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PERANCANGAN KONTEN VIDEO PROMOSI 

QUICKVITE UNTUK MEDIA SOSIAL 

Raihan Kusuma 

42321110023 

ABSTRAK 

UMKM memiliki peran penting dalam perekonomian Indonesia, 

terutama dalam penciptaan lapangan kerja, distribusi pendapatan, dan 

inovasi. Salah satu sektor UMKM yang berkembang adalah jasa 

undangan digital, didorong oleh tingginya penggunaan internet dan 

perangkat digital. Quickvite hadir sebagai UMKM yang menawarkan 

layanan undangan digital cepat, praktis, dan fleksibel dengan tagline 

#cepatgapakeribet. Namun, Quickvite menghadapi tantangan dalam 

membangun brand awareness, terutama di tengah persaingan ketat di 

media sosial seperti Instagram. 

Penelitian ini bertujuan merancang strategi visual brand identity 

yang efektif untuk meningkatkan daya saing Quickvite di pasar digital. 

Fokusnya pada desain logo, graphic standard manual, serta pemanfaatan 

video pendek kreatif di Instagram. Strategi ini bertujuan membangun 

identitas merek yang kuat, menjalin hubungan emosional dengan audiens 

usia 18–40 tahun, dan memperkuat persepsi terhadap nilai utama 

Quickvite: kecepatan dan kemudahan. Dengan branding visual yang tepat, 

diharapkan Quickvite mampu meningkatkan brand awareness, loyalitas 

pelanggan, dan posisi kompetitif di industri undangan digital. 

Kata Kunci: UMKM, branding, identitas visual, media sosial, Instagram, 

undangan digital, Quickvite 
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PROMOTIONAL VIDEO CONTENT DESIGN  
FOR SOCIAL MEDIA 

Raihan Kusuma 

42321110023 

ABSTRACT 

Small, Medium Enterprises (SME) play a vital role in Indonesia‘s 

economy, particularly in job creation, income distribution, and innovation. 

One rapidly growing MSME sector is digital invitation services, driven by 

the increasing use of the internet and digital devices. Quickvite is one such 

MSME offering fast, practical, and customizable digital invitations, with the 

tagline #cepatgapakeribet (fast without hassle). However, Quickvite faces 

challenges in building brand awareness, especially amid fierce competition 

and aggressive promotional content on platforms like Instagram. 

This study aims to design an effective visual brand identity strategy 

to enhance Quickvite‘s competitiveness in the digital market. The focus 

includes logo design, a consistent graphic standard manual, and creative 

short-form videos on Instagram. The strategy seeks to establish a strong 

brand identity, build emotional connections with the target audience aged 

18–40, and reinforce Quickvite‘s core values of speed and convenience. 

With targeted visual branding, Quickvite is expected to boost brand 

awareness, customer loyalty, and achieve a stronger position in the digital 

invitation industry. 

Keywords: SME, branding, visual identity, social media, Instagram, digital 

invitation, Quickvite 
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Melalui distribusi konten ini di platform digital, diharapkan pesan 

dan kesan dapat menjangkau audiens yang lebih luas, khususnya 

generasi muda, dan menciptakan interaksi yang positif serta 

meningkatkan dukungan terhadap produk digital. 

 

Jakarta, 20 Januari 2025 

 

Raihan Kusuma 

 

 

 

 

 

 

 

 

 

 

 

https://lib.mercubuana.ac.id



ix 

 

DAFTAR ISI 
COVER DALAM .................................................................................................  i 
HALAMAN PENGESAHAN................................................................................ ii 
HALAMAN PERNYATAAN ............................................................................... iii 
ABSTRAK ......................................................................................................... iv 
ABSTRACT ........................................................................................................ v 
KATA PENGANTAR  ........................................................................................ vi 
DAFTAR ISI. ...................................................................................................... ix 
DAFTAR TABEL ............................................................................................... xi 
DAFTAR GAMBAR .......................................................................................... xii 
DAFTAR LAMPIRAN ...................................................................................... xiv 

BAB I PENDAHULUAN ..................................................................................... 1 

1.1 Latar Belakang  ............................................................................................. 1 

1.2 Rumusan Masalah .......................................................................................  3 

1.3 Batasan Masalah  ......................................................................................... 4 

1.4 Tujuan Peneliti .............................................................................................  4 

1.5 Manfaat Peneliti ............................................................................................ 4 

BAB II METODE PERANCANG  ........................................................................ 5 

2.1 Orisinalitas. ..................................................................................................  5 

2.2 Target Audiens ............................................................................................ 21 

2.3 Relevansi & Konsekuensi Studi .................................................................. 22 

2.4 Skema Proses Desain ................................................................................ 25 

 

BAB III ANALISIS DAN PERANCANGAN  ....................................................  44 

3.1 Positioning & Konsep Desain ...................................................................... 44 

3.2 Strategi Pesan ............................................................................................ 46 

3.3 Strategi Visual ............................................................................................. 47 

3.4 Strategi Distribusi Karya.............................................................................. 48 

BAB IV HASIL KARYA DKV ............................................................................ 53 

4.1 Deskripsi Karya   ......................................................................................... 53 

4.2 Pameran Karya ........................................................................................  123 

4.3 Hasil Uji Desain ......................................................................................... 131 

4.4 Evaluasi Perancangan Karya ...................................................................  137 

https://lib.mercubuana.ac.id



x 

 

