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 INTISARI 
 

The King Shop adalah sebuah usaha fashion designer & dress maker yang 

menerima jasa pembuatan kemeja, jas, blus, blazer, dress, rompi. Di The King 

Shop juga dapat menentukan sendiri design yang sesuai dengan keinginan. 

The King Shop melakukan promosi menggunakan media sosial seperti 

Instagram dan Facebook. Promosi hanya sebatas gambar hasil jadi produksi. 

Sedangkan media informasi yang interaktif dengan Motion Graphic dapat 

memvisualisasikan media promosi yang lebih mencakup secara luas dan menarik 

untuk dilihat. 

Memperkenalkan The King Shop dan meningkatkan daya saing The King 

Shop dengan fashion designer dan dress maker lain serta memperluas pemasaran 

dan informasi tentang The King Shop agar lebih dikenal oleh masyarakat luas. 

 

Kata Kunci: The King Shop, Motion Graphic, Informasi, Video 
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 ABSTRACT 
 

The King Shop is a fashion designer & dress maker business that provides 

services for making shirts, suit, blouses, blazers, dresses, vests. At The King Shop 

you can also choose your own design according to your wishes. 

The King Shop conducts promotions using social media such as Instagram 

and Facebook. Promotion is only limited to images of the finished product. 

Meanwhile, interactive information media with Motion Graphic can visualize 

promotional media that is more comprehensive and interesting to see. 

Introducing The King Shop and increasing the competitiveness of The 

King Shop with other fashion designers and dress makers as well as expanding 

marketing and information about The King Shop to be better known by the wider 

community. 
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