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PERANCANGAN MEDIA INFORMASI UNTUK

APLIKASI WEESATA
(Cindi Natalie)

ABSTRAK

Adanya peningkatan aktivitas perjalanan pada tahun 2023, dapat menjadi dorongan
dalam mengembangkan bisnis dalam kategori pariwisata. Dari permasalahan yang
didapatkan, banyak tantangan yang dialami oleh #raveler seperti menyusun
perencanaan perjalanan, menemukan destinasi wisata, penyusunan anggaran,
mengatur jadwal dan lainnya. Dengan begitu penulis beserta anggota tim
menghadirkan aplikasi Weesata sebagai solusi yang bertujuan untuk membantu
para traveler dalam merencanakan perjalanan agar lebih mudah dan efisien.
Aplikasi ini menyediakan berbagai fitur seperti perencanaan itinerary secara
kolaboratif, penyusunan anggaran perjalanan, transportasi, dan smart listing.
Penelitian ini dibuat untuk menganalisis kebutuhan target market dan juga untuk
mengembangkan bisnis aplikasi Weesata. Pendekatan yang digunakan dalam
pengumpulan data yaitu metode kualitatif dan kuantitatif, dalam metode kualitatif
dilakukan FGD (Focus Group Discussion) dan sementara itu metode kuantitatif
dilakukan survei melalui kuesioner. Dari hasil pengumpulan data tersebut diperoleh
informasi lalu diolah untuk menjadi landasan dalam merancang fitur serta strategi
visual promosi yang lebih efektif. Dengan didasarkan teori Robin Landa yang dapat
membantu membuat tampilan aplikasi dan promosi secara konseptual dan menarik
agar dapat menciptakan komunikasi visual yang kuat dalam menarik target audiens.
Dengan adanya kehadiran fitur-fitur aplikasi yang inovatif, penulis beserta anggota
tim berharap agar pengguna dapat melakukan perjalanan tanpa mengalami kesulitan
untuk kedepannya.

Kata kunci: perjalanan, itinerary, destinasi, aplikasi
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DESIGN PROMOTIONAL MEDIA FOR WEESATA

APPLICATION

(Cindi Natalie)

ABSTRACT (English)

The increase in travel activity in 2023 can be an encouragement to develop a
business in the tourism category. From the problems obtained, there are many
challenges experienced by travelers such as planning a trip, finding tourist
destinations, preparing a budget, arranging schedules and others. Thus, the author
and team members present the Weesata application as a solution that aims to help
travelers plan their trips more easily and efficiently. This application provides
various features such as collaborative itinerary planning, preparing a travel
budget, transportation, and smart listing. This study was conducted to analyze the
needs of the target market and also to develop the Weesata application business.
The approach used in data collection is the qualitative and quantitative methods,
in the qualitative method FGD (Focus Group Discussion) is carried out and
meanwhile the quantitative method is a survey through a questionnaire. From the
results of the data collection, information is obtained and then processed to become
a basis for designing more effective visual promotional features and strategies.
Based on Robin Landa's theory which can help create a conceptual and attractive
application and promotion display in order to create strong visual communication
in attracting the target audience. With the presence of innovative application
features, the author and team members hope that users can travel without
experiencing difficulties in the future.

Keywords: travelling, itinerary, destination, application

viil
Perancangan Media Promosi..., Cindi Natalie, Universitas Multimedia Nusantara



