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INTISARI

Perkembangan teknologi mendorong promosi suatu prodck maupun jasa tak
hanya berkutat sekadar gambar dram di tiang reklame atau terpajang super besar di
halaman depan  sebuali situs.  Persaingan dalam duhia usaha saat ini  sangat ketat
dibutul]kan  teknik  dan   cara  promosi   yang   efisien   agar   dapat  bertahan   dan
berkembang dalam duria uscha.

Seiring   berjalannya  waktu   motion   graphic   berkembang   sangat   pesat
sehingga memungkinkan  akan  banyak yang menggunakannya,  Misalkan  dalam
pengenalan sebuah jasa profesional recording studio dan music production Harvest
Records  Yogyakarta,  agar  konsumen  luas  mengenalnya  maka  dibuatlal  video
infografis  sebagal  media  promosi  dan  informasi  dengan  menggunakan  motion
graphic, didalan video tersebut akan menanpilkan informasi seperti nana studio
rekaman, alanat dan kontak yang bias dihubunri serta fasilitas yang ditawarkan
dan keunggulan.

Pembuatan  video  ini  diharapkan  akan  membantu   dan  mempermudah
konsumen  untuk  mengetahui  apa  saja jasa  dan  fasilitas  yang  ditawarkan  yang
ditawarkan oleh Harvest Records.

Kata Kunci : Harvest Records, Motion grafiis, Vidio Iklan, Studio Rekaman.
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ABSTRACT

Technological developments encourage the promotion Of a product or service not
only dwelling on still images on billboards or super large displays on the front page
Of a site. Competition in the business world today i,s very tight, it requi.res efficient
promotion techniques and ways to survive and develop in the business world.

As time goes on, motion graphic has developed so rapidly that it will be
possible for  many  to  use  it.  For  example,  in  the  introduction  Of professional
recording studio and music prodrction Record.s Harvest Yogyaharta, so that broad
consumers  know   it,  infiographic  videos  are  made  as  promotional  media  and
iriforrnati.on using motion graphics, in the video it will display tiiformation such as
the name Of the recording studio, address and contact that can be cohiacted as well
as the facilities offered and excellence.

Making this video is expected to help and facilitate consumers to find out
what services and facilities are offered offered by Harvest Records.

Kqywords : Harvest Records, Motion Graphic, Adrertising Video, Recording
Studio.
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