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INTISARI 

 
Harfu Barbershop merupakan badan usaha yang bergerak di bidang jasa 

cukur rambut pria. Didukung dengan kapster-kapster yang handal Harfu 
Barbershop siap memberikan pelayanan terbaik. Demi kenyamanan pelanggan, 
Harfu Barbershop memberikan tempat yang nyaman dengan fasilitas ruangan ber 
ac, dan wifi gratis. Harfu Barbershop beralamatkan di Sono, Wedomartani, 
Ngemplak, Sleman, Yogyakarta. 
 Saat ini Harfu Barbershop hanya dikenal oleh sebagian masyarakat saja dan 
di promosikan berupa foto, poster pada facebook dan instagram. Namun media 
promosi tersebut masih dirasa minim dan cakupannya masih terbatas. Maka 
diperlukan media yang cakupannya lebih luas, seperti video. Video dapat 
digunakan sebagai alat pemasaran yang efektif dan komunikatif untuk 
memperkenalkan suatu badan usaha, karena video memiliki karakteristik khusus, 
yaitu memiliki elemen visual seperti audio, video, animasi, gambar dan teks. 
 Berdasarkan masalah ini, penulis mengangkat judul "Perancangan Dan 
Pembuatan Video Promosi Pada Harfu Barbershop Menggunakan Teknik Live 
Shoot Dan Motion Graphic". Diharapkan dengan adanya video promosi ini dapat 
menarik konsumen untuk menggunakan jasa dari Harfu Barbershop. 
 
Kata Kunci : Harfu Barbershop, Video Promosi, Live Shoot, Motion Graphic 
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ABSTRACT 

 
Harfu Barbershop is a business entity engaged in men's hair shaving 

services. Backed by Kapster-Kapster a reliable Harfu Barbershop ready to provide 
the best service. For the convenience of customers, Harfu Barbershop provides a 
comfortable place with air-conditioned room facilities, and free wifi. Harfu 
Barbershop's address is at Sono, Wedomartani, Ngemplak, Sleman, Yogyakarta. 
         Currently Harfu Barbershop is only known by some people and is promoted 
in the form of photos, posters on Facebook and Instagram. However, the 
promotional media is still considered minimal and its scope is still limited. So we 
need media with a wider scope, such as video. Video can be used as an effective 
and communicative marketing tool to introduce a business entity, because video 
has special characteristics, namely having visual elements such as audio, video, 
animation, images and text. 
         Based on this problem, the author raised the title "Design and Production 
of Promotional Videos at Harfu Barbershop Using Live Shoot And Motion Graphic 
Techniques". It is hoped that this promotional video can attract consumers to use 
the services of Harfu Barbershop. 
 
Keywords: Harfu Barbershop, Promotional Video, Live Shoot, Motion Graphic 
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