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INTISARI 

Penelitian terhadap usaha cuci sepatu yaitu GETH Cleaning yang 

didirikan pada 17 Juni 2019 di Yogyakarta. Media Instagram merupakan salah 

satu media promosi utama yang digunakan GETH Cleaning. GETH Cleaning 

ingin terus memberikan pelayanan penyampaian promosi yang menarik, baik 

kepada masyarakat atau calon konsumen, sehingga calon konsumen akan lebih 

mudah mengetahui promo yang sedang dilakukan GETH Cleaning.  

Media yang ada saat ini dirasa sudah cukup, akan tetapi peneliti 

memberikan sebuah solusi yaitu dengan pembuatan video promosi untuk lebih 

menarik minat konsumen. Dalam pembuatan video promosi ini melalui beberapa 

tahapan pengerjaan, seperti pra produksi, produksi, pasca produksi, dan tahap 

evaluasi. Keseluruhan tahapan tersebut dilakukan untuk mencapai hasil akhir 

video yang maksimal.  

Setelah melalui beberapa tahapan pembuatan video, dapat ditemukan hasil 

dari penelitian ini adalah video promosi yang menarik serta dibuat menggunakan 

teknik motion graphics. Video promosi tersebut  berdurasi 43 detik yang 

diunggah pada akun media Instagram GETH Cleaning.  

 

Kata Kunci: GETH Cleaning, Video Promosi, Motion Graphics, Instagram 
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ABSTRACT 
 This research is focused on a shoe cleaning service, GETH Cleaning, that 

was established in Yogyakarta on the June 17th 2019. As their main promotional 

tool, Instagram was utilized and that GETH Cleaning have been found to strive 

for serving superb and satisfactory service through attractive and appealing 

promotional strategies for the greater public as well as prospective customers, all 

with the mission of providing them with an easier access towards the information 

around GETH Cleaning promos. 

            Such media was deemed to be adequate. However, the researcher has 

devised a solution that is through the production of a visually alluring and 

engaging promotional video to further catch the interest of consumers. Moreover, 

the promotional video undergoes several processes: pre-production, production, 

post-production, and evaluation. In all, these stages prove essential to maximize 

the quality of the video. 

            With that, after the several stages of video making, it can be found that the 

end result of this research was the promotional video of striking appeal that was 

helped by the addition of motion graphics. The duration of the promotional video 

lasted 43 seconds and was uploaded to GETH Cleaning’s Instagram account. 

 

Keyword: GETH Cleaning, Promotion Video, Motion Graphics, Instagram  

 

 

 

 

 