DAFTAR ISI

HALAMAN JUDUL .ottt sttt et esaeeeaeeas 1
HALAMAN PERNYATAAN TIDAK PLAGIAT .......cccocoiiiiiiniiniiineeeee il
HALAMAN PENGESAHAN ......cooiiiiiiii ettt i1
HALAMAN PERSETUJUAN PUBLIKASI KARYA ILMIAH .................... v
KATA PENGANTAR ...ttt st v
ABSTRAK ...ttt et st e e bt e et e e sae e sabeesateenbeennees vii
ABSTRACT (ENGLiSh) ............cccccviiiiiiiiiiiiiiiieiieeeie ettt ettt viii
DAFTAR ISL. ...ttt st sat e et e st st saeeeas ix
DAFTAR TABEL ...ttt sttt xiil
DAFTAR GAMBAR ...ttt ettt Xiv
DAFTAR LAMPIRAN ...ttt e Xvii
BAB I PENDAHULUAN ... .ottt sttt et e s 1
1.1 Latar Belakang MBKM Cluster Kewirausahaan........................ 1
1.2 Rumusan Masalah MBKM Cluster Kewirausahaan .................... 3
1.3 Batasan Masalah MBKM Cluster Kewirausahaan ....................... 3
1.4 Maksud dan Tujuan MBKM Cluster Kewirausahaan ................. 4
1.5 Manfaat Melaksanakan MBKM Cluster Kewirausahaan............ 4
1.6 Deskripsi Waktu dan Prosedur MBKM Cluster Kewirausahaan 5
2.1 Validasi Ide BisniS...............cocccoiiiiiiiiiiiiiiicceeee e, 8
2.1.1 Alur pengembangan Ide Bisnis................cccccooeviiiiiniinnnnnnnne. 8
2AA T UIUX. ..ottt 9
2012 FRUUT .ot 9
2113 Platform .........ooooiiiiiiiii e 10
2.1.1.4 MONEtiSASI ......ovvvvveiiiiiiiiiiieieeecee e 10
2.1.2 Finalisasi Ide Bisnis............cccocoooiiniiiiiiniicniicc e 11
2.1.2.1 UI/UX Aplikasi Weesata ...........c....ccccooveniiiiiiinnnnnnn. 11
2.1.2.2 Fitur Aplikasi Weesata..................cco.ccooeniiiiiennnn. 12
2.1.2.3 Platform Aplikasi Weesata ..................c.ccccveeenenne. 13
2.1.2.4 Monetisasi Aplikasi Weesata .............cc..coccooiennn 13
2.2 Business Model Canvas ...................ccccoeveeiuiiieaniiiaiienieseeneenn, 14

X

Perancangan Media Promosi..., Cindi Natalie, Universitas Multimedia Nusantara



2.3 Deskripsi Perusahaan ...................ccooooiiiiiiniiiini 17

2.4 Struktur Perusahaan ... 20
2.5 Alur Kerja Perusahaan .................ccoccoeviiiiniiinniiiiiiecee e, 21
2.6 Analisis Kelayakan Usaha .........................ccoooiiiinniiiiniee 22
BAB III MARKET AND PRODUCT VALIDATION ........ccccccoviiiiiinnnne 26
3.1 Market Research Validation ........................cccccccovveniinvvaniinncn. 26
3.1.1 Segmentation, Targetting, Positioning .................................. 26
3.1.2 Market Persond..................ccccocoueeeiueeeniueeenieeeniieesnieesneeenneees 29
3.2 Metode Pegumpulan Data Ide Bisnis ..................ccoccenniiennnnn 31
3.2.1 Metode Pengumpulan Data Kualitatif ................................ 31
3.2.2 Pengumpulan Data Kuantitatif........................................ 33
3.3 Analisa Produk Merek dan Kompetitor ................c.ccoccueeenrnnnn. 35
3.4 Studi Eksisting dan Studi Referensi...............ccccccooevenniinnn, 36
3.4.1 Studi EKSISting ..........ccccoovviiiiiiiiiniiieeeeeeecee e 36
3.4.2 Studi Referensi ...........ccccooiiiiiiiiiiiiiniiec 37
3.5 Penetapan Harga Produk/Jasa ......................coocoiiniiniiniinnn, 38
3.6 Metode Perancangan Produk/Jasa....................ccoccoiiiiininnen. 39
BAB IV PERANCANGAN PROTOTYPE PRODUK/JASA ........ccccoeevenene. 41
4.1 Timeline dan Tahapan Perancangan Prototype Produk/Jasa.... 41
4.2 Uraian Perancangan Prototype Produk/Jasa................................ 45
4.2.1 Perancangan Brief Prototype Produk/Jasa.......................... 46
4.2.2 Mindmapping BrainStorming ..................ccccccocuvevcernuennnnne. 46
4.2.3 Moodboard.....................ccccccocovueenuiiiiiniiiiiiniieeieee e 47
4.2.4 Perancangan Desain...............c.c.occceeviiiiniiiiniiie e, 49
4.2.4.1 Brand Identity......................ccooeevuueeeceeeenciienireeenreannnn, 49
4.2.4.2 User Interface Design dan User Experience Design 54
4.2.4.3 Desain Media Promosi ...........ccccccevviiviiienniiiiineennne. 68
4.2.5 Draft DeSain .............cccccueeeiiiiiiiiiieiiieee e 72
4.2.5.1 Tkon ApliKasi...........cooocioiiiiiiiii e 72
4252 BUION ............oooueeaeeiiieieieieeeeeee e 73
4.253 Low Fidelity ..............cccccocovviiiiiiniiiiiiiaiianiciia, 74
4254 TIluStration ..................cccoooueeeueeveenieeneiaieiceeeee, 75

