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ABSTRACT

The design of this final project was motivated by the issue that the communication
of information and brand identity for Vibesroom Studio in Purwokerto has not been
optimal, resulting in low brand awareness among the target audience. The
objective of this design is to produce a company profile video capable of effectively
conveying the brand’s identity, uniqueness, and values. The methods used include
observation, interviews, literature review, as well as pre-production, production,
and post-production stages. The result of this design is a company profile video that
Is expected to increase brand awareness and strengthen Vibesroom Studio’s image
in the minds of the audience as a creative studio that holds an official business
license.

Keywords:company profile video, brand awareness, visual communication design,
Vibesroom Studio.

ABSTRAK

Perancangan karya tugas akhir ini dilatarbelakangi oleh permasalahan yang
diangkat adalah belum optimalnya penyampaian informasi dan identitas brand
Vibesroom Studio di Purwokerto sehingga brand awareness di kalangan target
audiens masih rendah. Tujuan dari perancangan ini adalah menghasilkan video
company profile yang mampu menyampaikan identitas, keunikan, dan nilai brand
secara efektif dan menyeluruh. Metode yang digunakan meliputi observasi, wa-
wancara, studi pustaka, serta tahapan pra-produksi, produksi, dan pasca-produksi.
Hasil dari perancangan ini berupa video company profile yang diharapkan dapat
meningkatkan brand awareness dan memperkuat citra Vibesroom Studio di benak
audiens sebagai studio kreatif yang telah memiliki izin usaha resmi.

Kata Kunci: video company profile, brand awareness, desain komunikasi visual,
Vibesroom Studio.
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