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INTISARI

Sosial Media Management atau SMM ini adalah devisi dari PT
Sacoret ID yang merupakan perusahaaan yang bergerak pada bidang
digital agency terkhusus di bidang Digital Branding dan Marketing.
Penelitian ini di lakukan dengan tujuan untuk membuat suatu media
informasi layanan, yaitu mengenai Sosial Media Management yang
berfokus pada layanan® Sosial Media Handling, Ads Management,
Branding dan DailyContent,Copywriting, Buzzerinfluencer/ Endorsment
dan Youtube Ads. SMM sacoret juga sudah memiliki banyak client dan
project. Perusahaan membutuhkan suatu proyek di bidang pemasaran
yang menarik untuk di publish kepada masyarakat mengenai Digital
Branding dan Marketing, supaya masyakarat yang memiliki _usaha atau
perusahaan-perusahaan tertarik dengan layanan yang di sediakan. SMM
Sacoret. Salah satu langkah yang diambil adalah dengan membuat
animasi berkonsep Motion Graphic, karena Animasi berkonsep motion
graphic, salah satu animasi yang cukup mudah, cukup menarik, dan
cukup di mengertidi
kalangan masyarakat dan perusahaan-perusahaan tersebut.

Membangun dan merancang video animasi berkonsep motion
graphic ini, diharapkan dapat membantu perusahaan-perusahaan dan
masyarakat yang mempunyai usaha dalam memasarkan

membrandingkan layanan, jasa atau produk tersebut secara publish.

Kata kunci : Digital Branding dan Marketing, Motion Graphic, Media Informasi

Layanan
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ABSTRACT

Social Media Management or SMM is a division of PT Sacoret ID
which is a company engaged in digital agency, especially in the field of
Digital Branding and Marketing. This research was conducted with the
aim of creating an information media service, namely Social Media
Management which focuses.-on Social Media Handling services,
Advertising-Management, Branding and Daily Content, Copywriting,
Buzzer / Influencer / Endorsement and Youtube Ads. Sacoret SMM also

has many clients and projects.

Companies need projects in the field of marketing that are
attractive to be published to the public regarding Digital Branding and
Marketing, so that people who have businesses or companies are
interested in the services provided by SMM Sacoret. One of the steps taken
IS making animation with the concept of motion graphics, because
animation has a motion graphics concept, one of the animations that is
quite easy, quite interesting, and quite understandable by the public and
the company.

Building and designing animated videos with the concept of motion
graphics, is expected to help companies and people who have businesses
in marketing, compare these services, services or products with published

ways.

Keywords: Digital Branding and Marketing, Motion Graphic, Media Information

Services
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