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Motto

Berkat Sholawat Rezeki Mendekat, Berkat Sholawat Jodoh Mendekat, Berkat

Sholawat Jauh Maksiat, Berkat Sholawat Uripe Manfaat.
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rmsARI

Sekolah  Tinggi  llmu  Komputer  (STIKOM)  Dinanika  Bangsa  lahir

denganizinMenteriPendidikanNasionalRepubliklndonesiamelaluiKeputusan

DirekturJenderalPendidikanTinggiq)iljenDikti)Nomor:910/0/2002tanggal

13 Mei 2002. Gagarm didirikanya Sekolah Tinggi llmu Komputer (STIKOM)

Dimmika  Bangsa  didasari  atas  suatu  pemikiran,  bchwa  kemajuan  bangsa,

khususnya  daerch  salah  satumya  ditentukan  oleh  ketersediaan  Sumber  Daya

Manusia(SDM)yanghandaldenganpengunsaanperangkatteknologiyangmaju.

Pada  saat  ini  hampir  diselunh  bidang  pekedaan  sudah mengg`makan

teknologi komputer yang selalu berkembang sangat pesat nanun ketersediaan

SDM  untuk  menanganinya  masih  terbatas  khususnya  di  daerah  Jambi  dan

daech-daerah lain di Indonesia.

Agargagasaninibisaterwujud,makadibutuhkansuatupendekatanyang

menarik agar masyarakat dan calon mchasiswa tertarik. Sebagai langkah awal,

sayackanmerancangdanmembuatvideomengg`mckanteknikMotionGraphic,

yangmencakupvisi&misi,fasilitas,denprestasiSekolahTinggillmuKomputer

(STIKOM) Dinamika Bangsa.  Tujunn akhir deri pembuntan video ini adalah,

masyarakatdenganmudchmengenalSekolchTinggilinuKomputer(STIKOM)

DinalkaBangsadanbagicalonmahasiswatent`inyabeminatuntukmendaftar

di kanpus ini.

Kata Kunci:   Motion Graphic, Kanpus, Jambi, Malasiswa, STIKOM
DINAMIRA BiINGSA
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ABSTRACT

High  school  computer  science  (STIKOM) Dinamika Bangsa was born

with the permission of the Minister of national education Republic Indonesia

through  decision  of the  Director  General  of higher  education  (Dirien  Dikti)

number:   91ro/O/2002   May   13,   2002. The   idea   of  the   establishment   of

(STIKOM)DinamikaBangsabaseduponathought,thattheprogressofNatious,

especially the areas one of which is determined by the availability  of human

resources.

At  present  almost  throughout  the  areas  of  work  are  already  using

computertechnologythatisalwaysgrowingveryrapidly,buttheavailabilityof

human resource to deal with them is still limited, especially in the area of Janbi

and other areas in Indonesia.

In  order  that  this  idea  could  materialize,  then  it  takes  an  interesting

approachinorderforthecormultyandprospectivestudentsareinterested.As

aninitialstep,iwilldesignandcreateavideousingMotionGraphictechniques,

which  include  the  vision  &  mission,   facilities,  and  the   achievements  of

(STIKOM)DinamikaBangsa.Theultimategoalofmakingthisvideois,people

easily  recognize  (STIKoro  Dinamika  Bangsa  and  for  a  candidate  surely

interested to enroll in college.

iFquord..  Motion  Graphic,  Campus  Technology,  Janbi,  Students,  STIKOM
DINAMIKA  BANGSA.
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