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INTISARI

Pandemi Covid-19 melanda Indonesia sejak Maret 2020 silam. Akibatnya,
pola ekonomi masyarakat kelas menengah kebawah berubah dan berdampak pada
sektor ekonomi yaitu Usaha Mikro Kelas Menengah (UMKM). Banyak pelaku
usaha bermigrasi dari sistem konvensional ke sistem penjualan online seperti yang
dilakukan UMKM Ayam Penyet Sambel Ijo Namada Surakarta. Pada praktik
promosinya, UMKM ini menggunakan GoFood, GrabFood dan ShopeeFood
dimana konten promosinya diunggah ke media sosial Instagram dan juga WhatsApp
dalam bentuk poster, foto produk serta teks persuasif secara kontinu. Namun seiring
berjalannya waktu cara tersebut kurang efektif untuk menarik pelanggan karena
varian informasi yang disampaikan berupa teks dan gambar saja.

Berdasarkan uraian tersebut, penulis mengusulkan pembuatan video
animasi 2D menggunakan teknik motion graphic sebagai media promosi Ayam
Penyet Sambel ljo Namada dengan tahapan proses berupa modeling menggunakan
software Adobe Photoshop CC 2019, dubbing menggunakan software Adobe
Audition CC 2019, animation menggunakan software Adobe After Effect CC 2019
dan rendering menggunakan software Adobe Premiere Pro CC 2019 hingga
menghasilkan video promosi produk yang menarik.

Pemanfaatan teknik motion graphic ini membantu menyampaikan informasi
secara efektif dan menarik untuk memasarkan produk usaha. Melalui video animasi
2D motion graphic ini, diharapkan dapat meningkatkan minat dan ketertarikan
masyarakat untuk membeli produk dan meningkatkan pendapatan UMKM tersebut
secara signifikan.

Kata kunci: media promosi, motion graphic, animasi 2D, produk, UMKM.
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ABSTRACT

The Covid-19 pandemic has hit Indonesia since March 2020. As a result,
the economic pattern of the lower middle-class society has changed and impacted
the economic sector, namely Middle-Class Micro Enterprises (MSMEs). Many
business actors migrate from the conventional system to an online sales system,
such as the UMKM Ayam Penyet Sambel ljo Namada Surakarta. In their
promotional practices, these MSMEs use GoFood, GrabFood, and ShopeeFood
where promotional content is uploaded to social media Instagram and WhatsApp
in the form of posters, product photos, and persuasive text continuously. However,
as time goes by, this‘method is less effective in attracting customers because the
variants of information conveyed are only in the form of text and images.

Based on this description, the author proposes to make a 2D animation
video using the motion graphic technigue as a promotional medium for Ayam
Penyet Sambel 1jo Namada with the process stages in the form of modeling using
Adobe Photoshop CC 2019 software, dubbing using Adobe Audition CC 2019
software, animation using Adobe After Effects CC 2019 software and rendering
using Adobe Premiere Pro CC 2019 software to produce attractive product
promotional videos.

Utilization of this motion graphic technique helps convey information
effectively and attractively to market business products. Through this 2D motion
graphic animation video, it is hoped that it can increase public interest and interest
in buying products and significantly increase MSME income.

Keywords: promotional media, motion graphic, 2d animation, product, MSMEs
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