X

Perancangan Media Promosi..., Cindi Natalie, Universitas Multimedia Nusantara



Q2.0 ROVISE c.oovveeeiieeeeeeeeeeeee et eeeaeneaen 77

4.2.6.1 Brand Identity....................cccoovvuveevceeeeniieaereeaaeeane, 77

4.2.6.2 Tustrasi/Aset...........cccooviiiiiiiiniiiiniceceeceee 78

4.2.6.3 Media Promosi...........ccccocooviiiniiiiniiienniiniecieee 79

4.2.6.4 UI (User Interface) Weesata.................cc.ccoeeeeueennn... 80

4.2.7 FINAlISASI. ......coooiiiiiiiiiiiiiiiiecce e 82

4.3 Peran Penulis Dalam Perancangan Promosi Produk /Jasa ........ 83

4.3.1 Proyek 1: Perancangan Desain Instagram Story................ 83

4.3.2 Proyek 2: Perancangan Desain Feeds Instagram............... 88

4.3.3 Proyek 3: Perancangan Konten Video............................... 91

4.3.4 Proyek 4: Perancangan Desain Flyer ...............ccccocuen... 94

4.3.5 Proyek 5: Perancangan Desain Banner............................... 97

4.3.5 Proyek 6: Perancangan Desain Iklan pada Aplikasi ......... 99

4.3.5 Proyek 7: Perancangan Desain Highlight Instagram ...... 102

4.4 Penentuan Vendor Prototype Produk /Jasa .............................. 104

4.4.1 Integrasi AL BOtPress .............ccccoooveeiiieinieieniiiiiieeniieenne, 104

4.4.2 Midtrans Payment Gateaway ......................cccocvevueeeuecn... 105

4.4.3 Media Collateral & Merchandise Weesata ........................ 105

4.4.3.1 Landyard Weesata...............c..ccceevcuveencreeencreeennnnns 106

4.4.3.2 Flyer & Stiker Weesata ............cc...cccceeoveeviinicinnen. 107

4.4.3.3 Kaos Weesata...........c.ccoooeeiiiiiiiniiiiiinieecenieeee 107

4.4.3.4 Photocard....................cccoooviueeniuiiiniieiiiiensiieesnnenn. 108

4.4.3.5 Pin Weesata..............ccccooiiiiiiiiiiiiinieeiceieee 110

4.5 Hasil Ujicoba Prototype Produk/Jasa....................ccccoevvvvvennnnn.. 111

4.5.1 Cluster Desain Interface Weesata.......................ccceeeue..e. 112

4.5.2 Cluster Navigasi Aplikasi Weesata ...................ccccccoeeeee. 114

4.5.3 Cluster Pengalaman Pengguna terhadap aplikasi (UX)... 115

4.5.4 Cluster Fitur dan Fungsional ......................occcooiinnne 116

4.6 Kendala yang Ditemukan....................cooccoiiiiiiniiniiinieneee 119

4.7 Solusi atas Kendala yang Ditemukan........................c....coooe. 120

BAB V SIMPULAN DAN SARAN ...ttt 122

5.1 SIMPulan ..o 122
X1

Perancangan Media Promosi..., Cindi Natalie, Universitas Multimedia Nusantara



5.2 SATAN oot e e et
DAFTAR PUSTAKA .........
LAMPIR AN .o

UNIVERSITAS
MULTIMEDIA
NUSANTARA

xii
Perancangan Media Promosi..., Cindi Natalie, Universitas Multimedia Nusantara



