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ABSTRAK 

Efrem Yerdano Laba Gena Atamarang, 22902410008, Perancangan Video Promosi di 

Sanggar Doka Tawa Tana. Tugas Akhir. Program Studi Desain Komunikasi Visual, Institut 

Filsafat dan Teknologi Kreatif Ledalero, 2026. 

Kesenian tradisional di Indonesia menghadapi tantangan serius dalam mempertahankan 

keberlangsungannya di tengah dominasi budaya asing dan minimnya strategi promosi yang 

terencana. Sanggar Doka Tawa Tana, sebuah lembaga seni non-formal di Kampung Adat 

Dokar, Desa Umauta, Kecamatan Bola, Kabupaten Sikka, Nusa Tenggara Timur, menyimpan 

kekayaan tiga cabang kesenian tarian tradisional, musik kampung, dan tenun ikat berbahan 

pewarna alami yang belum dikenal secara luas oleh masyarakat akibat keterbatasan media 

promosi yang digunakan. Penelitian ini bertujuan merancang sistem media promosi yang 

diharapkan efektif, komunikatif, dan sesuai dengan kebutuhan Sanggar Doka Tawa Tana diera 

digital.  Penelitian menggunakan pendekatan kualitatif yang dipadukan dengan metode Design 

Thinking, mencakup empat tahapan yang diterapkan: Empathize, Define, Ideate, dan 

ProtoType. Tahap Test tidak dilaksanakan karena fokus penelitian ini adalah pada perancangan 

sistem media promosi, dan validasi awal telah dilakukan melalui wawancara mendalam serta 

Focus Group Discussion (FGD) pada tahap ProtoType. Pengumpulan data dilakukan melalui 

wawancara mendalam kepada pengelola, anggota sanggar, serta masyarakat dan wisatawan, 

serta observasi lapangan secara partisipatif langsung di lokasi sanggar. Data yang terkumpul 

dianalisis menggunakan teknik analisis tematik untuk merumuskan pernyataan masalah dan 

konsep perancangan.  Hasil penelitian menunjukkan bahwa sebagian besar masyarakat dan 

wisatawan yang diwawancarai belum mengenal keberadaan sanggar. Atas dasar temuan 

tersebut, dikembangkan konsep kreatif "Benang Merah Budaya" yang bertumpu pada tiga 

pilar: autentisitas, integrasi, dan keberanian estetis dengan identitas visual yang sepenuhnya 

terinspirasi dari palet warna pewarna alami dan motif khas Kabupaten Sikka. Sistem media 

promosi yang dihasilkan mencakup video promosi utama berdurasi 1–1,5 menit untuk Platform 

YouTube dan Facebook, video pendek vertikal untuk Instagram Reels dan TikTok, poster, Flyer 

dengan kode QR, template konten media sosial, serta sejumlah media pendukung cetak dan 

Merchandise.  Perancangan media promosi Sanggar Doka Tawa Tana diharapkan mampuh 

menghasilkan sistem komunikasi visual yang berkesinambungan, berbasis kearifan lokal, dan 

relevan dengan kebutuhan audiens digital. Penelitian ini sekaligus berkontribusi sebagai arsip 

visual kekayaan kesenian Kabupaten Sikka dan menjadi rujukan bagi upaya pelestarian seni 

budaya tradisional melalui pendekatan desain komunikasi visual yang sistematis dan berpusat 

pada pengguna. 

Kata kunci: video promosi, doka tawa tana, Design Thinking, media promosi digital 

 

 

 

 

 



ABSTRACT 

 

Efrem Yerdano Laba Gena Atamarang, 22902410008, Design of a Promotional Video for 

Sanggar Doka Tawa Tana. Final Project. Visual Communication Design Study Program, 

Ledalero Institute of Philosophy and Creative Technology, 2026. 

 

Traditional arts in Indonesia face serious challenges in sustaining their existence amid the 

dominance of foreign culture and the lack of well-planned promotional strategies. Sanggar 

Doka Tawa Tana, a non-formal art institution located in Kampung Adat Dokar, Umauta 

Village, Bola Sub-district, Sikka Regency, East Nusa Tenggara, holds a rich heritage of three 

art forms traditional dance, village music, and ikat weaving using natural dyes that remain 

largely unknown to the public due to limited promotional media. This study aims to design a 

promotional media system that is effective, communicative, and suited to the needs of Sanggar 

Doka Tawa Tana in the digital era. The research employs a qualitative approach combined 

with the Design Thinking method, covering four stages: Empathize, Define, Ideate, and 

Prototype. The Test stage was not carried out because the focus of this study is on designing 

the promotional media system, and initial validation had already been conducted through in-

depth interviews and a Focus Group Discussion (FGD) during the Prototype stage. Data were 

collected through in-depth interviews with the studio's management and members, as well as 

the community and tourists, along with direct participatory field observation at the studio's 

location. The collected data were analyzed using thematic analysis techniques to formulate the 

problem statement and design concept. The results show that most of the community members 

and tourists interviewed were not yet aware of the studio's existence. Based on these findings, 

a creative concept titled “Benang Merah Budaya” (“The Common Thread of Culture”) was 

developed, resting on three pillars: authenticity, integration, and aesthetic boldness with a 

visual identity fully inspired by the natural-dye color palette and the distinctive motifs of Sikka 

Regency. The resulting promotional media system includes a main promotional video lasting 

1–1.5 minutes for YouTube and Facebook, short vertical videos for Instagram Reels and 

TikTok, posters, flyers with QR codes, social media content templates, and a number of 

supporting print media and merchandise. The design of promotional media for Sanggar Doka 

Tawa Tana is expected to produce a sustainable, locally rooted visual communication system 

that is relevant to the needs of digital audiences. This research also contributes as a visual 

archive of Sikka Regency's artistic heritage and serves as a reference for efforts to preserve 

traditional arts and culture through a systematic, user-centered visual communication design 

approach. 
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