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MOTTO 

 

“Telling the truth is a simple way to have a peaceful life”. 

 

“Don’t put until tomorrow what you can do today.” 

 

“The best revenge for the people who have insulted you is the success that you 

can show them later.” 

 

“Learn from the past, live for today and plan for tomorrow.” 

 

“Always be yourself no matter what they say and never be anyone else even if 

they look better than you.” 

 

“If you fall a thousand times, stand up millions of times because you do not 

know how close you are to success.” 
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INTISARI 

Pada masa ini persaingan di industri kuliner semakin ketat, hal tersebut 
mendorong produsen industri kuliner untuk membuat strategi, agar produk mereka 
dapat dikenal secara luas oleh masyarakat. Salah satunya adalah strategi promosi 
dengan menggunakan media periklanan. Media periklanan yang umum dikenal 
masyarakat saat ini adalah media cetak dan media elektronik, yang berupa brosur, 
majalah, koran, iklan radio dan televisi. Iklan televisi banyak digunakan sebagai 
media promosi karena memiliki daya tarik yang lebih kuat, karena dapat 
mencitrakan tentang produk secara langsung dan jelas kepada masyarakat. 

Kata Kunci: Media promosi, industri kuliner, iklan televisi 
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ABSTRACT 

At this time in the culinary industry competition intensifies, it encourages 
producers culinary industry to create a strategy, so that their products can be 
widely known by the public. One is the promotion strategy of using advertising 
media. Media advertising is commonly known today's society is the print and 
electronic media, in the form of brochures, magazines, newspapers, radio and 
television advertising. Television advertising is widely used as a promotional 
medium because it has a stronger appeal, because it can be imaged on a product 
directly and clearly to the public. 

 
Keywords: Media campaign, the culinary industry, television commercials 

 

  


