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RTIsanl

Web  series  ini  bertujunn untuk  mempemudah  penyampaian  infomasi
khususnya dalam hal edukasi sains.  Dalam web series hi penulis menggunakan
aninasi motion graphic agar materi yang disampalkan menjadi lebin mudah untuk
diterim.

Web series ihi akan berpusat dalam pembahasan sains-sains modem yang
berhubungan    dengan    kehidupan    sehari-hari    kita.Web    series    ini    dibuat
menggunckan Adobe After Effect dan Adobe Character Animator.

Dalam web series ini penulis akan membunt aset-aset pendukung seperti
karakter, background, serta objekTobjek yang digunakan dalam animasi web series
tersebut.Tekhnikpenganimasianyangakanpenulisgunakandalampembuntanweb
series ini adalah motion graphic dan motion capture yang terdapat dalam software
After Effect dan Character animator.

Kafa kunci : aninasi, edukasi, motion graphics, video, web series.
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ABSTRACT

This web series aims to f iacilitate the delivery Of inf iorrration, especially in
terms  Of science  education.  In this web  series the  author uses motion  graphic
animation to make the material delivered becomes easier to be accepted.

This Web  series will  center on the discussion Of modern science  that we
deals in our daily lives.This web series was created usi:ng Adobe After Effect and
Adobe Character Animator.

1n  this  web  series  the  author  will  create  supporting  assets  such  as
characters,  backgrounds,  and  objects  u!sed  in  the  animated  web  series.  The
animation techniques that will be used by writers in the making Of this web series
is motion graphic and motion capture conlained in After Effects and Character
animator sof tware.

Eaywords : animation, education, motion graphics, video, web series.


