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INTISARI 
 

Coconutree souvenir merupakan usaha yang bergerak dibidang souvenir 

yang teretak Jl. Depokan II No.169, Prenggan, Kec. Kotagede, Kota Yogyakarta, 

Daerah Istimewa Yogyakarta berada didesa depokan. Coconutree souvenir 

menyediakan jasa untuk pembuat souvenir pernikahan atau hajatan dan acara 

lainnya sebagai kenang-kengan, memiliki berbagai produk souvenir yang dapat di 

kostum dengan skala besar mau pun skala kecil sesuai keinginan pemesan. 

Di masa pandemic covid-19 ini, Coconutree souvenir cukup terdampak 

dengan penurunan penjualan dari total penjualan normal. Meskipun demikian, 

Coconutree souvenir tetap melakukan berbagai usaha untuk mempromosikan 

produknya media sosial instagram, namun upaya yang dilakukan masih dirasa 

kurang maksimal dalam meningkatkan penjualan, dikarenakan adanya covid-19. 

Dari masalah disebutkan diatas maka penulis bekeinginan untuk membuat 

sebuah penelitian dengan judul” Company Profile Coconutree Souvenir 

Yogyakarta Menggunaan Teknik Motion Graphic” dengan melibatkan unsur-unsur 

multimedia sehingga mampu memvisualisasikan coconutree souvenir. 

Kata Kunci : Multimedia,Video,Media sosial, Video Company profile, Motion 

Graphic 

  



 

xvi 
 

ABSTRACT 

 

Coconuttree souvenir is a business that is engaged in souvenirs which is 

located on Jl. Depokan II No.169, Prenggan, Kec. Kotagede, Yogyakarta City, 

Special Region of Yogyakarta is located in the depokan village. Coconuttree 

souvenir provides services for wedding or celebration souvenir makers and other 

events as a memento, has a variety of souvenir products that can be costumed on a 

large or small scale according to the wishes of the customer. 

During this covid-19 pandemic, Coconuttree souvenirs were quite affected 

by a decrease in sales from total normal sales. Even so, Coconuttree souvenirs 

continue to make various efforts to promote its Instagram social media products, 

but the efforts made are still considered less than optimal in increasing sales, due 

to covid-19. 

From the problems mentioned above, the writer wants to make a study 

entitled "Company Profile Coconuttree Souvenir Yogyakarta Using Motion 

Graphic Techniques" by involving multimedia elements so as to be able to visualize 

coconutree souvenirs. 

Keywords: Multimedia,Video,Social media, Video Company profile, Motion 

Graphic 

 


