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INTISARI

Penelitian ini bertujuan untuk membuat video iklan sebagai media promosi
BarberBroo yang dapat memberikan informasi kepada masyarakat luas sehingga
dapat meningkatkan keuntungan objek. Manfaat penelitian ini Sebagai media
informasi dan promosi BarberBroo supaya Memperkenalkan BarberBroo kepada
masyrakat luas khususnya masyarakat Y ogyakarta.

Metode yang digunakan antara lain Metode pengumpulan Data, Metode
Analisis, Metode Perancangan, Metode Testing dan Sistematika Penulisan. Adapun
teknik yang dilakukan live 'shoot dan motion graphic. Lokasi penelitian di
BarberBroo, Wedomartani, Kec.Ngeplak Kab.Sleman = Daerah Istimewa
Yogayakarta.

Hasil penelitian berupa video iklan BarberBroo menggunakan teknik live
shoot dan motion graphic sebagai media promosi dan video berhasil menampilkan
informasi nama Barberbroo, menu, fasilitas dan harga yang di sajikan Barberbroo
sertas jam oprasional dan lokasi Barberbroo.

Kata Kunci: video iklan, BarberBroo, live shoot, Motion graphic
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ABSTRACT

This study aims to create a video advertisement as a promotional media for
BarberBroo that can provide information to the wider community so that it can
increase the profit of the object. The benefits of this research are as a medium of
information and promotion of BarberBroo in order to introduce BarberBroo to the
wider community, especially the people of Yogyakarta.

The methods used include data collection methods, analysis methods,
design methods, testing methods and writing systematics. The techniques used are
live shoot and motion graphics. The research location is in BarberBroo,
Wedomartani, Kec. Ngeplak Kab. Sleman, Special Region of Yogyakarta.

The results of the study were in the form of a video advert for BarberBroo
using live shoot techniques and motion graphics as promotional media and the
video successfully displayed information on Barberbroo's name, menu, facilities
and prices served by Barberbroo as well as operating hours and location of
Barberbroo.

Keywords: advertising video, BarberBroo, live shoot, Motion graphic
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