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INTISARI 

Penelitian ini bertujuan untuk membuat video Motion Graphic media iklan 

pada Es Coklat Coa-Coa sebagai media untuk membantu menyebarkan informasi 

yang bertujuan meyakinkan pelanggan agar berminat dengan produk yang 

ditawarkan. 

Penelitian dilakukan pada Es Coklat Coa-Coa. Penelitian ini melalui 

beberapa tahapan yaitu, pengumpulan data, analisis, produksi dan testing. Tahapan 

pengumpulan data dilakukan dengan wawancara dan observasi. Tahapan analisis 

dilakukan dengan analisis SWOT. Tahapan produksi dilakukan selama video 

diproduksi secara komersial. Tahap ini meliputi pembuatan asset, melakukan 

animasi dan rekaman suara. Sedangkan tahapan testing dilakukan dengan Metode 

Penelitian Kuantitatif, dan Kualitatif. 

Hasil akhir pembuatan video Motion Graphic Es mendapat respon positif 

dari pihak Es Coklat Coa-Coa dari segi tampilan isi konten, kumudahan 

penyampaian materi. Dan perangkat lunak (software) pendukung yang digunakan 

adalah Adobe After Effect, Adobe Premiere Pro, dan CorelDraw. 

Keyword: Iklan Metode Motion Graphic, Es Coklat Coa-Coa, Adobe After 

Effect, Adobe Premiere Pro, dan CorelDraw. 
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ABSTRACT 

This study aims to create a Motion Graphic video for advertising media on 

Es Chocolate Coa-Coa as a medium to help disseminate information that aims to 

convince customers to be interested in the products offered. 

The research was conducted on Coa-Coa Chocolate Ice. This research went 

through several stages, namely, data collection, analysis, production and testing. 

The stages of data collection were carried out by interview and observation. Stages 

of analysis carried out by SWOT analysis. The production stage is carried out as 

long as the video is produced commercially. This stage includes asset creation, 

animation and sound recording. Meanwhile, the testing phase is carried out using 

a Quantitative, Qualitative Research Method. 

The final result of making a Motion Graphic Es video received a positive 

response from Coa-Coa's Chocolate Ice in terms of content display, ease of 

material delivery. And the supporting software used is Adobe After Effects, Adobe 

Premiere Pro, and CorelDraw. 

Keyword: Motion Graphic Method Advertising, Coa-Coa Chocolate Ice, Adobe 

After Effects, Adobe Premiere Pro, and CorelDraw. 

 

 

 


