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INTISARI

Film animasi mulai dikenal di masyarakat. Banyak cara pemasaran produk
yang menggunakan film animasi. Film animasi sangat digemari oleh anak-anak
sampai orang dewasa karena selain menghibur juga memberikan pesan moral di
dalamnya. Film animasi dapat dibedakan menjadi dua jenis, yaitu animasi 2D dan
animasi 3D, yang dibuat dengan software multimedia yang sudah tersedia. lde

pembuatan film animasi bisa diambil dari komik yang dimodifikasi.

Pembuatan film animasi “Trailer Komik Kaifa" mengangkat cerita tentang
pengetahuan sejarah Muslim. Diharapkan dari pembuatan trailer ini dapat menarik
perhatian konsumen untuk mengangkat nilai tambah produk serta untuk dapat

menyampaikan pesan moral kepada penonton.

Kata kunci : animasi, multimedia, moral, trailer
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ABSTRACT

Animated films have recently known in the society. There are many ways of
product marketing that use animated films. Animated films are very popular with
children to adults because besides entertaining it also gives a message in it.
Animated films can be divided into two types, they are 2D animation and 3D
animation, which are made by multimedia software that already available. The idea

of making animated films, can be taken from modified comics.

The making of the animated film "Kaifa Comic Trailer" delineates stories
about Muslim historical knowledge. It is expected that from making this trailer, it
can attract the attention of consumers to raise the value of the product and can

deliver a moral message to the audience.

Keywaords: animation, multimedia, moral, trailer
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