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INTISARI
Perancangan motion graphic digunakan sebagai media promosi dan informasi
seputar Prodi D3 Teknik Informatika Universitas Amikom Yogyakarta, video animasi
ini memberikan gambaran kepada mahasiswa baru atau calon mahasiswa dalam meniti
pendidikan di D3 Teknik Informatika. Dengan adanya ini diharapkan mempermudah
Prodi dalam memperkenalkan D3 Teknik Informatika secara luas melalui media social.

Dengan melakukan pengumpulan data visual dan verbal yang diharapkan mampu
memberikan perancangan motion graphic yang efektif dan mudah dipahami oleh
masyarakat luas.

Berdasarkan paparan- pembuatan -media promosi untuk Prodi D3 Teknik
Informatika Universitas: Amikom Yogyakarta menggunakan motion graphic 2D
sebagai terobosan untuk memberi informasi secara luas. Hasil yang sudah dibuat
berupa video animasi motion graphic 2D dan sudah di implementasikan oleh pihak
Prodi D3 Teknik Informatika melalui Instagram Prodi. Harapan dari video ini ialah
dapat membantu promosi Prodi untuk dikenal secara luas di social media.

Kata kunci: Motion Grafis, Sosial Media, dan.Promaosi
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ABSTRACT
The design of motion graphics is used as a media for promotion and information
about the D3 Informatics Engineering Study Program, Amikom University Yogyakarta,
this animated video provides an overview for new students or prospective students in
pursuing education at D3 Informatics Engineering. With this, it is hoped that it will
make it easier for the Study Program to introduce D3 Informatics Engineering widely
through social media.

By collecting visual and verbal data, it is expected to be able to provide motion
graphic designs that are effective and easily understood by the wider community.

Based on the explanation of making promotional media for the D3 Informatics
Engineering Study Program, Amikom University, Yogyakarta, using 2D motion
graphics as a breakthrough to provide broad information. The results that have been
made are in the form of 2D motion graphic animation videos and have been
implemented-by the Informatics Engineering D3 Study Program through the Study
Program's Instagram. The hope of this video is that it can help the promotion of Study
Program to be widely known on social media.

Keywords: Motion Graphic, Social Media, and Promotion
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