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INTISARI 

 

Mula Café and Eatery terletak di Jl. Karangsari No.23, RW.03, Gedongan 

Lor, Wedomartani, Kec. Ngemplak, Kabupaten Sleman, Daerah Istimewa 

Yogyakarta. Semakin banyak Café and Eatery yang bermunculan khususnya di 

Yogyakarta, Menunjukkan bahwa video iklan akan meningkatkan visibilitas dan 

keberadaan Mula Café and Eatery di mata publik.  

Penelitian ini bertujuan untuk menerapkan teknik Motion Tracking dan Live 

Shoot dalam pengembangan media promosi untuk Mula Café and Eatery. 

Pengumpulan data dilakukakn melalui tahap pengujian pemasaran (ads) di platform 

tiktok, dimana pengujian untuk mengukur dan mengevaluasi efektivitas strategi 

pemasaran digital dan efektivitas media promosi yang dihasilkan. Hasil dari 

penelitian menunjukan bahwa penggunaan teknik Motion Tracking dapat 

meningkatkan pesan visual, sedangkan Live Shoot memberikan elemen keaslian 

dan daya tarik yang lebih profesional.  

Implikasi praktis dari penelitian ini adalah Mula Café and Eatery 

menggunakan kombinasi Motion Tracking dan Live Shoot untuk mengoptimalkan 

media periklanannya. Dengan memahami preferensi audiens dan menggunakan 

teknologi terkini, Mula Café and Eatery dapat memperkuat identitas mereknya dan 

meningkatkan daya tarik pelanggan. 

 

Kata kunci: Mula Café and Eatery, Motion Tracking, Live Shoot, media promosi, 

video iklan. 
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ABSTRACT 

 

Mula Café and Eatery is located at Jl. Karangsari No.23, RW.03, Gedongan Lor, 

Wedomartani, Kec. Ngemplak, Sleman Regency, Yogyakarta Special Region. More 

and more Café and Eatery are popping up especially in Yogyakarta, showing that 

video advertising will increase the visibility and presence of Mula Café and Eatery 

in the public eye.  

This research aims to apply Motion Tracking and Live Shoot techniques in the 

development of promotional media for Mula Café and Eatery. Data collection is 

carried out through the marketing testing stage (ads) on the tiktok platform, where 

testing is to measure and evaluate the effectiveness of digital marketing strategies 

and the effectiveness of the resulting promotional media. The results of the study 

show that the use of Motion Tracking techniques can enhance visual messages, 

while Live Shoot provides an element of authenticity and a more professional 

appeal.  

The practical implication of this research is that Mula Café and Eatery uses a 

combination of Motion Tracking and Live Shoot to optimize its advertising media. 

By understanding audience preferences and using the latest technology, Mula Café 

and Eatery can strengthen its brand identity and increase customer appeal. 

 

Keywords: Mula Café and Eatery, Motion Tracking, Live Shoot, promotional 

media, Advertising video

 

 

 

 

 