Tabel 1.
Tabel 3.
Tabel 3.
Tabel 3.
Tabel 3.
Table 4.
Table 4.
Table 4.
Table 4.
Table 4.
Table 4.

DAFTAR TABEL

2 Tabel Timeline Kerja Kewirausahaan ............c.cccceeeeveevieniiennenieeneenee. 6
1 Tabel Segementasi, Targettting, dan POSIOtNG ................c.cccoeeeuvennn. 26
2 Tabel Targeting Aplikasi Weesata...........ccceereeeiiienieeeiieenieeieenieenens 27
3 Perbandingan Kompetitor.............coooveeviierieenieenieeieenie et 36
4 Tabel Analisa SWOT ....oc.oiiiiiiiiiiiiieeeceee e 36
1 Tabel Timeline Produksi Prototype Produk/Jasa............cccceeevvevrennnnne. 41
2Tahapan Perancangan Prototype Produk/Jasa ..........cccccoevvvecriennnnnnnnnn 42
3 Tabel Cluster Desain Interface Weesata..........ccveveveeeveeceeeseeneeannnn. 112
4 Tabel Cluster Navigasi Aplikasi Weesata ..........ccceevvveecveenveecieennnnnnn. 114
5 Tabel Cluster Pengalaman Pengguna terhadap Aplikasi (UX).......... 115
6 Tabel Cluster Fitur dan Fungsional .........c..cccccovevviiniininiinnncnnene. 117

