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INTISARI 

Penelitian ini bertujuan untuk membuat Video Iklan Cup [a] Be Coffe and 

Eatery sebagai media informasi dan promosi dan mengetahui tingkat 

keberhasilannya. 

Jenis penelitian ini adalah penelitian R&D dengan model pengembangan 

MDLC (Multimedia Development Life Cycle). Penelitian dilakukan pada Cup [a] 

Be dengan subyek penelitian adalah manajer dari Cup [a] Be. Penelitian ini melalui 

beberapa tahapan yaitu pengumpulan data, analisis data, perancangan dan 

pengembangan, dan testing. Tahap pengumpulan data dilakukan dengan observasi, 

wawancara, kuesioner, dan studi literatur. Tahap analisis dilakukan dengan analisis 

SWOT. Tahap perancangan dan pengembangan dilakukan dengan Pra Produksi, 

Produksi, Paska produksi, dan testing. Tahap testing dilakukan dengan alpha testing 

menggunakan blackbox testing dan beta testing menggunakan kuesioner skala 

likert. 

 

Hasil penelitian pembuatan Video Iklan dalam aspek multimedia didapatkan 

dari hasil perhitungan menggunakan skala likert diperoleh persentase sebesar 75,44 

% (kategori bagus).Untuk aspek informasi yang disampaikan didapatkan hasil 

persentase sebesar 75,08 % (kategori bagus). Hasil akhir dari video iklan tersebut 

berformat .mp4 dengan ukuran 64 MB. Video iklan berhasil di upload di Instagram 

dan di daftarkan ke Instagram ads. 

 

Kata Kunci : Iklan, Cup [a] Be, Skala Likert 
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ABSTRACT 

 

This research aims to make the Video Advertising Cup [a] Be Coffe and 

Eatery as a media of information and promotion and find out the level of success. 

This type of research is R&D research with MDLC (Multimedia 

Development Life Cycle) development model. The study was conducted in Cup [a] 

Be with the research subjects being managers of Cup [a] Be. This research went 

through several stages, namely data collection, data analysis, design and 

development, and testing. The data collection phase is carried out by observation, 

interviews, questionnaires, and literature studies. The analysis phase is carried out 

with a SWOT analysis. The design and development phase is carried out with Pre-

Production, Production, Post-production, and testing. The testing phase is done by 

alpha testing using blackbox testing and beta testing using a Likert scale 

questionnaire. 

The results of research on making Video Advertising in the multimedia 

aspect were obtained from the calculation using a Likert scale obtained a 

percentage of 75.44% (good category). For the aspects of the information conveyed 

the results obtained a percentage of 75.08% (good category). The end result of the 

ad video is in .mp4 format with a size of 64MB. Video advertisements were 

successfully uploaded on Instagram and registered to Instagram ads. 

Keywords: Advertising, Cup [a] Be, Likert Scale 

 

 

 

 

 


