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MOTTO
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INTISARI

Dalam sebuah komputer atau perangkat multimedia lainnya terasa tidak
lengkap rasanya bila tidak terdapat sebuah game. Dan seiring berkembangnya jaman
banyak generasi muda lokal yang bisa memproduksi atau merancang game. Game
Super Falcao adalah salah satu game buatan generasi muda sleman Y ogyakarta berbasis
android yang sebenarnya sudah dipasarkan, namun disini peneliti melihat kurangya

dukungan dalam segi promosi untuk pemasarannya.

Dari permasalah yang ada, peneliti akan membuat iklan sebagai media untuk
memperkenalkan kepada publik, bahwa Game Super Falcao adalah salah satu game
baru yang layak untuk menghibur semua kalangan. Dalam proses pembuatan iklan
harus melalui tiga tahap, yaitu tahap praproduksi, tahap produksi dan tahap pasca

produksi.

Media iklan ini akan menampilkan bagaimana keseruan memainkan game ini
dengan didukung motion tracking animated. sehingga setelah masyarakat mengetahui
informasi dari iklan tersebut, orang akan tertarik untuk membeli game super falcao

tersebut.

Kata Kunci : Iklan, Media Promosi, Game Super Falcao
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ABSTRACT

The computers or other multimedia devices are supposed to have games to
complete their role as supporting devices for human. As the time goes by, many local
generations now could invent or create games and Super Falcao game is one of games
invented by young generation in Sleman, Yogyakarta and it is based on Android
operation system in which it has actually been promoted. However, weak promotion

seems to be the problem here.

Since the weak promotion becomes the main problem here, an advertisement to
introduce this Super Falcao game to public would be offered as media to deal with this
problem, for this game is one of the newest games in which it is pointful to entertain
all people. In making an advertisement, there are three steps in which they must be

passed. They are pre-production, production, post-production.

This advertisement would depict how this game could offer pleasure in which it
is also supported by motion tracking animated. Therefore, after the public have already

noticed the advertisement, they would be interested in buying this Super Falcao game.

Keyword : Advertisement, Media Promotion, Super Falcao Game
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