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ABSTRAK

Gamelan Jawa Timuran merupakan salah satu warisan budaya yang saat ini
mengalami tantangan eksistensi, terutama di kalangan Generasi Z usia 18 hingga 21 tahun.
Fenomena globalisasi dan penetrasi budaya musik asing melalui media sosial mengakibatkan
rendahnya eksposur serta minat generasi muda terhadap Gamelan Jawa Timuran. Berdasarkan
data kuesioner, mayoritas responden menunjukkan persepsi negatif terhadap gamelan yang
dianggap kuno dan membosankan. Oleh karena itu, diperlukan strategi komunikasi yang
mampu membangkitkan ketertarikan serta mengubah persepsi tersebut melalui pendekatan
yang relevan dengan gaya hidup generasi saat ini.

Metode perancangan yang digunakan dalam kampanye ini adalah metode CAMP
(Campaign, Audience, Message, Platform), yang menekankan pada perencanaan strategis
kampanye edukatif dan interaktif melalui media sosial serta pelatihan langsung. Kampanye ini
menyasar Generasi Z usia 18-21 tahun di Jawa Timur, khususnya Surabaya, dengan pesan

utama seputar pentingnya melestarikan Gamelan Jawa Timuran dan cara mengapresiasinya

dengan cara yang relevan bagi generasi muda. Teknik pengumpulan data dilakukan secara

kualitatif melalui wawancara mendalam dengan praktisi dan audiens sasaran, observasi
partisipatif dalam kegiatan budaya, serta penyebaran kuesioner kepada 102 responden
mahasiswa. Data dianalisis menggunakan pendekatan kualitatif dan TOWS Matrix untuk
merumuskan strategi desain yang sesuai dengan karakteristik dan preferensi target audiens.
Hasil perancangan menunjukkan bahwa pendekatan visual yang menarik, interaktif,
dan informatif mampu meningkatkan daya tarik serta pemahaman Generasi Z terhadap

Gamelan Jawa Timuran. Kampanye ini dikemas dengan gaya edukatif yang menghibur dan

sesuai karakter digital native, tanpa menghilangkan nilai-nilai filosofis Gamelan Jawa

Timuran.
kampanye edukasi ini berhasil merancang strategi komunikasi visual

Kesimpulannya,
yang dapat menjembatani kesenjangan antara warisan budaya dan generasi muda. Pendekatan
yang berfokus pada visualisasi yang kekinian dan pelatihan langsung mampu mendorong
keterlibatan aktif Generasi Z dalam pelestarian Gamelan Jawa Timuran. Diharapkan
kampanye ini menjadi salah satu upaya regenerasi budaya yang berkelanjutan dan

menginspirasi pendekatan serupa untuk pelestarian budaya lokal lainnya.
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ABSTRACT

Gamelan Jawa Timuran is one of the cultural heritages that is currently experiencing
existence challenges, especially among Generation Z aged 18 to 21 years. The phenomenon
of globalization and the penetration of foreign music culture through social media has
resulted in low exposure and interest of the younger generation in Timuran Javanese
Gamelan. Based on questionnaire data, the majority of respondents showed a negative
perception of gamelan which is considered old-fashioned and boring. Therefore, a
communication strategy is needed that is able to generate interest and change these
perceptions through an approach that is relevant to the lifestyle of the current generation.

The design method used in this campaign is the CAMP (Campaign, Audience,
Message, Platform) method, which emphasizes strategic planning of educational and
interactive campaigns through social media and hands-on training. This campaign targets
Generation Z aged 18-21 years old in East Java, especially Surabaya, with the main message
about the importance of preserving Gamelan Jawa Timuran and how to appreciate it in a way
that is relevant to the younger generation. Data collection techniques were conducted
qualitatively through in-depth interviews with practitioners and target audiences,
participatory observation in cultural activities, and distributing questionnaires to 102 student
respondents. The data was analyzed using a qualitative approach and TOWS Matrix to
formulate a design strategy that suits the characteristics and preferences of the target
audience.

The design results show that an altractive, interactive, and informative visual
approach is able to increase the altractiveness and understanding of Generation Z towards
Gamelan Jawa Timuran. This campaign is packaged in an entertaining and educational style
that fits the character of digital natives, without eliminating the philosophical values of
Gamelan Jawa Timuran.

In conclusion, this educational campaign successfully designed a visual
communication strategy that can bridge the gap between cultural heritage and the younger
generation. The approach that focuses on conlemporary visualization and hands-on training
is able to encourage active involvement of Generation Z in the preservation of Gamelan Jawa
Timuran. It is hoped that this campaign will become one of the efforts of sustainable cultural

regeneration and inspire similar approaches for the preservation of other local cultures.
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