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ABSTRAK 

Pandemi Covid-19 yang melanda Indonesia membawa dampak buruk ke berbagai bidang, 

hal ini pula yang dirasakan oleh para pedagang kuliner di Sentra Wisata Kuliner milik 

Pemerintah Kota Surabaya yang dinaungi oleh Dinas Koperasi dan Usaha Mikro. Berdasarkan 

observasi langsung oleh Bapak Armuji selaku Wakil Walikota Surabaya, pendapatan para 

pedagang tersebut turun drastis hingga 50% selama masa Pandemi, yang menyebabkan banyak 

dari mereka yang mengalami kesulitan ekonomi bahkan hingga gulung tikar. Terlebih lagi 

mereka juga harus tetap membayar biaya retribusi.  

Pada perancangan ini, penulis menggunakan teknik pengumpulan data primer melalui 

kuesioner, Focus Group Dicussion (FGD) serta wawancara dan data sekunder melalui buku, 

jurnal, dan media online. Dimana setelah itu, data tersebut di analisis menggunakan teori Miles 

dan Huberman yang terdiri dari 3 tahap yakni reduksi data, penyajian data, dan kesimpulan.  

Adanya budaya nongkrong yang digemari oleh kalangan anak muda tentu dapat dijadikan 

peluang yang sangat baik dengan menawarkan hal-hal yang di inginkan atau di butuhkan oleh 

anak muda dalam memilih sebuah tempat untuk nongkrong. Selain itu, saat ini pendemi telah 

mereda dan kehidupan masyarakat Indonesia sudah mulai kembali normal seperti sebelumnya 

dengan dibukanya beberapa tempat umum yang dulu sempat di tutup karena kebijakan social 

distancing, sehingga hal ini memungkinkan adanya kunjungan dari masyarakat terhadap 

tempat-tempat umum tak terkecuali objek wisata.  

Hal itulah yang membuat penulis ingin mencoba untuk membantu mengembalikan tingkat 

kunjungan konsumen dengan membuat sebuah video promosi berupa rekomendasi Sentra 

Wisata Kuliner yang cocok dijadikan tempat nongkrong anak muda yang nantinya diharapkan 

dapat menjadi langkah awal mengembalikan eksistensi dari Sentra Wisata Kuliner yang ada di 

Surabaya setelah melalui masa pandemi yang cukup panjang. 

Kata Kunci : Video Promosi, Sentra Wisata Kuliner, Kota Surabaya   
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ABSTRACT 

The Covid-19 pandemic that hit Indonesia had a negative impact on various fields, this 

was also felt by culinary traders at the Culinary Tourism Center owned by the Surabaya City 

Government which was sheltered by the Cooperatives and Micro Business Office. Based on 

direct observations by Mr. Armuji as Deputy Mayor of Surabaya, the income of these traders 

even dropped drastically by up to 50% during the Pandemic, which caused many of them to 

experience economic difficulties and even go out of business. What's more, they also have to 

pay retribution fees. 

In this design, the authors use primary data collection techniques through 

questionnaires, Focus Group Discussion (FGD) as well as interviews and secondary data 

through books, journals, and online media. After that, the data was analyzed using Miles and 

Huberman's theory which consisted of 3 stages, namely data reduction, data presentation, and 

conclusions. 

The existence of a hangout culture that is favored by young people can certainly be a 

very good opportunity by offering things that young people want or need in choosing a place 

to hang out. In addition, now the pandemic has subsided and the lives of Indonesian people 

have started to return to normal as before with the opening of several public places that were 

previously closed due to social distancing policies, so that this allows for visits from the public 

to public places, including tourist attractions. . 

That's what makes the author want to try to help restore the level of consumer visits by 

making a promotional video in the form of recommendations for a Culinary Tourism Center 

that is suitable as a hangout place for young people which later is expected to be the first step 

to restore the existence of the Culinary Tourism Center in Surabaya after going through a 

period of time. long pandemic. 

Keywords : Promotional Video, Culinary Tourism Center, Surabaya City 
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