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MOTO  
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LIVE IS LIKE RIDING A BICYCLE TO KEEP YOUR BALANCE, 

YOU MUST KEEP MOVING 
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YOUR TIME IS LIMITED.  

DONT WASTE IT LIVING SAMEONE ELSE’S LIFE. 

-Steve Jobs-
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INTISARI 

 

Perkembangan dunia pertelevisian dalam hal media promosi dan 

penyampaian informasi yang ada saat ini mendukung untuk menciptakan teknik-

teknik yang baru dalam pembuatan suatu iklan tentang produk dan layanan. Iklan 

televisi produsen bantuan memasarkan produk mereka ke lebih luas.Minke 

Experience merupakan dessert shop dengan bahan dasar kacang merah yang 

berlokasi di Jl. Gambiran No. 142 A Deresan Caturtunggal, Depok, Jogja. Cafe ini 

tergolong baru dan bernuansa cozy. Disini terdapat beragam menu patbingsu 

seperti green tea patbingsu, pinky patbingsu, dan menu lainnya seperti aneka teh, 

snack, matcha crepes, and toast. 

Membuatiklanjugamenggunakanadobepremiere, adobe after 

effects.Mengingatpenelitianiniakanmenjadilebihsipenulistahubagaimanacaradanse

pertiapapembuataniklan. 

Hasilpenelitianmenunjukkanbahwapembuataniklaninibegitumenyenangkanbahwa

semangatpenulisuntukmelakukannya.  

Penulis ingin mengambil judul Pembuatan Iklan Televisi Minke 

Experience dengan Menggabungkan Teknik Motion Graphic dan Live Shoot 

sebagai sarana promosi. Dari tahun ke tahun di TV, iklan juga mendapatkan lebih 

banyak dan lebih kreatif. Dari sana penulis mulai berani untuk mengambil judul 

iklan. Untuk studi ini, penulis ingin membuat iklan menggunakan teknik motion 

grapic, live shoot. 

 

Kata Kunci:Iklan, Televisi, Pembuatan,motiongraphic, live shoot,AdobeAfter 

Effects. 
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ABSTRACT 

 

The development of television in terms of media promotion and delivery of 

information available today support for creating new techniques in making an 

advertisement about your products and services. Television ads help producers 

market their products more widely.Minke Experience is a dessert shop with basic 

ingredients red bean, located on Jl. Gambiran No. 142 A Deresan Caturtunggal, 

Depok, Yogyakarta. Cafe is quite new and nuanced cozy. Here are a diverse menu 

patbingsu patbingsu such as green tea, pinky patbingsu, and other menus such as 

various teas, snacks, crepes matcha, and toast. 

Create ads also use the adobe premiere, adobe after effects. Given this 

research will become more sipenulis know how and what kind of ad creation. The 

results showed that the ad creation is so much fun that the spirit of the author to 

do so. 

The author would like to take the title of the Ad Creation Minke Television 

Experience by Combining Motion Graphic Engineering and Live Shoot as a 

promotional tool. From year to year in TV, advertising is also getting more and 

more creative. From there the author began to dare to take the title of the ad. For 

this study, the authors want to create ads using the technique of motion grapic, 

live shoot. 

 

Keywords: Advertising, Television, Manufacture, motion graphics, live shoot, 

Adobe After Effects. 
 

 

 

 

 

 

 

 

 


