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INTISARI

Bitebowl by bitefood merupakan badan usaha rumahan dibidang kuliner
dengan memanfaatkan media sosial sebagi media pemasarannya. Permasalahan
yang dimiliki Bitebowl by bitefood adalah media promosi yang di gunakan masih
berupa teks dan gambar produk. Dengan permasalahan tersebut penelitian ini
dilakukan sebagai bentuk solusi pada Bitebowl by bitefood.

Pada penelitian ini peneliti melakukan analisis kemudian menggunakan
metode MDLC (multimedia life cycle) yang melalui beberapa proses seperti
concept untuk menentukan output, design untuk membuat storyboard, material
collecting untuk mengumpulkan bahan bahan video termasuk proses take video,
assembly untuk proses editing, testing untuk testing video dan yang terakhir
distribution untuk mendistribusikan video, pada penelitian mi tidak melalui tahap
distribution karena diluar konteks penelitian. Sehingga hasil video pada penelitian
ini di serahkan sepenuhnya pada Bitebowl by bitefood sebagai objek penelitian.

Hasil dari penelitian ini berupa video dengan kategori. iklan, yang
ditunjukkan kepada masyarakat, khusunya daerah Lumajang, Jawa Timur.

Kata kunci: video, iklan, after effect, premiere pro, live shoot, motion graphic.
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ABSTRACT

Bitebowl by bitefood is a home-based business entity in the culinary field
by utilizing social media as its marketing medium. The problem that Bitebowl by
bitefood has is that the promotional media used are still in the form of text and
product images. With these problems, this research was conducted as a form of
solution to Bitebowl by bitefood.

In this study, researchers conducted an analysis and then used the MDLC
(multimedia life cycle) method which went through several processes such as
concepts to determine output, design to create storyboards, collecting material to
collect video materials including the take video process, assembly for the editing
process, testing for testing video and the last is distribution to distribute video, in
this study it did not go through the distribution stage because it was outside the
context of the research. So that the results of the video in this study are fully
submitted to Bitebowl by bitefood as the object of research.

The results of this study are videos with advertising categories, which are
shown to the public, especially the Lumajang area, East Java.

Keywords: video, advertisement, after effects, premiere pro, live shoot, motion
graphic.
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