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INTISARI 

 

Genkai Coffee and Space merupakan salah satu Coffee Shop terletak di  

Daerah Istimewa Yogyakarta yang memberikan konsep suasana tempat yang 

minimalis dan artistik. Dalam upaya meningkatkan daya tarik masyarakat 

khususnya para pecinta kopi dan juga upaya meningkatkan daya saing terhadap 

pelaku usaha dalam bidang Coffee Shop, Genkai Coffee and Space telah melakukan 

promosi dengan cara mengunggah foto di Instagram. 

 Media yang saat ini dirasa sudah cukup, akan tetapi ada beberapa informasi 

Genkai Coffee and Space yang tidak bisa ditampilkan melui media cetak seperti 

audio, video, dan motion graphic. Dari hal diatas penulis mengusulkan membuat 

video iklan yang dapat penunjang dalam menyebarkan informasi dan promosi saat 

ini dengan melibatkan unsur multimedia yang lain seperti teks, video, suara, dan 

gambar. 

 Unsur-unsur tersebut mampu memvisualisasikan keunggulan-keunggulan 

di Genkai Coffee and Space. Dari uraian diatas penulis mencoba membuat judul 

Perancangan Dan Pembuatan Iklan Genkai Coffee and Space Yogyakarta. 

Pembuatan video iklan ini diharapkan menjadi solusi untuk menyebarkan informasi 

tentang beberapa menu dan fasilitas Coffee Shop. 

 

 

Kata Kunci : Video iklan, Motion Graphic, Genkai Coffee and Space. 
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ABSTRACT 

 

 Genkai Coffee and Space is one of the Coffee Shops located in the Special 

Region of Yogyakarta by providing an atmosphere to provide a minimalist and 

artistic atmosphere. In an effort to increase the attractiveness of the community, 

especially coffee lovers and also efforts to increase competitiveness of businesses 

in the field of Coffee Shop. Genkai Coffee and Space has posted a photo on 

Instagram. 

 Media that is currently considered enough, but there is some information 

Genkai Coffee and Space that can not be displayed through print media such as 

audio, video, and motion graphic. From the above, the author proposes to create 

advertising videos that can support in disseminating information and current 

promotions by involving other multimedia elements such as text, video, sound, and 

images. 

 These elements are able to visualize the advantages in Genkai Coffee and 

Space. From the description above the author tried to make the title Design and 

Advertising Genkai Coffee and Space Yogyakarta. The creation of this ad video is 

expected to be a solution to spread information about some menus and Coffee Shop 

facilities. 
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