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PERANCANGAN KAMPANYE PROMOSI 

UNTUK BRAND BOX OF YOU 

 (Celica) 

ABSTRAK 
 

Tren pemberian hadiah berkembang pesat di kalangan Gen Z, yang lebih menyukai 
hadiah unik dan bermakna. Namun, belum ada brand gifting yang memanfaatkan 
pendekatan berbasis personality quiz dalam pemilihan hadiah. Laporan ini 
bertujuan untuk sebagai dokumentasi perancangan kampanye promosi "Box of 
You", bisnis yang menghadirkan pengalaman unik dalam memilih hadiah melalui 
fitur personalisasi. Penelitian ini mengacu pada teori Advertising by Design (Landa, 
2010) dengan lima fase utama: orientasi, analisis, konsep, desain, dan 
implementasi. Metode yang digunakan adalah pendekatan kualitatif dan kuantitatif 
untuk memahami preferensi target pasar dan merancang strategi pemasaran efektif. 
Hasil survey menunjukkan bahwa strategi kampanye berbasis personalisasi dapat 
meningkatkan awareness dan engagement konsumen terhadap Box of You. Melalui 
media sosial dan materi visual interaktif, kampanye ini menciptakan pengalaman 
lebih mendalam bagi pelanggan. Selain itu, kolaborasi dengan UMKM memperkuat 
nilai brand dan menarik perhatian konsumen yang mendukung produk dalam 
negeri.  
 
Kata kunci: Kampanye, Marketing, Hadiah 
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PROMOTIONAL CAMPAIGN DESIGN  

FOR BRAND BOX OF YOU 

 (Celica) 

ABSTRACT (English) 

The trend of gift-giving is rapidly growing among Gen Z, who prefer unique and 
meaningful gifts. However, no gifting brand has yet utilized a personality quiz-
based approach in gift selection. This report serves as documentation for the 
promotional campaign design of "Box of You," a business that offers a unique 
experience in choosing gifts through personalization features. This study refers to 
the Advertising by Design theory (Landa, 2010), which consists of five main phases: 
orientation, analysis, concept, design, and implementation. The research employs 
both qualitative and quantitative approaches to understand target market 
preferences and develop effective marketing strategies. Survey results indicate that 
a personalization-based campaign strategy can enhance consumer awareness and 
engagement with Box of You. Through social media and interactive visual 
materials, this campaign creates a more immersive experience for customers. 
Additionally, collaborations with UMKM strengthen the brand’s value and attract 

consumers who support local products. 
 

Keywords: Campaign, Marketing, Gift box 
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