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INTISARI

Di era yang semakin berkembang kita dituntun untuk mengikuti perkembangan
di era tersebut termasuk perkembangan multimedia animasi 2D. Banyak Teknik
baru dikembangkan menghadirkan inofasi baru untuk dikreasikan. Pemanfaatan
video animasi juga berkembang, sekarang animasi digunakan berbagai macam
media seperti, hiburan, promosi, dan pendidikan.

Untuk penelitian pembuatan animasi 2D “Istana Literasi 1” menggunakan
teknik motion graphic. Animasi ini dibuat sebagai media promosi dan pendidikan.
Pembuatan animasi telah melalui tiga proses dilakukan, diawali dengan pra
produksi, dilanjutkan ketahap produksi, dan diakhiri dengan pasca produksi.
Adapun alat digunakan membuat animasi yaitu laptop dan pen tablet. Dan juga
didukung 5 software, yaitu Celtx, Clip Studio Paint, Adobe IHllustrator, Adobe After
Effects, dan Adobe Premier Pro.

Hasil dari penelitian ini berupa video animasi 2D dengan total durasi 1 menit
14 detik, animasi tersebut bercerita tentang seorang Ibu yang mengetahui sang anak
kesusahan untuk mengikuti pembelajaran disekolah. Sang Ibu mencoba mencari
solusi untuk mengatasi masalah yang ada. Setelah mengikuti sebuah komunitas
parenting disanalah sang Ibu mendapatkan solusi, dengan usulan dari lbu-ibu
lainnya untuk mengikutkan si anak kesebuah playground bernama “Istana Literasi”.
Apa itu Istana Literasi? Istana Literasi sebuah playground dan workshop yang
menggunakan metode Project Based Learning dan juga dilengkapi dengan 12st
Century Skills untuk meningkatkan kemampuan anak. Penjelasan dari istana literasi
menjadi penutup cerita.

Kata kunci: animasi, 2d, tipografi, motion graphics, istana literasi.
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ABSTRACT

In an era that is increasingly developing, we are led to follow developments in
that era, including the development of 2D animation multimedia. Many new
Techniques are developed bringing new innovations to be created. The use of
animated video is also growing, now animation is used in various media such as
entertainment, promotion, and education.

For research on making 2D animation ** Literacy Palace 1" using techniques
motion graphics. This animation was created as a media for promotion and
education. Making animation has gone through three processes carried out,
starting with pre-production, proceeding to the production stage, and ending with
post-production. The tools used to create animation are laptops and pen tablets.
And it is also supported by 5 software, namely Celtx, Clip Studio Paint, Adobe
Photoshop, Adobe Illustrator, Adobe After Effects, and Adobe Premier Pro.

The results of this study are in the form of a 2D animated video with a total
duration of 1 minute 14 seconds, the animation tells the story of a mother who
knows that her child is having a hard time participating in learning at school. The
mother tried to find a solution to overcome the existing problem. After joining a
parenting , the mother found a solution, with suggestions from other mothers to
take her child to a playground called the Literacy Palace. What is Literacy Palace?
Literacy Palace is a playground and workshop that uses the Project Based
Learning and is also equipped with 12th Century Skills to improve children's
abilities. The explanation from the Literate Palace concludes the story.

Keyword: animation, 2d, typhography, motion graphics, literacy palace.
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