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MOTTO 
 

 

“Nothing Last Forever, We Can Change The Future” 

      -Alucard(Mobile Legend)- 

 

 

“Don’t Ever Stop. Always Keep Going. No Matter What Happens And 

Is Taken From You. Even When Life Is So Unfair,Don’t Give Up.” 

-Ezio Auditore(Assassin’s Creed II)- 

 

 

“You Mustn't Allow Yourself To Be Chained To Fate, To Be Ruled By 

Your Genes, Human Beings Can Choose The Kind Of Life That They 

Want To Live. What's Important Is That You Choose Life And Then 

Live” 

-Naomi Hunter(Metal Gear Solid)-  
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INTISARI 
 

Bowl-Ling Fruit Bar adalah sebuah usaha yang bergerak di bidang kuliner yang 

berkonsep fresh and green. Memiliki suasana yang alami dengan ornament – ornament 

kayu untuk bangku dan mejanya yang membuatnya menjadi tempat yang nyaman 

untuk nongkrong dan bersantai sore hari dan design lampu – lampu yang membuat 

suasana terasa lebih tenang saat malam hari. 

Tetapi, Bowl-Ling Fruit Bar ini masih kurang dalam pemasaran dan 

pengiklanan lokasinya karena mereka baru saja berpindah lokasi ayng awalnya berada 

di Jl. Gejayan selatan ATM BCA dan sekarang berpindah ke Jl.Bedrek, Sanggrahan, 

Condong Catur. 

Oleh karena itu, penulis memutuskan untuk membuat iklan promosi bagi Bowl-

Ling Fruit Bar untuk membantu menambah daya tarik bagi konsumen agar datang ke 

Bowl-Ling Fruit Bar, dalam pembuatan iklan ini aplikasi yang akan penulis gunakan 

antara lain ; Adobe Premiere untuk editing iklan, Adobe After Effect berguna untuk 

membuat Motion Graphic peta jalan menuju ke lokasi Bowl- Ling Fruit Bar, dan Adobe 

Audition untuk mengedit suara rekaman dari video. 

 

Kata Kunci : Bowl-Ling Fruit Bar, Iklan , Motion Graphic   

  



xix 
 
 

ABSTRACT 
 

Bowl-Ling Fruit Bar is a business engaged in the culinary concept that is fresh 

and green. It has a natural atmosphere with wooden ornaments for benches and tables 

that make it a comfortable place to hang out and relax in the afternoon and design 

lights that make the atmosphere feel calmer at night. 

However, Bowl-Ling Fruit Bar is still lacking in marketing and advertising its 

location because they have just moved locations which were originally located on Jl. 

Gejayan south of the BCA ATM and now moves to Jl. Bedrek, Sanggrahan, Condong 

Catur. 

Therefore, the author decided to create a promotional advertisement for the 

Bowl-Ling Fruit Bar to help add appeal to consumers to come to the Bowl-Ling Fruit 

Bar, in making this advertisement the applications that I will use include; Adobe 

Premiere for advertising editing, Adobe After Effect is useful to create a motion graphic 

road map to the location of Bowl-Ling Fruit Bar, and Adobe Audition to edit the sound 

of recordings from the video. 

 

Keywords: Bowl-Ling Fruit Bar, Advertising, Motion Graphic 

 

 

  


