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INTISARI 

 

SMA Insan Mulia Boarding School merupakan sekolah yang didirikan pada 

tanggal 17 Juli 2017 dan beralamat di Jl. Nakula No.32, Sariharjo, Ngaglik, Sleman, 

Daerah Istimewa  Yogyakarta. SMA Insan Mulia Boarding School merupakan 

sekolah yang menerapkan sistem Boarding School, sekolah ini telah terdaftar secara 

resmi di Dapodik.Selama periode 5 tahun ini, SMA Insan Mulia Boarding School 

mengalami kesulitan di dalam proses promosi untuk mendapatkan siswa/i 

pendaftar. Hal inilah yang mendasari penulis untuk melakukan sebuah penelitian 

serta membuatkan video promosi yang menarik sehingga SMA Insan Mulia 

Boarding School bisa terlepas dari masalah kesulitan promosi untuk mendapatkan 

siswa/i. 

Untuk membuat video lebih menarik dan detail dalam penyampaian 

informasinya, perancangan video company profile menggunakan teknik motion 

graphic karena lebih simple dan cukup untuk mensimulasikan sebuah sekolah ke 

dalam desain animasi yang membuat lebih hemat biaya dan tenaga sehingga lebih 

efisien untuk menjadi identitas dan media promosi sekolah kepada masyarakat. 

Proses perancangan video company profile motion graphic untuk SMA Insan Mulia 

Boarding School Yogyakarta melalui tiga tahapan yaitu Perancangan atau Pra 

Produksi, Produksi, dan Pasca Produksi. 

Dari pengumpulan kuesioner yang telah dilakukan dapat disimpulkan bahwa 

responden setuju dengan video company profile yang menggunakan teknik motion 

graphic animasi 2D untuk digunakan sebagai identitas sekolah maupun media 

promosi dengan total nilai yaitu 1.537 atau 85,4 %. 

 

Kata Kunci : Sekolah, Animasi 2D, Grafis Gerak, Promosi, Informasi 
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ABSTRACT  

 

SMA Insan Mulia Boarding School is a school that was established on July 17, 

2017 and is located at Jl. Nakula No.32, Sariharjo, Ngaglik, Sleman, Special 

Region of Yogyakarta. SMA Insan Mulia Boarding School is a school that 

implements the Boarding School system, this school has been officially registered 

at Dapodik. During this 5 year period, SMA Insan Mulia Boarding School has 

experienced difficulties in the promotion process to get students enrolled. This is 

what underlies the author to conduct a research and make an interesting 

promotional video so that SMA Insan Mulia Boarding School can be separated 

from the problem of promotion difficulties to get students. 

To make videos more interesting and detailed in conveying information, the 

company profile video design uses motion graphic techniques because it is more 

simple and sufficient to simulate a school into an animated design that makes it 

more cost-effective and energy efficient so that it is more efficient as an identity and 

school promotion media for pub;lic. The process of designing a company profile 

motion graphic video for SMA Insan Mulia Boarding School Yogyakarta goes 

through three stages, thoose are Design or Pre-Production, Production, and Post-

Production. 

From the collection of questionnaires that have been carried out, it can be 

concluded that the respondents agree with the company profile video that uses 2D 

motion graphic animation techniques to be used as school identities and 

promotional media with a total score of 1,537 or 85.4%. 

 

Keyword : School, 2D Animation, Motion Graphic, Promotion, Information


