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INTISARI 

Penelitian ini bermaksud untuk memimplementasikan serta memadukan teknik 

liveshoot dan motion graphic kedalam suatu bentuk produk iklan. Pada penelitian 

ini menggunakan studi kasus café awcoffee yang memiliki konsumen dari 

kalangan anak muda, sehingga penggunaan tenik liveshoot dan motion graphic 

diprioritaskan membuat unsur iklan yang sesuai dengan karakter anak muda. 

Metode penelitian yang digunakan dalam penelitian ini menganut sistem research 

and development yang mengedahulukan observasi serta analisis dalam ptoses 

penelitiannya,serta dalam metode penggarapannya melalui alur pra produksi, 

produksi dan pasca produksi . 

Dari hasil penelitian mengenai iklan yang telah dibuat didapatkan poin presentase 

sebanyak 82,4% dari total lima kategori yang mewakilkan ketertarikan anak 

muda. 

 

Kata kunci : Live shoot, Motion Graphic, Iklan, café . 
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ABSTRACT 

This study intends to implement and integrate liveshoot and motion graphics 

techniques into a form of advertising product. This study uses a case study of café 

awcoffee which has consumers from among young people, so that the use of 

liveshoot techniques and motion graphics is prioritized in making advertising 

elements that match the character of young people. 

The research method used in this study adopts a research and development system 

that prioritizes observation and analysis in the research process, as well as in the 

cultivation method through pre-production, production and post-production 

channels. 

From the results of the research on advertisements that have been made, it was 

found that 82.4% of the total five categories represented the interest of young 

people. 

 

Keyword : Liveshoot, Motion Graphic , advertisement ,café. 

xv 


