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MOTTO

“To explore is always better than just to follow — Rene Suhardono ”

“Life is not about finding yourself; ist about creating yourself — George Bernad

Shaw”

“You have to learn the rules of the game. And then you have to play better than

anyone else. — Albert Einstein”

“You can’t connect the dots looking forward; you can only connect them looking
backward. So you have to trust that the dots will somehow connect in your future.
You have to trust in something — your gut, destiny, life, karma, whatever. This
approach has never let me down, and it has made all the difference in my life. —

Stave Jobs”
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INTISARI

Bardiman Cafe adalah sebuah kafe yang baru saja berdiri, untuk dapat
memperkenalkan produk, konsep dan profil café mereka membutuhkan promosi.
Untuk dapat mencapai target Bardiman Cafe harus mengambil hati tentang jenis
kampanye yang akan mereka gunakan. Kadang-kadang promosi dilakukan hanya
untuk formalitas, tetapi promosi dapat menentukan keberasilan organisasi.

Kesadaran akan pentingnya promosi belum tertanam dalam Bardiman Café.

Teknik promosi atau penggunaan iklan hyperlapse dan motion graphic,
selain unik teknik ini belum banyak digunakan sebagai media promosi di iklan
televisi. Tidak hanya menggunakan teknik dan Motion Graphics Hyperlapse tetapi
juga akan menambah animasi dalam bentuk teks dan suara amplifier dimaksudkan

sebagai iklan agar lebih hidup dan menarik.

Berdasarkan pengamatan penulis observasi- objek yan dalam penelitian ini,
penulis menemukan bahwa promosi yang dilakukan Bardiman Cafe dan Resto saat
ini menggunakan media kampanye media sosial seperti facebook dan twitter dan
melalui radio. Media ini dinilai masih minim dan kurang luas cakupannya. Dengan
media berbasis iklan dan motion graphic hyperlapse animasi diharapkan untuk
menyebarkan informasi tentang Bardiman Cafe dan Resto dapat lebih efektif dan

efisien.

Kata kunci : media promosi, hyperlapse dan gerak Grafis
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ABSTRACT

Bardiman Cafe is a cafe that had just stood up, to be able to introduce
products, concepts and profiles café they needed a promotion. To be able to achieve
the target Bardiman Cafe should take to heart about what kind of campaign they
will use. Sometimes the promotion is done just for formality, but a promotion can
determine keberasilan an organization. Awareness of the importance of a

promotion has not been embedded in Bardiman Café.

Promotional or advertising use hyperlapse technigues and motion graphics,
unique addition this technique has not been widely used as a media campaign in a
television advertisement. Not only use techniques and Motion Graphics Hyperlapse
but will also add animation in the form of text and voice amplifier intended as an

ad to be more lively and interesting.

Based on observations observasi- object yan author in this study, the
authors found that the promotion done Bardiman Cafe and Resto currently use
social media campaign media such as facebook and twitter and via radio. This
media is still considered minimal and less extensive in scope. With the ad-based
media and motion graphics animation hyperlapse is expected to spread information
about Bardiman Cafe and Resto can be more effectively and efficiently.

Keywords : media promotion, hyperlapse and motion grafis
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