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MOTO 

 

“You can't always get what you want, but if you try sometimes, you might find, 

you get what you need.” 

Mick Jagger 

 
 

“Rock n 'roll is the voice of an angel that speaks the truth.” 

Jim Morrison 

 
 

“This is quote. Words full of wisdom that someone important said 

And can make the reader get inspired” 

Someone Famous 
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INTISARI 

 

Perkembangan serta persaingan pada industri fashion, khususnya tren baju di 

Indonesia memiliki persaingan pasar yang begitu masif. Kondisi ini mengakibatkan 

semakin meningkatnya persaingan antar produsen, salah satunya adalah Sideofmes 

yang merupakan industri lokal yang beranjak dari seni komersial, dan memproduksi 

merchandise seperti lukisan, totebag, serta art print. Kurangnya kepedulian 

masyarakat akan produk lokal menyebabkan produksi t-shirt Sideofmes yang 

bertemakan “THE CANF” ini kurang dikenal oleh masyarakat, sehingga perlu dibuat 

sebuah perancangan promosi yang tepat untuk membantu produsen mengenalkan 

produk tersebut kepada masyarakat. Salah satunya dengan merancang video iklan 

promosi dengan teknik 2D motion graphic sehingga dapat menguatkan pesan yang 

disampaikan dan menambah nilai estetika. Berangkat dari animasi 2D motion graphic 

yang menjadikan media promosi lebih efektif dan relavan pada produk t-shirt 

sideofmes, untuk mengenalkan produk lokal pada masyarakat khususnya khalayak 

muda. Tujuan dari perancangan ini diharapkan bisa menarik konsumen terhadap 

produk yang dipromosikan serta mengenalkan produk lokal kepada masyarakat. 

 
Kata kunci: Augmented Reality (AR), 2D Motion Graphic, Media Promosi 
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ABSTARCT 
 

The progress and competition of fashion industry, especially clothing trends in 

Indonesia, has massive market competition. This condition has resulted in increasing 

competition between producers, one of which is Sideofmes, which is a local industry 

that has moved from commercial art, and produces merchandise such as paintings, tote 

bags, and art prints. The lack of social participation of local products causes the 

production of Sideofmes t-shirts with the theme "THE CANF" is not well known by the 

public, so it is necessary to make an appropriate promotional design to help producers 

introduce these products to the public. One of them is by designing promotional 

advertising videos with 2D motion graphics techniques so that they can strengthen the 

message conveyed and add aesthetic value. Departing from 2D motion graphic 

animation which makes promotional media more effective and relevant to sideofmes t- 

shirt products, to introduce local products to the public, especially young audiences. 

The purpose of this design is expected to attract consumers to the products being 

promoted and introduce local products to the public. 

 
Keyword: Augmented Reality (AR), 2D Motion Graphic, Promotion Media 


