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MOTTO 

 

“It ain’t about how hard you can hit, it’s how hard you can get hit and keep 

moving forward. It’s about how much you can take and keep moving forward” 

(Rocky Balboa) 

 

“Every Champion was once a contender who refused to give up” 

(Rocky Balboa) 

 

“Hard work beats talent, when talent doesn’t work hard” 

(Kevin Durant) 

 

“I can accept failure, but  I can’t accept not trying” 

(Michael Jordan) 
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INTISARI 

Iklan merupakan suatu bentuk komunikasi digital dengan tujuan 

memberikan informasi dan menyampaikan pesan, sehingga dapat menarik serta 

mempengaruhi penonton. Wishbone Cloth adalah produsen pembuat baju satuan 

di daerah magelang yang sedang membutuhkan iklan untuk mempromosikan 

produknya, dan karena wishbone cloth itu sendiri dapat membuat baju satu baju 

dengan satu design saja, maka digunakanlah teknik live shoot dengan 

menggabungkan elemen 2D didalamnya.  

Kata Kunci : Iklan, Animasi, Wishbone cloth 
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ABSTRACT 

Advertising is a form of digital communication with the aim of providing 

information and delivering messages, so as to attract and influence the audience. 

Wishbone Cloth is a manufacturer of clothing in Magelang area that is in need of 

advertising to promote its products, and because wishbone cloth itself can make 

one shirt suit with one design only, then used live shoot technique by combining 

2D elements inside. 

Keywords: Commercial, Animation, Wishbone cloth 

 

 
 
 
 
 
 
 


