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INTISARI 

 

 

Video Stop Motion adalah teknik untuk membuat objek yang dimanipulasi 

agar membuatnya terlihat bergerak dengan sendirinya. Objek bergerak sedikit 

demi sedikit pada setiap frame yang difoto, menciptakan ilusi gerakan ketika 

serangkaian frame dimainkan secara berurutan. 

Senat Mahasiswa beranggotakan senator dan merupakan Lembaga 

Legislatif sekaligus organisasi tertinggi dalam struktural Lembaga Mahasiswa 

STMIK Amikom Yogyakarta.Lembaga Mahasiswa STMIK Amikom Yogyakarta 

berdiri di bawah pengawasan dan pembinaan Pembantu Ketua Bidang 

Kemahasiswaan dan Alumni STMIK Amikom Yogyakarta 

Untuk membuat video stop motion, penulis melakukan pengumpulan data 

dengan melakukan wawancara, pengamatan dan pustaka. Untuk pengembangan 

menetapkan kasus, studi kelayakan, melakukan analisis kebutuhan, banyak 

konsep, membuat storyboard, pengambilan gambar, penciptaan video,dan evaluasi 

terhadap hasil. 

 

Kata Kunci:    Video, company, profile, Senat, Mahasiswa 
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ABSTRACT 
 

 

Video stop motion animation is a technique for creating object that are manipulated to 

make it look physically moving by itself. The object in movement little by little in each 

frame that will be photographed, creating the illusion of movement when a series of 

frames that are played sequentially. 

STMIK Amikom Yogyakarta student senate is the highest organization in student 

institutions structural STMIK Amikom Yogyakarta. Student agencies STMIK Amikom 

Yogyakarta stands under the supervision and mentoring of Student Affairs and Associate 

Chairman of STMIK Amikom Yogyakarta ex-students. So in order to increase the 

knowledge of students about the student senate, the author makes an interesting stop 

motion video so that other students can get to know the profile of the student Senate. 

To create stop motion video, the author did data collection with interviews, 

observations, and libraries. With the development of the steop is Assigning the case, 

feasibility study, conducting need analysis, many of the concepts, create storyboard, 

image capture, video creation, and evaluation of results. 

 

 

Keyword: Video, company, profile, Senate,Students 

 

 

 

 

 


