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INTISARI

Jeram Adventure Store adalah Usaha Dagang retail yang bergerak di bidang
penyedia produk outdoor yang berpusat di JI. Wahidin Sudirohusodo No0.53,
Sungkur, Semangkak, Kec. Klaten Utara, Klaten, Jawa Tengah. Jeram Adventure
Store ini sendiri juga memiliki belasan outlet yang sudah tersebar di beberapa kota
di Jawa Tengah dan Yogyakarta.

Selama ini Jeram Adventure Store berjalan kurang memperhatikan media
promosi dalam perusahaan, media promosi yang dilakukan hanya sebatas melalui
Instagram yang hanya berbentuk foto. Kegiatan promosi yang perlu dilakukan
untuk Jeram Adventure Store yaitu dengan media promosi yang memuat beberapa
informasi yang akan disampaikan kepada target market supaya lebih aware kepada
produk dari toko tersebut.

Promosi Jeram Adventure Store melalui video int adalah salah satu bentuk
promosi atau tklan. Dalam perancangannya diharapkan kepada para penonton video
iklan Jeram Adventure Store khususnya target audiens memahami dan mengerti
tentang produk yang ditawarkan oleh Jeram Adventure Store, Dan video ini akan
diunggah di situs RBTv serta Youtube yang pada saat ini kedua media tersebut
sangat diminati oleh masyarakat khususnya bagi target audiens Jeram Adventure
Store sendiri.

Kata Kunci: Multimedia, Motion Graphic, Live Shoot, Video Promosi,
Peralatan, Outdoor, Adventure, Toko.
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ABSTRACT

Jeram Adventure Store is a retail trade business which is engaged in
providing outdoor products based on JI. Wahidin Sudirohusodo No. 53, Sungkur,
Semangkak, North Klaten, Klaten, Central Java. Jeram Adventure Store itself also
has dozens of outlets spread across several cities in Central Java and Yogyakarta.
So far, Jeram Adventure Store has not paid attention to promotional media within
the company, the promotional media carried out are only limited to Instagram
which is only in the form of photos. Promotional activities that need to be carried
out for the Jeram Adventure Store-are promotional media that contain some
information that will be conveyed to the target market so that they are more aware
of the products from the store.

The promotion of the Rapids Adventure Store through this video is a formof
promotion or advertisement. In its design, it is hoped that the audience of the Jeram
Adventure Store advertising video, especially the target audience, understands and
understands the products offered by the Jeram Adventure Store, and this video will
be uploaded on the RBTv and Youtube sites, which at this time both media are in
great demand by the public, especially for Jeram Adventure Store's own target
audience.

Keyword: Multimedia, Motion Graphic, Live Shoot, Promotional Video,
Equipment, Outdoor, Adventure, Store.
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