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INTISARI

Artindo study club merupakan perusahaan yang bergerak dibidang pelayanan
bimbingan belajar, berdiri sejak 2008 yang terletak di Rokosan, Sindumartani,
Ngemplak, Kabupaten Sleman, Daerah Istimewa Yogyakarta 55584. Kegiatan
bimbingan belajar di Artindo Study Club setiap hari senin sampai sabtu. Arindo Study
Club memiliki Ruang 4 ruang kelas yang digunakan untuk mengajar dan 5 Orang
pengajar.

Sebelumnya Artindo Study Club dikenal masyarakat hanya melalui mulut ke
mulut dan di promosikan berupa foto dan poster pada facebook sehingga kurang
efektif. Pihak manajemen Artindo Study Club ingin mempromosikan dan mengenalkan
informasi bimbelnya selain poster atau foto juga melalui media iklan berupa video agar
lebih mudah dipahami dan dapat menarik konsumen. Akan tetapi, dalam pembuatan
media iklan berupa video pihak Artindo Study Club mengalami kendala pada sumber
daya manusia.

Berdasarkan masalah diatas, penulis terdorong membuat sebuah penelitian
dengan mengangkat judul “Perancangan dan Pembuatan Video Iklan Animasi 2D Pada
Artindo Study Club” untuk membantu perusahaan Artindo Study Club dalam menarik
pelanggan.

Kata Kunci: Artindo study club, promosi, video, media iklan, animasi 2D
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ABSTRACT

Artindo study club is a company engaged in tutoring services, established since
2008 located in Rokosan, Sindumartani, Ngemplak, Sleman Regency, Special Region
of Yogyakarta 55584. Tutoring activities at Artindo Study Club every Monday to
Saturday. Arindo Study Club has 4 classrooms that are used for teaching and 5
teachers.

Previously, the Artindo Study Club was known to the public only by word of
mouth and was promoted in the form of photos and posters on Facebook so that it was
less effective. The management of the Artindo Study Club wants to promote and
introduce its tutorial information in addition to posters or photos as well as through
advertising media in the form of videos to make them easier to understand and attract
consumers. However, in making advertising media in the form of video, the Artindo
Study Club experienced constraints on human resources.

Based on the problem above, the author is compelled to make a study by raising
the title "Designing and Making 2D Animation Advertising Videos on Artindo Study
Club" to assist Artindo Study Club companies in attracting customers.

Keywords: Artindo study club, promotion, video, advertising media, 2D animation

XiX



