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PERANCANGAN VIDEO PRODUCT PROFILE SPICY 

CHICKEN POPCORN BENFARM 
 

 Aurellia Nura Gupita 

ABSTRAK 
 

Perkembangan Industri Fast Moving Consumer Goods (FMCG) saat ini 
mengalami pertumbuhan pesat seiring dengan gaya hidup masyarakat yang 
semakin dinamis dan modern, sehingga mendorong peningkatan kebutuhan 
masyarakat yang serba cepat, praktis dan mudah diakses. Perubahan perilaku 
konsumen menuntut ketersediaan informasi yang jelas dan mudah dipahami 
untuk membantu konsumen dalam pengambilan keputusan pembelian. Media 
sosial menjadi salah satu media informasi yang memiliki peran penting dalam 
sarana penyampaian product knowledge bagi konsumen. Penelitian ini 
dilakukan pada Benfarm yang terlihat memiliki potensi dalam penyampaian 
product knowledge, namun kurang dikelola secara efektif dan informatif. 
Penelitian ini bertujuan untuk membantu Benfarm memaksimalkan 
penyampaian informasi product knowledge melalui Product profile yang 
dikemas lebih informatif dan efektif. Peneliti melakukan perancangan 
Product profile untuk membantu penyampaian pesan produk secara spesifik 
mengenai manfaat dan keunggulannya. Melalui strategi perancangan ini, 
peneliti berharap Product profile dapat menjadi sarana efektif dalam 
meningkatkan product knowledge masyarakat luas kepada produk Benfarm. 
Tidak hanya meningkatkan pemahaman konsumen, tetapi juga mendukung 
efektivitas komunikasi produk. 
 
Kata kunci: Benfarm Komunikasi Kreatif, Profil Produk, Pemasaran Digital,           

Video                  
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 DESIGNING A VIDEO PRODUCT PROFILE FOR BENFARM'S 

SPICY CHICKEN POPCORN 
 

 Aurellia Nura Gupita 

ABSTRACT 
 

 

The Fast Moving Consumer Goods (FMCG) industry is currently 
experiencing rapid growth in line with the increasingly dynamic and modern 
lifestyles of consumers, driving an increase in demand for fast, practical, and 
easily accessible products. Changes in consumer behavior require the 
availability of clear and easy-to-understand information to assist consumers 
in their purchasing decisions. Social media has become an important medium 
for conveying product knowledge to consumers. This research was conducted 
on Benfarm, which appears to have potential in conveying product knowledge 
but is not managed effectively and informatively. This research aims to help 
Benfarm maximize the delivery of product knowledge information through 
Product profiles that are packaged in a more informative and effective 
manner. The researcher designed Product profiles to help convey specific 
product messages regarding the benefits and advantages of the products. 
Through this design strategy, the researcher hopes that Product profiles can 
become an effective means of increasing the general public's product 
knowledge about Benfarm products. Not only does this increase consumer 
understanding, but it also supports the effectiveness of product 
communication. 
 
Keywords: Benfarm, Creative Communication, Digital Marketing, Profile 

Product, Video 
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