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INTISARI

Dari hasil wawancara yang dilakukan oleh peneliti, pihak Pegadaian Area
Yogyakarta ingin memiliki video iklan yang memuat informasi terkait layanan produk
pegadaian dari Aplikasi Pegadaian Digital yang video iklannya tidak direkam atau tidak
di live shootkan. Namun dari pihak Pegadaian Area Yogyakarta tidak memiliki personil
bagian praktisi multimedia untuk membuatkan video iklan berupa animasi yang
menarik dan informatif. Dari hasil wawancara tersebut, peneliti akan membuatkan video
iklan layanan produk animasi 2D Pegadaian Area Yogyakarta dengan teknik motion
graphic.

Proses tahapan pembuatan video iklan melalui Pra Produksi, Produksi, dan
Pasca Produksi. Pembuatan video iklan menggunakan software Adobe Illustrator,
Adobe after effects, dan Adobe media encoder yang berisikan tentang informasi layanan
dan produk yang terdapat di Pegadaian Area Yogyakarta.

Dari hasil video iklan ini menunjukkan hasil kuesioner dari perhitungan praktisi
multimedia 91,3% dan masyarakat umum 88,05%. maka ini menunjukkan bahwa video
iklan motion graphic Pegadaian Area Yogyakarta dinilai Sangat Baik. Video ini akan
tayang di media sosial Instagram karena memudahkan proses promosi saat ini.

Kata kunci: Iklan, Motion Graphic, Animasi 2D, Pegadaian.
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ABSTRACT

From the results of interviews conducted by researchers, the Yogyakarta Area
Pawnshop wanted to have an advertising video that contained information related to
pawn product services from the Pawnshop Digital Application whose ad videos were
not recorded or not shoot live. However, the Yogyakarta Area Pawnshop does not have
multimedia practitioner personnel to make video advertisements in the form of
interesting and informative animations. From the results of the interview, the researcher
will make a video advertisement for a 2D animation product service at Pegadaian Area
Yogyakarta using motion graphics techniques.

The process of making video advertisements through Pre-Production,
Production and Post-Production. Making video advertisements using Adobe Illustrator
software, Adobe after effects, and Adobe media encoder which contains information on
services and products available at Pegadaian Area Yogyakarta.

From the results of this ad video, it shows the results of the questionnaire from
the calculation of multimedia practitioners 91.3% and the general public 88.05%. This
shows that the motion graphic advertising video of Pegadaian Area Yogyakarta is rated
Very Good. This video will be broadcast on Instagram social media because it
facilitates the current promotion process.

Keywords:Advertising, Motion Graphic, 2D Animation, Pawnshop.
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