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MOTTO 

 

• Malas boleh, tapi jangan kelewat batas. 

• Sesulit apapun pekerjaan akan lebih sulit bila tidak dikerjakan. 
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INTISARI 

       Cafe King’s berdiri pada saat pandemic covid-19 pada bulan Februari 2020 

yang beralamatkan di jalan Yos Sudarso komplek kuliner Kota Palangka Raya. 

Cafe King’S merupakan cafe yang menawarkan produk minuman dan makanan, 

seperti minuman boba, makanan takoyaki, grill dan lain-lain.Cafe King’S telah 

melakukan beberapa media promosi, yaitu menggunakan media sosial, periklanan 

seperti brosur, famlet dan juga spanduk., dalam metode promosi yang dilakukan 

saat ini sudah berjalan dengan baik akan tetapi pemilik cafe King’S ingin   

meningkatkan hasil dan berinovasi lagi dalam mempromosikan cafe nya.  

     Namun dalam hal media promosi, Café King’S masih belum ada media promosi 

berupa video promosi yang dibuat dan diupload pada media sosial untuk menjadi 

ikon dari Café King’s tersebut 

     Dengan adanya persoalan diatas, penulis mencoba membantu  membuat sebuah 

multimedia berupa media video promosi menggunakan fitur Instagram ads. untuk 

membantu Café King’S dalam mempromosikan cafe nya.dengan memenfaatkan 

lima elemen multimedia yaitu teks, gambar, video, audio dan animasi. 

 

Kata kunci: Multimedia, Media promosi video. Live shoot, Motion graphics, Ads 
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ABSTRACT 

     Cafe King's was established during the covid-19 pandemic in February 2020 

which was addressed at Jalan Yos Sudarso, the culinary complex of Palangka Raya 

City. Cafe King'S is a cafe that offers beverage and food products, such as boba 

drinks, takoyaki food, grills and others. Cafe King'S has carried out several 

promotional media, namely using social media, advertising such as brochures, 

famlets and banners, in promotional methods. what has been done so far has been 

going well, but the owner of the King'S cafe wants to improve results and innovate 

again in promoting his cafe. 

     However, in terms of promotional media, Café King's still has no promotional 

media in the form of promotional videos that are created and uploaded on social 

media to become the icon of Café King's. 

   With the above problems, the author tries to help create a multimedia in the form 

of promotional video media using the Instagram ads feature. to assist Café King'S 

in promoting its cafe by utilizing five multimedia elements, namely text, images, 

video, audio and animation. 

 

Keywords: Multimedia, Video promotion media. Live shoot, Motion graphic, Ads 
 

 

 

 

 

 

 


