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Indonesia merupakan pasar yang potensial bagi aplikasi pesan instan. Namun dari
banyaknya aplikasi pesan instan yang populer, kebanyakan buatan luar negeri. Kalaupun
ada aplikasi pesan instan buatan indonesia, aplikasi tersebut belum banyak dikenal. Salah
satunya adalah Catfiz messenger. Catfiz messenger hanya menembus 1 juta download di
Google Play sejak dirilis tahun 2011, sedangkan aplikasi pesan populer sudah menembus
ratusan juta download. Padahal Catfiz messenger mempunyai fitur yang menarik seperti
transfer file hingga 250 MB, grup chat 2.000 member, Sticker unik, serta fitur sosial media
seperti komen status, like dan quote.

Maka perlu diadakan promosi yang bertujuan mengenalkan serta menginformasikan fitur
dan kelebihan Catfiz messenger khususnya kepada remaja melalui media informasi yang
tepat dan menarik. Manfaat perancangan ini adalah agar masyarakat indonesia terutama
remaja dapat lebih mengenal aplikasi buatan lokal untuk menumbuhkan rasa nasionalisme.

Metodenya ialah mengenalkan Catfiz melalui media online maupun cetak yang puncaknya
diadakan event ke berbagai SMA swasta dengan didukung media promosi berupa poster
online, iklan koran, iklan aplikasi android, iklan website, X-banner. Solusinya adalah
dengan mendesain maskot ikan lele, warna dominan merah putih untuk menunjukkan asli
Indonesia, dan menggunakan layout yang playful. Melalui promosi ini, diharapkan lebih
banyak masyarakat terutama remaja yang mengenal Catfiz messenger dan menggunakannya
secara reguler untuk menjunjung tinggi rasa nasionalisme.
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ABSTRACT

PROMOTION DESIGN OF CATFIZ MESSENGER, AN INDONESIAN
INSTANT MESSAGE APPLICATION

Submitted by
Gunawan Dwi Rahardjo
NRP 0764030

Indonesia is a potential market for instant message application. Yet, among the many
popular applications of instant messages, most of them are made by other countries. Even if
there are instant message applications made by Indonesia, they are not widely known. One
of the Indonesian applications is Catfiz messenger. It has been downloaded only 1 million
times in Google Play since being released in 2011, while popular messengers have been
downloaded hundreds of million times. In fact, Catfiz messenger has such interesting
features as file transfer until 250 MB, group chats for 2,000 members, unique stickers, and
other social media features such as status comments, like, and quote.

Consequently, promotions are necessary in order to introduce and inform the features and
good points of Catfiz messenger, especially to teenagers through an accurate and interesting
information media. Through this promotion design, Indonesian people, especially teenagers
can know this Indonesian-made application and increase their nationalism.

The method used is to introduce Catfiz through online and printed media, which will then be
socialized in events at private high schools with the support of online posters, newspaper
advertisements, Android application advertisements, website advertisements, and X-banner.
The idea is that in the design there will be a mascot of a catfish, with the dominant colors of
red and white to refer to the originality of Indonesia, and the playful layout. Through this
promotion, it is expected that there will be more teenagers knowing Catfiz messenger and
using it regularly in order to uphold the sense of nationalism.
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