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INTISARI 

Pondok Pesantren adalah salah satu lembaga yang mengajarkan agama 

Islam lebih mendalam, diantaranya belajar tentang Al- Quran, Hadits,falaq, 

nahwu, shorof, tauhid, fiqih, shorof, tafsir,dan tajwid. Salah satunya pondok 

pesantren Al – Muhdi. 

Pondok Al-Muhdi salah satu pondok pesantren di Yogyakarta saat ini 

sedang membutuhkan publikasi profil yang nantinya bisa di jadikan bahan untuk 

media informasi,pembuatan media informasi tentang pondok pesantren khusunya 

pondok pesantren Al-Muhdi menggunakan Animasi Motion Graphic karena 

animasi motion graphic ini bisa menjadi wadah baik untuk meletakan informasi 

secara rinci, padat dan menarik untuk dilihat. 

Melalui pembuatan video ini diharapkan dapat menarik minat dan 

memperkenalkan pondok-pesantren secara menarik khusunya pondok-pesantren 

Al-Muhdi yang dapat dipercaya dimata masyarakat luas. 

 

Kata-kunci: pondok-pesantren, motion graphict, media informasi, 2 dimensi. 
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ABSTRACT 

Islamic boarding school is one of the institutions that teaches Islam more 

deeply, including learning about Al- Quran, Hadits,falaq, nahwu, shorof, tauhid, 

fiqih, shorof, tafsir,dan tajwid. One of them is Al - Muhdi Islamic boarding school. 

Pondok Al-Muhdi, one of the Islamic boarding schools in Yogyakarta, is 

currently in need of publication of profiles that can later be used as material for 

information media, making information media about Islamic boarding schools 

especially Al-Muhdi Islamic boarding schools uses Motion Graphic Animation 

because this motion graphic animation can be a good place to put detailed, solid 

and interesting information to be seen. 

Through the making of this video it is hoped that it can attract interest and 

introduce pesantren in an interesting way especially Al-Muhdi boarding schools 

that can be trusted in the eyes of the wider community. 

 

Keywords: Islamic boarding school, motion graphic, information media, two 

dimension


