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INTISARI  

Kopi Kali Petung merapi merupakan salah satu tempat coffe shop yang 

beralamat di Petung, Kepuharjo, Kec. Cangkringan, Kabupaten Sleman, Daerah 

Istimewa Yogyakarta. Saat ini dalam mempromosikan coffe shop, Kopi Kali 

Petung menggunakan media foto. Akan tetapi, ada beberapa informasi yang 

membutuhkan ilustrasi visual lebih lanjut seperti, informasi detail Daftar menu, 

suasana dalam coffe shop, alamat coffe shop dan penawaran-penawaran produk 

kopi kali petung lainnya. 

Penggunaan media informasi saat ini, terutama di media video, memberikan 

daya tarik tersendiri. Ini karena video memiliki karakteristik khusus, yaitu 

kombinasi gambar, suara dan gerak. Karena sifat visual dan kombinasi warna, suara 

dan gerakan, media video terlihat jelas dan nyata. Karena itu pesan yang 

disampaikan menarik perhatian konsumen. 

Berdasarkan uraian di atas penulis mengambil judul Pembuatan Iklan Media 

Sosial sebagai media promosi pada coffe shop kali petung Merapi menggunakan 

Teknik live shoot dan motion graphic. Hasil video ditampilkan dan diiklankan di 

Instagram. Video Iklan Pada kopi kali petung merapi Menggunakan Teknik 

LiveShoot dan Motion Graphic. 

 

Kata Kunci : Kopi Kali Petung Merapi , Video iklan, liveshoot, motion graphic. 
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ABSTRACT  

Kali Petung Merapi Coffee is a coffee shop with its address at Petung, 

Kepuharjo, Kec. Cangkringan, Sleman Regency, Special Region of Yogyakarta. 

Currently, in promoting coffee shops, Kopi Kali Petung uses photo media. 

However, there is some information that requires further visual illustration, such 

as detailed information on the menu list, the atmosphere at the coffee shop, the 

address of the coffee shop and offers for other Kali Petung coffee products. 

The use of information media today, especially in video media, provides its 

own charm. This is because video has a special characteristic, namely a 

combination of image, sound, and motion. Due to the visual nature and the 

combination of color, sound and motion, video media looks clear and real. 

Therefore, the message conveyed attracts the attention of consumers. 

Based on the description above, the author takes the title Making Social 

Media Advertising as a promotional media at coffee shops in Kali Petung Merapi 

by using live shoot and motion graphics techniques. Video results are displayed 

and advertised on Instagram. Video Advertising of Kali Petung Merapi Coffee 

Using LiveShoot and Motion Graphic Techniques. 

Keywords : Coffee of Kali Petung Merapi, advertising video, liveshoot, motion 

graphic. 
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