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INTISARI 

Seiring dengan pesatnya perkembangan era digital saat ini, penggunaan video 

bukan hanya sebagai media hiburan saja, melainkan juga dapat digunakan untuk 

dokumentasi suatu peristiwa, media pembelajaran dan bahkan media pemasaran 

sebagai penunjang dalam dunia usaha ataupun bisnis. Bengkel Las Sinar Kreasi 

merupakan bengkel penyedia jasa pembuatan segala jenis bentuk konstruksi seperti 

pagar, tralis, kanopi, baliho, ralling, tangga dan lain-lain. 

Bengkel Las Sinar Kreasi sangat menyadari perlunya eksistensi dalam 

menjalankan usahanya, maka diperlukannya inovasi dalam pemasaran ataupun iklan. 

beberapa iklan yang sudah digunakan pada saat ini menggunakan media cetak berupa 

brosur dan beberapa iklan pada situs jual beli dinilai sudah kurang diminati oleh 

konsumen bahkan sudah mulai ditinggalkan oleh beberapa masyarakat. Maka 

dibuatlah video animasi 2D menggunakan Teknik Motion Graphics. 

Diharapkan video animasi 2D menggunakan Teknik Motion Graphics ini dapat 

diaplikasikan pada berbagai macam media sosial sehingga dapat meningkatkan 

pengguna jasa dari Bengkel Las Sinar Kreasi. 

Kata Kunci : Video Profil, Motion Graphics, Media Informasi. 
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ABSTRACT 

Along with the rapid development of technology in the last few years, 

requires a company to provide maximum service to the community as a consumer, 

where an interesting look and interactive and responsive service is mandatory to be 

supplied by the company to consumer. The introduction of a goods or services 

offered by the company against consumer that was originally done manually and 

tended to monotonous now starting to switch to using electronic media (digital), how 

is certainly more effective and efficient to implement at this time. 

The welding workshop Sinar Kreasi, companies engaged in the field of 

construction that is where the marketing still using banners, brochures or flyers very 

difficulty competing with other construction companies they have been using 

electronic media. One of them at the moment compete a project by using the thender 

system. The welding workshop Sinar Kreasi could not deliver features and product 

results in good because the limitations of the media, so the consumers is difficult to 

respond. 

Therefore author trying to find solution of the problem by making 2D 

animations, the hope can be the solution of the above problems. With a new 

marketing system, consumer is given the impression about the features of the 

services and items provided by welding workshop Sinar Kreasi, so can minimize 

marketing costs and are expected to increase the selling power. 

Keywords : Video Profile, Motion Graphics, Media Information. 