xiil

Perancangan Media Promosi..., Cindi Natalie, Universitas Multimedia Nusantara



DAFTAR GAMBAR

Gambar 2. 1 BMC (Business Model Canvas) ...........cccccoueeeceeeeeieeecieeereeesveennnns
Gambar 2. 2 Logo Primary WeTravel .........ccccoovveeeiieiiieeecieece e
Gambar 2. 3 Logo Secondary WeTravel..........cooeeevieeiiieeeiieeeiie e
Gambar 2. 4 Logo Primary WESALA .............ccceeevveeeiveenireeeeireeesiseeesseeseveesnnseeennns
Gambar 2. 5 Logo Secondary WeeSata ............cccveeeeueeeeieeeeiieeeieeeeireeeeieeeevee e
Gambar 2. 6 Bagan Struktur Perusahaan ..............cccooveeviiiiniiiiniiecie e
Gambar 2. 7 Alur Koordinasi Tim MBKM Cluster Kewirausahaan ....................
Gambar 2. 8 Tabel Pengeluaran Weesata ............cccceeviierieeniienieeieenie e
Gambar 2. 9 Tabel Pendapatan Weesata...........ccceevveerieerieeniienieeieenieeeireeneneeneens
Gambar 2. 10 Tabel Layanan/Unit Pendapatan Weesata.............ccceevveeeriennennnnns
Gambar 3. 1 Target Market Persona Pertama.............cccoeeeeeviienieiiieniieenienieenens
Gambar 3. 2Target Market Persona Kedua............cccoeeieviiieniiiniiiiiienieeiecieee
Gambar 3. 3 FGD (Focus Group DiSCUSSION) ........c.cecvueeueeereesereeieenireasseennenneens
Gambar 3. 4 Brand PoSitioning MAP .............c.cccueeeueeeeesiueesiesiresieesiesasseesneenseens
Gambar 3. 5 Poster Iklan Pocari SWeat...........ccoooieriiiiiiiiiniiieniesceiceceeee
Gambar 3. 6 Metode Perancangan Menurut Robin Landa............ccccccoeevieninnnn.
Gambar 4. 1 Mindmap WEESata ..........cccueeeueerieeeiieeiieeireesieesieesseenseeseeeseenseenseens
Gambar 4. 2 Moodboard Weesata ............ccceeueeiieiiieiiieiie et
Gambar 4. 3 Referensi Weesata.........cooueiiiieriiiiieiieiiiesie e
Gambar 4. 4 Pilihan FONt......coccioiiiiiiii e
Gambar 4. 5 Kumpilan Referensi LOZO0 ........coceviiriiiiniiniiiiniieciccecc
Gambar 4. 6 SKetsa LOZO ....cooueriiriiiiiiiieiieieecstee e
Gambar 4. 7 Visual Sketsa LOZ0.......cocueiiiiiniiiiieieeiiee e
Gambar 4. 8 Logo Primer Weesata...........cceeveeeieeiiiiiieiieeiiee e
Gambar 4. 9 Logo Sekunder Weesata...........cceevueereieiienieeiiiiniieeieesieeeiieesine e
Gambar 4. 10 Supergrahic Weesata Fill.............cccccocuevviinieeiienienenniniineesiennn.
Gambar 4. 11 Supergraphic Weesata QUtline ...............cceveevivvcniienenicnieenennnne.
Gambar 4. 12 TA Aplikasi Weesata...........cceereieiieniieiiieiieeieesie e
Gambar 4. 13 Persona Weesata .........coccueivueeiuiiiieiniieiiieiieeieeseeeeiee st
Gambar 4. 14 User Journey Kedua............coovieeiiieiiiiieniieeeiie e ceieeesiee e
Gambar 4. 15 Tampilan Onboarding .................ccoeeeveeevieeecieeeiieeecisisieeeneee e
Gambar 4. 16 Tampilan Log In dan Sign In.............ccooeeueeeeieeeiieeecieeeiee e,
Gambar 4. 17 Tampilan HOMEPAgEe .......cceeeevvviieiiieeiiieeieeeeeeee e
Gambar 4. 18 Tampilan Awal Fitur [6inerary ..........ccoeeveeeveeeecieieciieeieenee e,
Gambar 4. 19 Tampilan Fitur ltinerary Single.............ccovvvvvveeciiiiniiiieiiiiieene,
Gambar 4. 20 Tampilan Fitur ltinerary Collaboration...................ccceeecvvvinunnnnn..
Gambar 4. 21 Tampilan Fitur ltinerary Package.................ccccocevvevceeeeciiiniunnnne.
Gambar 4. 22 Tampilan Fitur Destinasi........c.ccccvvveevieeniiiieniieeeie e
Gambar 4. 23 Tampilan Fitur Ongoing Trip .........ccccoeccvivcieiiiniiiieeeieecie e
Gambar 4. 24 Tampilan Fitur Budger ...........cooovevieeciiniiieiecie e
Gambar 4. 25 Tampilan Fitur List Ttem.............ccoovoueeeienieeiienieeeeeieeeesie e

X1V
Perancangan Media Promosi..., Cindi Natalie, Universitas Multimedia Nusantara



Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.

