs, and strengths. The production followed the Multimedia Development Life Cycle
(MDLC), consisting of concept, design, material collecting, assembly, testing, and
distribution. The resulting website contains the studio’s profile, achievements, activities,
testimonials, training schedule, and a registration form, as well as three-dimensional (3D)
visualizations of wayang puppets and gamelan instruments. The evaluation used direct
exposure and a post-project survey of the same 30 respondents as the pre-project survey.
The results show that 93.3% to 100% of respondents rated each type of information on the
website as sufficient, the Tentang Gamelan (About Gamelan) and Tentang Wayang (About
Wayang) pages were the longest-viewed pages for 83.3% and 80% of respondents, 90% of
respondents reported that their knowledge of the studio had increased, and 66.7% of
respondents knew of Sanggar Ponokawan compared to 10% in the pre-project survey.
Kardi as the studio administrator rated the website s suitability and ease of management
at an average of 4.33 on a 5-point scale. All results met the minimum targets, namely more
than 50% of respondents for the parent-side indicators and a minimum score of 4 for the
partner assessment. Therefore, the website can increase parents’ Brand Awareness of
Sanggar Ponokawan among respondents exposed to it. Sustainable management is
supported by handing over backend dashboard access, a guidebook, and direct training to
the studio s administrators.

Keywords: Website, Public Relations, Brand Awareness, Sanggar Ponokawan, 3D.
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