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INTISARI

Animasi merupakan salah satu media yang dekat dengan masyarakat karena
penyampain pesan yang mudah diterima. Pembuatan karakter Animasi 2D
menggunakan Adobe llustrator kemudian dianimasikan dengan teknik Motion
Graphic menggunakan Adobe After Effect dan pengeditan pada Adobe Premiere.

Animasi ini-bercerita tentang seorang siswa yang bernama Ervin sekolah di
tempat dimana semua siswa berjenis alat tulis sedangkan Ervin sendiri, sehingga
Ervin dikucilkan oleh teman — temanya satu sekolah dari situlah dimulai
permasalahan utama dan bagaimana Ervin akhirnya diterima dengan teman —
tamannya di sekolah itu.

Proses pembuatan animasi ini dilakukan secara individual dengan beberapa
tahapan dari pra produksi, produksi hingga pasca produksi. proses pra produksi
dan produksi meliputi pengembangan ide cerita, naskah, design karakter,
storyboard dan diberi sentuhan akhir yaitu proses pengeditan.

Kata Kunci : animasi, motion graphic, Diversity.
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ABSTRACT

Animation is one of the media that is close to the community because it delivers
messages that are easily accepted. Making 2D animation characters using Adobe
[llustrator then animated with Motion Graphic techniques using Adobe After
Effects and editing in Adobe Premiere

This.animation tells the story of a student named Ervin who goes to school
in a place where al the students stationary while Ervin himself is a Umbrella, so
Ervin is ostracized by his friends from whole students, that’s where the main
problem begins and how Ervin is finally accepted by his friends at the school.

The process of ‘making this animation is done individually with several
stages from pre-production, production to post-production. The pre-production
and production processes include the development of story ideas, scripts,
character designs, storyboards and the final touch, namely the editing process.

Keywords: animation, motion graphic, Diversity
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