26 Tampilan Fitur AKomodasi .........ccceevieriieniieniieieieceecee e 64
27 Tampilan Fitur TranSportasi....e.....eeeeereveereeeeeereenieenieeneeeveenenes 65
28 Tampilan Fitur Journal .............ccccooevciiioueeceeeciieieeieeieeieeieeee 66
29 Tampilan Fitur Seting..........cceevueeeueenieniieeiiiiiieieeie e 66
30 Tampilan Fitur Friends ..........ccoovveeeienieeiienieeiiecie e 67
31 Tampilan Fitur HiSIOTY...........coovveiieeiieiieeiieenieecieesiee e 67
32 Tampilan Fitur Promo & Voucher ............cocoeeeeevceeeciueeeeiieennenn 68
33 Tampilan Fitur Save/Simpan............ccccceeeeviieenciieiniieeeieeeciee e 68
34 Desain Instagram Story Weesata.........cc.ceecvveevcvieenieeeeiieeeiiee e 69
35 Desain Feeds Instagram Weesata..........cccocveeecvieeecieeeeieeesiee e 70
36 Konten Video Weesata..........cccuveeeiueeeriieeeniieeesreeesneeesneesnnneeennneens 71
37 Desain Flyer WeeSata............ccccueeruieriuienieiiieenieeieesieesieesieeeeee e 71
38 Desain Banner WEESALA ........cccuveeeeueeeeireeesireeesireeesiseeesiseessseeensseens 72
39 Tkon Aplikasi WEeSata ..........cccuveereueeeeiieeeiieesiieeeieeeeveeeeevee e 73
40 Button Aplikasi Weesata ..........cccuevvueerieeiiienieniieenie e 73
41 Low Fidelity APIKAST ......cceeviuiiiiiiiiiiiiieieeieeeeee et 74
42 Aset Desain WEESAA ........cevueeueruierieeienienieeiesieenieetesieeneeseeesaeennens 76
43 MaSKot WEESALA .....cueeuiiruieiieiesiieieee ettt 77
44 Revisi Logo dan Supergraphic...............ccceeceeevveeirecreencneacinennnnnnn, 78
45 Revisi ASEt DeSAIN ..uueeueiriieiiiieiiieiieeiesiieie st 78
46 Revisi Highlight INStagram ............cccceeveeveenieeeieenieereenneeieeneneenns 79
4T REVIST BANMNEE «...ceveeveeieeeieeieeeieseieesite e steeiaeeaee e e ssaeesaeense e 80
48 Revisi CheCkDOX ....cc.eoiiiiiiiiiiiiiiiecieeeete e 81
49 Revisi Navigation DaAr ..............cccueeeceeeeeeeeeeieeeiieeeiieeeveeeniee e 81
50 Revisi Kesalahan KetiK .........ccocooiiiiiiiiiiniiiiccece, 82
51 Finalisasi APIKaST .....ccouviieiiiiiiiiieeieeciieeeee e 83
52 Referensi Layout dan Tampilan Desain ..........cccocecveevevieiivieennnennn. 84
53 Sketsa Format Layout dan Tampilan Desain...............ccccceceevuenneee. 84
54 Instagram Story POIlIRG............ccccooeiviieiiiiiiiiieeiiieeeeie e 85
55 Sketsa Instagram Story POIlingG ...............cccoveeviniininieninienennenn. 85
56 Instagram Story BINO! ......coceviiiiiiiiiiieieeeeeee e 86
57 Why Cho0S€e WeSALA ..........coueeueeriineniieiiniieiinesieesie e 87
58 Desain “Apa itu Weesata” ..........coveverierieneenienienieeieeee s 88
59 DeSAIN QUIZ SESSTON .....vveeeeeeeeieeeeieeeie et eeeeereeeereeesveeeeanee e 89
60 Desain Teka-Teki Silang..........ccooeeeiienieiiiienieeieie e, 90
61 Desain Tebak Destinasi.......cccceciviiverniiieniiiciienieseeeee e 91
62 Konten Video Pertama .........c.ccivvereniiniiniiiineieecieie e 92
63 Konten Video Kedua.........cocooviiiiiiiiiiniiiiiiiieeeecceeeee, 93
64 Konten Video Ketiga.........ccviiiiiieriiieiiieeeiieecee e esvee s 94
65 Desain Flyer WeeSata........c.eeecuveeeiiieeeieieeeiieeniieesreeesseesnveesnnneeens 95
66 Sketsa Flyer WEESALta ......cccvieecuveeeieeeeiieeioieeeieeesereeseveesssesennseeens 96
67 Desain Banner WEeSata .........c.c.ceeieriieiiieniiinieeeesie et 97
68 REferensi BaNMer ...........ccceeviiiiiiiiiiiiiiieeeeeetee et 97
XV

Perancangan Media Promosi..., Cindi Natalie, Universitas Multimedia Nusantara



Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.

