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MOTTO 

“Trust the Process” 

“Those who work in a playful, relaxed manner tend to work efficiently and 

creatively. Those who work nonstop, driven only by stress, work without joy” 

“The more you know, the more you think you don’t. The more you don’t know, the 

more you think you do” 
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INTISARI 

Multimedia merupakan salah satu produk teknologi informasi yang 
digunakan dalam bidang pemasaran untuk mempromosikan atau mengiklankan 
produk atau jasa suatu perusahaan. Promosi atau iklan bertujuan memberikan 
informasi dan mempengaruhi konsumen untuk membeli produk yang terkait, akan 
tetapi upaya promosi di RedFish Games hanya berupa monetisasi yang belum 
disertai informasi yang lengkap dan efek lainnya, sehingga informasinya belum 
tersampaikan secara maksimal. 

Tujuan penelitian ini adalah membuat iklan game Badminton League 
menggunakan metode motion graphic dan live shoot. Dengan begitu, salah satu 
media promosi yang dapat digunakan oleh pengembang game ialah video. 
Berbagai informasi yang dapat konsumen ketahui dalam video seperti judul game, 
genre, gameplay, serta ketersediaan game. 

Publikasi iklan dilakukan pada media sosial karena dapat menjangkau 
audiens yang luas dengan biaya yang relatif murah, serta dapat menseleksi atas 
audiens agar video yang tayangkan tepat sasaran kriteria auidens sesuai dengan 
yang diharapkan oleh pengembang game. 

Kata Kunci: Promosi, Produk, Konsumen 
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ABSTRACT 

Multimedia is one of the information technology products used in the 
marketing sector to promote or advertise a company’s products or services. 
Promotion or advertisement aim is to provide information and influence 
consumers to buy related products, but promotional efforts at RedFish Games are 
only in the form of monetization, which are not accompanied by complete 
information, and other effects, so the information has not been conveyed 
optimally. 

The purpose of this research is to make a Badminton League 
advertisement using motion graphic and live shoot methods. That way, one of the 
promotional media can be used by the game developers is video. Various 
information that consumers can find out in videos such as game titles, genre, 
gameplay, and game availability. 

Ad publication is carried out on social media because it can reach a wide 
audience at a relatively low cost, and selection can be made on the audience so 
that the video that is shown meets the audience criteria as expected by the game 
developers. 

Keyword: Promotion, Product, Consumer 
 
 

 

 

 


