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INTISARI 

 

Penelitian ini membahas proses pembuatan video iklan Fatherhood Vape 

Store sebagai media promosi dengan menggunakan teknik live shoot dan motion 

graphic. Tujuan utama dari penelitian ini adalah menghasilkan video promosi yang 

informatif, menarik, serta mampu meningkatkan daya tarik visual melalui 

penggabungan elemen pengambilan gambar secara langsung dan animasi grafis. 

Proses produksi dilakukan melalui beberapa tahapan, mulai dari pra-produksi, 

produksi, hingga pasca-produksi. 

Pada tahap produksi, kegiatan meliputi pengambilan gambar (live shoot) 

menggunakan kamera Sony A7III, perekaman detail produk, serta dokumentasi 

suasana toko. Selain itu, dilakukan pula proses image trace pada logo menggunakan 

Adobe Illustrator untuk menghasilkan aset vektor yang lebih tajam dan fleksibel. 

Tahap pasca-produksi mencakup penyuntingan video di Adobe Premiere Pro, 

pembuatan elemen motion graphic di Adobe After Effects, integrasi proyek melalui 

Dynamic Link, penambahan efek visual, penataan audio, serta rendering akhir 

menggunakan format H.264. 

Setelah video selesai diproduksi, dilakukan evaluasi menggunakan 

kuesioner berbasis Skala Likert yang disebarkan kepada 10 responden. Evaluasi ini 

menilai beberapa aspek, yaitu visual, audio, pesan promosi, dan kualitas 

keseluruhan video. Berdasarkan hasil perhitungan, seluruh aspek memperoleh 

persentase yang berada dalam kategori “Baik” hingga “Sangat Baik”, sehingga 

dapat disimpulkan bahwa video iklan yang dihasilkan mampu diterima dengan baik 

oleh audiens dan layak digunakan sebagai media promosi Fatherhood Vape Store. 

 

Kata kunci : Video Promosi, Live Shoot, Motion Graphic, Skala likert, Fatherhood 

Vape Store. 
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ABSTRACT  

 

This study discusses the production of a promotional video for Fatherhood 

Vape Store by utilizing live shoot and motion graphic techniques. The aim of this 

research is to produce a promotional video that is visually appealing, informative, 

and capable of supporting the store’s marketing efforts. The production process 

consists of several stages, including pre-production, production, and post-

production. 

During the production stage, activities involved capturing footage using a 

Sony A7III camera, recording product details, and documenting the store 

environment. Additionally, an image trace process was carried out in Adobe 

Illustrator to convert the store’s logo into a vector format, ensuring sharper visual 

quality and flexibility during animation. The post-production stage included video 

editing in Adobe Premiere Pro, the creation of motion graphic elements in Adobe 

After Effects, integration through Dynamic Link, the application of visual effects, 

audio adjustments, and final rendering in H.264 format. 

Following the completion of the video, an evaluation was conducted using 

a Likert-scale questionnaire distributed to 10 respondents. The assessment focused 

on visual quality, audio elements, promotional message delivery, and overall video 

effectiveness. The results showed that all evaluated aspects achieved percentages 

categorized as “Good” to “Very Good.” These findings indicate that the 

promotional video is well-received by viewers and is suitable for use as a 

promotional medium for Fatherhood Vape Store. 

Keyword : Promotional Video, Live Shoot, Moyion Graphic, Likert Scale, 

Fatherhood Vape Store  


