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INTISARI 

Di Distro Loryside terdapat masalah dalam penyampaian informasi 
tentang proses menampilkan atau memvisulkan bahan, proses penjahitan dan 
proses penyablonan. Dimana pemilik dari Distro Loryside hanya bisa 
menginformasikan melalui poster dan foto. 

Hal ini belum mampu menjelaskan secara rinci bagaimana proses 
memvisualkan bahan, proses penjahitan dan proses penyablonan sehingga penulis 
memberikan jalan alternative kepada pihak Distro Loryside melalui penggunaan 
Motion Graphic untuk membantu mengilustrasikan atau memvisualkan bahan, 
proses penjahitan dan proses penyabolanan. Karena dengan Motion Graphic 
informasi untuk memvisualkan bahan, proses penjahitan dan proses penyablonan 
bias diilustrasikan melalui gambar animasi 2D disertai Teks dan Audio. 

Dengan menggunakan Visualisasi informasi dalam bentuk infografis 
dengan teknik Motion Graphic diharapkan mampu menyampaikan informasi dari 
Distro Loryside. Maka penulis membuat tugas akhir dengan mengangkat tema 
melalui teknik Motion Graphic untuk media promosi pada Distro Loryside 
Kata Kunci : Motion graphic, Distro Loryside, After effect. 
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ABSTRACT 

In Loryside Distro there are problems in conveying information about the 
process of displaying or visualizing materials, the sewing process and the printing 
process. Where the owner of the Loryside distribution can only inform through 
posters and photos. 

This has not been able to explain in detail how the process of visualizing 
the material, the sewing process and the printing process so that the author 
provides an alternative way to the Loryside distribution through the use of Motion 
Graphics to help illustrate or visualize the material, the sewing process and the 
sailing process. Because with a Motion Graphic, information is used to visualize 
materials, the sewing process and the printing process can be illustrated through 
2D animated images accompanied by text and audio. 

By using information visualization in the form of infographics with Motion 
Graphic technique, it is hoped that it can convey information from Loryside 
Distro. So the authors make a final project with a theme through the Motion 
Graphic technique for media promotion at Loryside Distro 
Keyword : Motion graphic, Distro Loryside, After effect. 

 


