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INTISARI 

Penelitian ini bertujuan untuk membuat video motion graphic menggunakan isometric 

design sebagai media promosi untuk toko NN malinau dan disebarkan di sosial media 

toko NN. 

 

Jenis penelitian ini adalah penelitian dengan pengembagan MDLC (Multimedia 

Development Life Cycle). Penelitian ini dilakukan pada toko NN Malinau. Penelitian 

ini melalui beberapa tahapan yaitu pengumpulan data, observasi, wawancara dan 

SWOT. Tahap perancangan dan pengembangan dilakukan dengan MDLC yaitu 

concept, design, material, collecting, assembly, testing dan distribution. Tahap testing 

dilakukan dengan menggunakan kuesioner skala likert dan uji para ahli. 

 

Hasil penelitian Video promosi motion graphic menggunakan isometric design 

memperoleh skor kelayakan 83,88% atau kategori sangat bagus. Hasil akhir video 

motion graphic sebagai media promosi menggunakan isometric design berformat MP4 

dengan ukuran 44 MB dan dapat dilihat di social media took NN Malinau. 

 

Kata Kunci : Motion graphic, isometric design, Video promosi, NN Malinau. 
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ABSTRAK 

This study aims to create a motion graphic video using isometric design as a 

promotional medium for the NN Malinau store and disseminated on the NN store's 

social media. 

 

This type of research is research with the development of MDLC (Multimedia 

Development Life Cycle). This research was conducted at the NN Malinau shop. This 

research went through several stages, namely data collection, observation, interviews 

and SWOT. The design and development stages are carried out using MDLC, namely 

concept, design, material, collection, assembly, testing and distribution. The testing 

phase was carried out using a Likert scale questionnaire and expert tests. 

 

The results of the research. Promotional video motion graphics using isometric design 

obtained a score of 83.88% or a very good category. The final result of the motion 

graphic video as a promotional media uses an isometric design in MP4 format with a 

size of 44 MB and can be seen on social media using NN Malinau. 

 

Keywords: Motion graphic, isometric design, promotional video, NN Malinau.  
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