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ABSTRACT

The rapid growth of digital media has encouraged educational institutions to use
Instagram as an effective promotional platform. Based on observations, the
official Instagram account of Politeknik Negeri Media Kreatif (Polimedia)
PSDKU Medan lacks consistency in the use of colors, typography, layouts, and
visual elements, and does not yet have a Design System to support content
creation. This study aims to design Instagram promotional media that establishes
a consistent visual identity for the institution. The research employed a descriptive
qualitative method using observation, interviews, questionnaires, documentation,
and literature review. The results include a Design System covering logo usage,
color palette, typography, layout, grid system, photography, and iconography, as
well as 27 Instagram content designs based on the Digital Marketing Funnel
strategy through the TOFU, MOFU, and BOFU stages. Supporting outputs
include a Brand Guideline, Instagram Feed designs, and a catalog. The proposed
design is expected to serve as a guideline for developing consistent and
sustainable digital promotional media for Polimedia PSDKU Medan.

Keywords: Visual Communication Design, Design System, Instagram,
Promotional Media, Digital Marketing Funnel.

ABSTRAK

Perkembangan media digital mendorong institusi pendidikan memanfaatkan
Instagram sebagai media promosi yang efektif. Berdasarkan hasil observasi, akun
Instagram Politeknik Negeri Media Kreatif (Polimedia) PSDKU Medan belum
memiliki konsistensi dalam penggunaan warna, tipografi, tata letak, dan elemen
visual, serta belum didukung oleh Design System sebagai pedoman pembuatan
konten. Penelitian ini bertujuan merancang media promosi melalui Instagram
yang mampu membangun identitas visual kampus secara konsisten. Metode yang
digunakan adalah kualitatif deskriptif dengan teknik pengumpulan data berupa
observasi, wawancara, kuesioner, dokumentasi, dan studi pustaka. Hasil penelitian
berupa Design System yang mencakup panduan penggunaan logo, warna,
tipografi, layout, grid system, fotografi, dan ikon, serta menghasilkan 27 konten
Instagram berdasarkan strategi Digital Marketing Funnel melalui tahapan TOFU,
MOFU, dan BOFU. Selain itu, dihasilkan design system, desain Instagram Feed,
dan katalog sebagai media pendukung. Hasil perancangan diharapkan dapat
menjadi pedoman dalam pengelolaan media promosi digital Polimedia PSDKU
Medan secara konsisten dan berkelanjutan.

Kata Kunci: Desain Komunikasi Visual, Design System, Instagram, Media
Promosi, Digital Marketing Funnel.
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