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INTISARI 
 

 

Penelitian ini berjudul Perancanagan dan Pembuatan Video Iklan di Caffe 

Hep Food Drink Sebagai Sarana Promosi Menggunakan Tehnik Live Shoot dan 

Motion Graphic, Penelitian ini di lengkapi teori untuk menjawab rumusan masalah 

teori tersebut antara lain Multimedia, Iklan, promosi , Desain grafis, motion graphic 

dan metode Perancangan. Penelitian ini bertujuan untuk Menjelaskan Perancangan 

dan Pembuatan Video Iklan di Caffe Hep Food Drink sebagai sarana promosi 

menggunakan tehnik Lve Shoot dan Motion Graphic, Heep Food Drink Merupakan 

badan usaha yang bergerak dalam bidang caffe minuman dan makanan, Saat ini 

caffe tersebut belum memiliki video iklan seabagai sarana promosi , Maka dari itu 

penulis mengajukan perancangan dan pembuatan video iklan di Caffe Hep Food 

Drink sebagai sarana promosi menggunakan tehnik live shoot dan motion graphic 

dengan tujuan Memperkenalkan caffe Heep Food Drink ke konsumen Tentang 

layanan yang di berikan pihak Heep Food Drink 
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ABSTRACT 
 

 

 This research is entitled Designing and Making Video ads at Caffe Hep 

Food Drink as a Promotional Means using Live Shoot and Motion Graphic 

Techniques. This research is equipped with theory to answer the formulations of 

the theoretical problem including Multimedia, Adsvertising, Promotion, Graphichs 

and Methods Design. This study aims to explain the design and manufacture of 

video adsvertisements at Caffe Hep Food Drink as a means of promotion using Live 

Shoot and Motion Graphic techniques.Hep Food Drink is a business entity engaged 

in the field of café drinks and food. Currently , the café does not have video 

adsvertisements as a means of promotion. therefore, the author propose to design 

and create video advertisements for cafe Hep Food Drink as a means of promoyion 

using Live shhot techniques and Motion graphic with the aim of introducing caffe 

Hep Food Drink to Consumers about the service provided by Hep Food Drink 

 

 

Keywords: Multmedia,  advertisting ,  promotion,  live shoot,  motion graphics 

 

  

 

 

  


