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The advancement of modern technology has grown rapidly, as well as robotics technology. 

Nowadays, some technical schools and robotics courses in Indonesia, especially in Bandung, 

have shown gradual progress. Based on this situation, some robotics experts are interested 

to establish technical schools and robotic courses in Bandung. One of those schools is Next 

System Robotics Learning and Experience Center. By teaching robotics science and 

technology to the students or kids who are in earlier ages, then it could bring positive results 

and advantages. Kids could learn to observe and finding problem solution from all sides of 

the analysis because in the process of robot designing consists of hierarchic procedures that 

should be systematically implemented. But these intended programs for kids have not yet 

been in line with the expectations. Ironically, Next System Robotic Learning and Experience 

Center is more attended by college students and lecturers rather than by kids, whereas it 

should be attended by kids as the next generation who would be the successors of older 

experts and attended participants. 

 

Therefore, the proper promotional design that in accordance with the audience target is 

highly required. This aimed to establish special program for kids or younger students, 

especially those who attend the schools in Bandung area. The conducted promotional design 

is expected to attract the 6-12 years old children as the main target, as well as to attract 

other 25-40 years old enthusiasts as the secondary target, and therefore they could be 

interested to attend this special program of robot designing that especially intended for the 

kids. 
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