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MOTTO

"The only true wisdom is in knowing you know nothing"

uSocralesb

"It is during our darkest moments that we must fceus to see the light"

(Aristotle)

"Ever tried. Ever failed. No matter. Try again. Fail again. Fail better"

usamuel Beekettb

"TusT Ire IT"
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INTISARI

nengrn   Teknologi   rmsa   kihi   kita   dapat   memperoleh   infomasi   dan
mempromosikan  jasa  atau  produk  dengan  sangat  cepat  dan  mudah.  Ibengan
adanya  peran  multimedia  manusia  dimudahkan     dalam  menyanpaikan  suatu
informasi melalui media ganibar, video, audio, text dan juga aninasi,  sehingga
informasi yang disanpaikan lebih jelas dan komunikatif.

Video  aninasi  motion  graphic  merupalran  salah  satu  media  promosi  yang
dapat digunalrm untuk menyQjilrm  visual ganbar,  grafik,  dan audio,  diringkas
secan  sedethana  tanpa  mengurangi  informasi  didalamnya  sehingga  memberi
ketertarikan tersendiri.

Indekos   GDAJ   merupakan   kos   yang   terletak   di   hagian   urata   fakultas
kehutanan UGM,  sangat cocok untuk mahasiswa yang ingin menjadikan inekos
GDAJ sebagai tempat kos mereka dileenahan dekat dengan kanpus UGM dan
terdapat   banyak tempat untuk makan. Tapi saat ini infomasi mengenai indekos
inimasihdipromosikanmenggunalrmbrosursehinggakurangmenackperhatian.
Pembuatan  video  promosi  indekos  GDAJ  diharapkan  dapat  membantu  dalam
mempromosikan informasi yang memrik dan hemat biayaL

]hfa Kunci : Multimedia, Motion Graphic, Video Promosi, Indekos GDAJ
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ABSTRACT

With  today's  technology  we  can  get  irifiorrration  and  prcrmote  services  or
products very quickly and eastly. With the role Of human rndtinedia f;acilitated in
corr.nying an irfermation through the media images, video, audio, text and also
arinution, so that the irif;ormaton corrveyed more clear and communicative.

Motion graphic anination video is one Of the promotional media that can be used
to  present  visual  images,   graplins,   and  audio,   summarized  si:mply  without
reducing the irifiormation in il so that it gives its own interest.

GDAJ Indckos is a boarding house located in UGM f;orestry faculty, which is
suital)le for studerts who want to make GDAJ Indehos as their boarding house
because it is close to UGM canpus and there are many places to eat. But now the
irfermation about the board is still being proT">ted using brochures so that less
atterution  Making GDAJ's promotional video promotions is expected to help in
promoting interesting and costef iective irif ;ormation.

Keywords .. Multinedia, Motion Graphic, Video Promasi, Indekos GDAJ.
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