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INTISARI
RISE Gamenet merupakan salah satu bisnis yang bergerak pada penyediaan
jasa di Yogyakarta. RISE Gamenet sudah beroprasi di bidang pelayanan jasa sejak
tahun 2012 dan memiliki pelanggan yang berusia 15-30 tahun. Selama ini RISE

gamenet melakukan promosi hanya dengan menggunakan spanduk atau banner dan
informasi yang tersebar dari mulut-kemulut. S

tahun terakhir omzet yang
didapat selalu tinggi, nam

omzet sebesar 50% .
Sejak
Melihat

simple tapi tetap menarik.
Kata Kunci :2D, Iklan,Anim
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ABSTRACT

RISE Gamenet is one of the businesses engaged in providing services in
Yogyakarta. RISE Gamenet has been operating in the service sector since 2012 and
has customers aged 15-30 years. During this time, RISE played a promotion just by
using banners or banners and information spread from mouth to mouth. During the

last 5 years the turnover obtained has always been high, but since October 2017,

there has been a decline in turnover of 50%.

e equivalent to RISE

of this advertisement, it I
ion stages. By utilizing con
' g _in the |

Keywords—2D, ads, animation, Instagram.
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