09 SKESA BANMNET ...ttt 98
70 Iklan Aplikasi Pertama .......ccccevvueeveeeiieniieniieieeieerie e 99
71 Referensi Iklan Aplikasi Pertama..........ccc.cccoevveeiiieniieniienieeieeen, 99
72 Sketsa Kasar Iklan Aplikasi Pertama ...........ccccoeevieviieniiiiiennnnnne. 100
73 Tklan Aplikasi Kedua...........ccooovieiiiiiniieiieniicieecie e 100
74 Referensi Iklan Aplikasi Kedua ...........cccoevviiiieniiienieenieiiiee, 101
75 Sketsa Kasar Iklan Aplikasi Kedua...........ccceeeeveeiiviieeeiieeccneeenneen. 101
76 Referensi Highlight Instagram Story.........ccceeeeeevcveeeceeesveeennen. 102
77 Sketsa Highlight Instagram StOry........ccceeecveeeceeescreeeecieeeeieeeenen 103
78 Desain Highlight Instagram StOFY .......cc.ccccveeeceeesceeesieeeereeeenen. 104
79 INtEETAST BOIPFESS ....cocueeeieeiieieeieeeiieeitesiee st e siee e e snaesnee e 104
80 Midtrans PAYIENL .................cccuieeueeieesiueeiiaeeeenieesaeesseesieseeesenes 105
81 Landyard Weesata........cccceruereiriieiiniieienienieeie et 106
82 E-Commerce Landyard .................ccccccceverceinceesinsecnieeseneeneenn. 106
83 StIKEr WeEeSata.....c.veeeeeiieeiieeeiiie ettt e e e e sere e e ens 107
84 ToKO ReVO Print SAOP ......ccueevueieiiaiiiiiieiieeieeese e 107
85 Ka0S WEESAA ..ot 108
86 Toko KaoSTOImMe.........cevueeiiriiiiieiieieieeieseeee e 108
87 Photocard Versi Pertama ............ccooceveeveniieneeneesieneeeseneeene 109
88 Photocard Versi Kedua..........cceeveeiinieieniienieiieeceeeeseeee 109
89 TOKO UNNIES ...veiuviiuieiietieieeiienieeieeiiesteeiestte st eeeeiee e eee e seeeneeas 110
00 PN WEESAtA ...euvieutieiieriieiieieeiiesteete ettt ettt 110
91 Toko PInqubandung ............ccoeevireriierieeeieeeee e 111
02 UJICODba PrOtOtYPE....veeeiiieeiieeeiieeeite ettt e 111
XVi

Perancangan Media Promosi..., Cindi Natalie, Universitas Multimedia Nusantara



DAFTAR LAMPIRAN

Lampiran 1. Hasil Persentase TUurnitin..........cccceevveeeviveeriiieeeiieeeie e e e XX
Lampiran 2. MBKM 01: Cover Latter Cluster MBKM Kewirausahaan............. xX1
Lampiran 3. MBKM 02: Kartu Identitas Peserta MBKM .............cccoooevieennnn. xXii
Lampiran 4. MBKM 03: Daily Task MBKM Cluster Kewirausahaan.............. xXiil
Lampiran 5. MBKM 04: Lembar Verivikasi Laporan MBKM .......................... xliii
Lampiran 6. Surat Penerimaann Cluster MBKM ..........cccccccoviviiiiiiieeniiieeenn, xliv
Lampiran 7. Surat Selesai Melaksanakan Cluster MBKM..............ccccoooeennnen. xlv
Lampiran 8. Lampiran Pitchdeck Weesatsa...........cccoveeeiiiiecieieieecie e, xlv
Lampiran 9. FGD (Focus Group DiSSCUSSTON) .....c.ccocueeiueeieeaiiesieeieesieeeeeeees xlix
Lampiran 10. Lampiran Hasil KueSioner...........cccccceveeeiiieeeiiieeeie e ceiee e liii

xvii

Perancangan Media Promosi..., Cindi Natalie, Universitas Multimedia Nusantara



		2025-06-25T11:27:39+0700
	JAKARTA
	e-meterai_signatures
	[76SZLM8FZA0HDAPA0002Q9] Ref-604908803097905




