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MOTTO

"If you don’t go after what you want, you’ll never have it. And if you don’t ask,

the answer is always no. Also if you don’t forward, you 're always in the same
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INTISARI

TOPPAS Swalayan terletak di Jalan Raya Kedu kilometer 2 tepatnya di
dusun Kalisat, desa Campursari, kecamatan Bulu, kabupaten Temanggung.
Swalayan ini didirikan pada tahun 2002 oleh ibu Elviasari, S.E. TOPPAS Swalayan
didirikan karena pada saat itu, masyarakat masih awam dengan adanya
supermarket. Dengan adanya swalayan ini, masyarakat sekitar sangat terbantu
dalam memenuhi kebutuhan yang mendesak dengan sistem swalayan yang mudah
dan praktis. Tetapi, dalam beberapa tahun terakhir, TOPPAS Swalayan mengalami
penurunan dalam jumlah konsumen, hal ini dikarenakan kurangnya TOPPAS
Swalayan dalam mempromosikan produknya.

Iklan menjadi solusi yang tepat untuk mempromosikan kembali TOPPAS
Swalayan yang diharapkan dapat meningkatkan kembali. tingkat pembelian
konsumen di tempat ini. Pembuatan iklan dapat melalui beberapa tahap, yaitu
pengambilan data dengan cara observasi dan studi pustaka, dilanjutkan dengan
proses pra produksi, yang meliputi pembuatan ide cerita, naskah, dan storyboard,
kemudian melakukan proses produksi pembuaan asset dan sound dan pasca
produksi yang meliputi proses compositing, editing, dan rendering.

Iklan ini menggunakan teknik animasi 2D Motion Graphic karena dapat
memberikan gambaran yang tidak memungkinkan menggunakan teknik live-shoot.
Iklan ini disebarkan melalui platform social media seperti instagram Yyang
diharapkan akan meningkatkan ketertarikan konsumen untuk  berbelanja di
Swalayan ini.

Kata kunci : Iklan, TOPPAS swalayan, motion graphic, supermarket.
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ABSTRACT

TOPPAS Swalayan is located on Jalan Raya Kedu kilometer 2 to be precise
in Kalisat hamlet, Campursari village, Bulu sub-district, Temanggung district. This
supermarket was founded in 2002 by Mrs. Elviasari, S.E. TOPPAS Swalayan was
found because at that time, people were still unfamiliar with supermarkets. With
this self-service, the surrounding community is greatly helped in meeting urgent
needs with an easy and practical self-service system. However, in recent years,
TOPPAS Swalayan has decreased in the number of consumers, this is due to the
lack of TOPPAS Swalayan in promoting its products.

Advertising is the clear solution to re-promote TOPPAS Swalayan which is
expected to increase the level of consumer purchases. in this place. Making
advertisements can go through several stages, namely data collection by means of
observation and literature study, followed by the pre-production process, which
includes making story ideas, scripts, and storyboards, then carrying out the
production process of asset and sound and post-production which includes the
compositing process, editing, and rendering.

This advertisement uses 2D Motion Graphic animation technigues because
it can provide an image that is not possible using the live-shoot technique. This
advertisement is distributed through social media platforms such as Instagram
which are expected to increase consumer interest in shopping in this supermarket.

Keywords : advertisement, TOPPAS swalayan, motion graphic, supermarket.
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