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INTISARI

Labiru Tour merupakan tour agent/biro perjalanan wisata spesialis di
custom dan private tour yang sedang berkembang dan membutuhkan inovasi dalam
media promosinya. Salah satu media promosi menggunakan video company profile.
Ada beberapa teknik pembuatan video, diantaranya motion graphic. Hal ini
membuat penulis membuat video company profile dengan menerapkan teknik
tersebut.

Dalam pengerjaan video company profile ini dilakukan 3 tahap yaitu pra
produksi, produksi, dan pasca produksi. Metode pengumpulan data yang digunakan
yaitu teknik observasi dan wawancara kepada pihak manajemen Labiru Tour.

Hasil yang akan diperoleh adalah video company profile Labiru Tour dan
diimplementasikan di Facebook. Penulis berharap teknik motion graphic dapat
diterapkan dalam pembuatan video company profile.

Kata Kunci: Video Company Profile, Motion Graphic, Labiru Tour
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ABSTRACT

Labiru Tour is a tour agent/tour agency specialist in custom and private
tour that is developing and requires innovation in its promotional media. One of
the promotional media uses a video company profile. There are several video
creation techniques, including motion graphics. This makes the author create a
video company profile by applying the technique.

In the work of video company profile is carried out 3 stages, namely pre-
production, production, and post-production. The method of data collection used is
observation and interview techniques to the management of Labiru Tour.

The result-will be a video company profile Labiru Tour and implemented on
Facebook. The author hopes the motion graphic technique can be applied in the
creation of a company profile video.

Keyword: Video Company Profile, Motion Graphic, Labiru Tour
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