BAB V PENUTUP ........................................................................................... 138 

5.1 Kesimpulan ............................................................................................... 138 

5.2 Saran ........................................................................................................ 140 

DAFTAR PUSTAKA ....................................................................................... 135 

LAMPIRAN ....................................................................................................  142 
 

 

 

 

 

 

 

 

 

 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

https://lib.mercubuana.ac.id



xi 

 

DAFTAR TABEL 

Tabel 2.1 – Inspirasi Karya 1 .............................................................................  7 

Tabel 2.2 – Inspirasi Karya 2 .............................................................................. 9 

Tabel 2.3 – Inspirasi karya 3 ............................................................................ 11 

Tabel 2.4 – Inspirasi karya 4............................................................................. 14 

Tabel 2.5 – Inspirasi Karya 5 ............................................................................ 17 

Tabel 2.6 – Target Audiens .............................................................................. 20 

Tabel 2.7 – Biaya Produksi  .............................................................................. 33 

Tabel 4.1  – Jenis HOOK, INTI PESAN, CTA ..................................................  53 

Tabel 4.2  –  Transisi Yang Digunakan Pada Video Konten ........................... 100 

Tabel 4.3  –  Motion Yang Digunakan Pada Video Konten ............................. 108 

Tabel 4.4  –  Distribusi Karya Media Utama Instagram .................................. 115 

Tabel 4.5  –  Distribusi Karya Media Pendamping .......................................... 117 

Tabel 4.6  –  Distribusi karya Media Pendamping .......................................... 118 

Tabel 4.7  –  Distribusi Karya Media Pendampin ............................................ 119 

Tabel 4.8  –  Distribusi karya Media Pendamping .......................................... 120 

Tabel 4.9  –  Profil Audiens Quickvite ............................................................. 126 

Tabel 4.10  –  Evaluasi Perancangan Konten Quickvite ................................. 130 

 

 

 

 

 

 

 

https://lib.mercubuana.ac.id



xii 

 

DAFTAR GAMBAR 

Gambar 2.1 – Skema Proses Desain ............................................................... 23 

Gambar 2.2 – Color Palatte .............................................................................. 25 

Gambar 2.3 – Font Typography .....................................................................   25 

Gambar 2.4 – Logo Quickvite  .......................................................................... 26 

Gambar 2.5 – Script Konten Quickvite ............................................................. 27 

Gambar 2.6 – Script Konten Quickvite ............................................................. 28 

Gambar 2.7 – Script Konten Quickvite ............................................................. 28 

Gambar 2.8 – Script Konten Quickvite ............................................................. 29 

Gambar 2.9 – Script Konten Quickvite  ............................................................ 29 

Gambar 2.10 – Script Konten Quickvite  .......................................................... 30 

Gambar 2.11 – Script Konten Quickvite  .......................................................... 30 

Gambar 2.12 – Script Konten Quickvite ........................................................... 31 

Gambar 2.13 – Script Konten Quickvite  .......................................................... 31 

Gambar 2.14 – Script Konten Quickvite ........................................................... 32 

Gambar 2.15 – Moodboard .............................................................................. 34 

Gambar 2.16 – Storyboard ―Konten Quickvite‖................................................. 35 

Gambar 2.17 – Storyboard ―Konten Quickvite‖................................................. 36 

Gambar 2.18 – Storyboard ―Konten Quickvite‖ ................................................ 36 

Gambar 2.19 – Storyboard ―Konten Quickvite‖................................................. 37 

Gambar 2.20– Tim produksi ―Konten Quickvite ................................................ 37 

Gambar 2.21 – Talent ―Konten Quickvite‖ ........................................................ 38 

Gambar 2.22 – Lokasi ―Konten Quickvite‖ ........................................................ 38 

Gambar 2.23 –  Produksi Konten ..................................................................... 39 

Gambar 2.24 –  Produksi Konten ..................................................................... 39  

Gambar 3.1   –  Media Utama Instagram ........................................................  46 

Gambar 3.2   –  Media Pendukung Tiktok ........................................................ 49  

Gambar 4.1   –  Palet Warna ............................................................................ 95 

Gambar 4.2   –  Warna Yang Digunakan ......................................................... 95 

Gambar 4.3   –  Font Typograph ...................................................................... 98 

Gambar 4.4   –  Sembilan Konten Promosi .................................................... 114 

https://lib.mercubuana.ac.id



xiii 

 

Gambar 4.5   –   Dokumentasi Pameran Pertama.......................................... 123 

Gambar 4.6   –   Dokumentasi Pameran Kedua ............................................. 125 

Gambar 4.7   –   Pertanyaan Dan Respon Audiens ....................................... 127 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

https://lib.mercubuana.ac.id



xiv 

 

DAFTAR LAMPIRAN 

Gambar 1 – kartu Asistensi ............................................................................. 142 

Gambar 2 – Surat Keterangan Hasil Sidang .................................................... 143 

Gambar 3 – Catatan Revisi ............................................................................. 144 

Gambar 4 – Lembar Similarity Check .............................................................. 147 

Gambar 5 – Turnitin ......................................................................................... 148 

Gambar 6 – Quisioner ..................................................................................... 150 

Gambar 7 – Hasil Quisioner ............................................................................ 152 

Gambar 8 – Dokumentasi Pameran ................................................................ 155 
 

 

 

 

 

 

 

 

 

 

 

 

https://lib.mercubuana.ac.id




