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INTISARI 

 

Perkembangan media digital menuntut perusahaan untuk menyampaikan 

informasi dan membangun identitas merek secara efektif, menarik, dan mudah 

dipahami, salah satunya melalui video company profile yang menerapkan konsep 

visual branding. Penelitian ini dilatarbelakangi oleh kebutuhan PT. Sahabat 

Ternak Girikerto dalam memperkenalkan identitas perusahaan, proses peternakan, 

serta pengolahan susu kambing secara profesional guna meningkatkan 

kepercayaan dan brand awareness masyarakat. Tujuan penelitian ini adalah 

merancang dan mengimplementasikan konsep visual branding pada video 

company profile PT. Sahabat Ternak serta mengevaluasi kelayakan video tersebut 

sebagai media identitas perusahaan. Metode yang digunakan dalam penelitian ini 

adalah pendekatan kuantitatif dengan metode perancangan media, yang meliputi 

tahap pra-produksi, produksi, dan pasca-produksi video dengan mengombinasikan 

teknik live shoot dan motion graphic. Pengumpulan data dilakukan melalui 

observasi, wawancara, serta penyebaran kuesioner kepada masyarakat umum 

menggunakan skala Likert, kemudian dianalisis dengan bantuan perangkat lunak 

IBM SPSS melalui uji validitas dan reliabilitas. Hasil penelitian menunjukkan 

bahwa video company profile yang dihasilkan memperoleh penilaian sangat baik 

dari responden pada aspek pemahaman informasi, kualitas visual, kualitas audio, 

serta kelayakan sebagai media identitas perusahaan. Dengan demikian, dapat 

disimpulkan bahwa penerapan konsep visual branding pada video company 

profile efektif dalam memperkuat citra dan identitas PT. Sahabat Ternak, serta 

berpotensi menjadi media promosi strategis yang relevan di era digital. 

 

Kata kunci: visual branding, video company profile, live shoot, motion graphic, 

identitas perusahaan. 
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ABSTRACT 

 

The development of digital media requires companies to convey 

information and build brand identity effectively, attractively, and clearly, one of 

which is through a company profile video that applies the concept of visual 

branding. This research is motivated by the need of PT. Sahabat Ternak Girikerto 

to introduce its corporate identity, livestock activities, and goat milk processing 

professionally in order to increase public trust and brand awareness. The purpose 

of this study is to design and implement visual branding in the company profile 

video of PT. Sahabat Ternak and to evaluate its feasibility as a corporate identity 

medium. This study employs a quantitative approach using a media design 

method, which includes the stages of pre-production, production, and post-

production by combining live shoot and motion graphic techniques. Data were 

collected through observation, interviews, and the distribution of questionnaires to 

the general public using a Likert scale, and then analyzed using IBM SPSS 

software through validity and reliability testing. The results show that the 

produced company profile video received very good evaluations from 

respondents, particularly in terms of information clarity, visual quality, audio 

quality, and suitability as a corporate identity medium. Therefore, it can be 

concluded that the application of visual branding in the company profile video is 

effective in strengthening the corporate image and identity of PT. Sahabat Ternak 

and has the potential to serve as a strategic promotional medium in the digital era. 

 

Keyword: Visual branding, company profile video, live shoot, motion graphic, 

corporate identity.


