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ANALISIS SHOT DESIGN PADA VIDEO TRAILER ONE 

PIECE CARD GAME BUDDY BATTLE MELALUI 

PENDEKATAN PERSUASIF PADA AUDIENCE 

 (Arsenio Nolan Lenardy Fong) 

ABSTRAK 

Penelitian ini menganalisis strategi shot design dalam video trailer One Piece 
Card Game Buddy Battle untuk memahami bagaimana elemen visual ini 
secara persuasif memengaruhi audiens. Dengan menggunakan pendekatan 
deskriptif kualitatif dan metode analisis visual, penelitian ini mengkaji 
penggunaan camera movement (termasuk pan, tilt, dolly, zoom, dan 
handheld), Point of View (POV) shot, dan Breaking the Fourth Wall. 
Kerangka teoretis melibatkan konsep shot design, teori persuasi visual (Ethos, 
Pathos, Logos), dan peran trailer sebagai media promosi. Hasil penelitian 
menunjukkan bahwa setiap elemen shot design digunakan secara strategis 
untuk membangun kredibilitas (Ethos), membangkitkan emosi (Pathos), dan 
menyajikan informasi secara logis (Logos), sehingga menciptakan 
pengalaman imersif dan keterikatan emosional yang kuat dengan audiens. 
Penggunaan handheld meningkatkan realisme dan urgensi, sementara POV 
shot dan Breaking the Fourth Wall mendorong empati dan komunikasi 
langsung. Penelitian ini menyimpulkan bahwa shot design dalam trailer ini 
berfungsi sebagai alat persuasif yang efektif, tidak hanya secara estetika tetapi 
juga fungsional dalam membentuk persepsi dan memotivasi tindakan 
audiens, memberikan kontribusi signifikan bagi kajian film dan media 
promosi. 

Kata kunci: Shot Design, Camera Movement, Video Trailer, Persuasif 
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ANALYSIS OF SHOT DESIGN IN ONE PIECE CARD GAME 

BUDDY BATTLE VIDEO TRAILER THROUGH A PERSUASIVE 

APPROACH TO THE AUDIENCE 

 (Arsenio Nolan Lenardy Fong) 

ABSTRACT 

This study analyzes the shot design strategies in the One Piece Card Game 
Buddy Battle trailer video to understand how these visual elements 
persuasively influence the audience. Using a qualitative descriptive approach 
and visual analysis methods, this study examines the use of camera movement 
(including pan, tilt, dolly, zoom, and handheld), Point of View (POV) shots, 
and Breaking the Fourth Wall. The theoretical framework involves the 
concept of shot design, visual persuasion theories (Ethos, Pathos, Logos), and 
the role of trailers as promotional media. The results show that each shot 
design element is used strategically to build credibility (Ethos), evoke 
emotion (Pathos), and present information logically (Logos), thus creating 
an immersive experience and strong emotional engagement with the 
audience. The use of handheld increases realism and urgency, while POV 
shots and Breaking the Fourth Wall encourage empathy and direct 
communication. This study concludes that the shot design in this trailer 
functions as an effective persuasive tool, not only aesthetically but also 
functionally in shaping perceptions and motivating audience action, making 
a significant contribution to the study of film and promotional media. 
(Meliputi dari Latar Belakang penelitian,Metode/Teori yang digunakan, 
Hasil Penelitan, Kesimpulan dari penelitian) 

Keywords: Shot Design, Camera Movement, Video Trailer, Persuasive 
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