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INTISARI

Perkembangan era digital saat ini telah mengubah cara pelaku usaha
mempromosikan produk mereka, termasuk pada sektor Usaha Mikro, Kecil, dan
Menengah (UMKM). Banyak UMKM, khususnya di daerah Sleman, belum
memanfaatkan media digital sebagai sarana promosi, salah satunya adalah Warung
Nasi Kuning Bu Warni. Ketergantungan pada promosi konvensional berdampak pada
terbatasnya jangkauan konsumen, sehingga usaha sulit berkembang dan kurang
dikenal oleh khalayak yang lebih luas.

Penelitian ini menggunakan metode kuantitatif deskriptif dengan pendekatan
perancangan media promosi berbasis animasi motion graphic. Langkah-langkah yang
dilakukan meliputi tahapan pra-produksi, produksi , serta pasca-produksi. Penilaian
efektivitas dilakukan melalui kuesioner yang disebarkan kepada masyarakat umum
dan praktisi multimedia, serta analisis performa iklan melalui media sosial.

Hasil penelitian menunjukkan bahwa media promosi motion graphic yang
dirancang dinilai efektif dan menarik oleh sebagian besar responden. Video ini
membantu meningkatkan kesadaran masyarakat terhadap keberadaan Warung Bu
Warni dan menghasilkan beberapa interaksi pemesanan baru melalui WhatsApp.

Kata kunci: motion graphic, UMKM, promosi digital, animasi
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ABSTRACT

The advancement of the digital era has significantly changed how businesses
promote their products, including Micro, Small, and Medium Enterprises (MSME:s).
Many MSMEs, particularly in the Sleman area, have not yet utilized digital media as
a promotional tool—one example being Warung Nasi Kuning Bu Warni. The reliance
on conventional promotion methods has limited consumer reach, making it difficult
for these businesses to grow and gain broader public recognition.

This study uses a descriptive quantitative approach by designing a digital
promotional media in the form of a motion graphic animation. The process includes
pre-production, production, and post-production. The effectiveness of the video was
evaluated through questionnaires distributed to the general public and multimedia
practitioners, as well as performance analysis via social media advertising.

The results show that the motion graphic promotional video was considered
effective and engaging by most respondents. It helped increase public awareness of
Warung Bu Warni and led to several new inquiries and orders via WhatsApp.

Keyword: motion graphic, MSMEs, digital promotion, animation
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