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MOTTO

 I can do all things through Christ who strenghthens me -philippians 4:13
 Practice makes perfect -proverb
 The difference between a winner and a loser is in how much work you put

on
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INTISARI

Perkembangan dunia teknologi sangat pesat saat ini, khususnya dibidang

periklanan mengharuskan sebuah perusahaan harus mampu untuk membuat

layanan informasi dan media promosi yang dapat menarik pengunjung.

English made easy adalah sebuah badan usaha yang bergerak di bidang

pendidikan dan sedang menghadapi masalah dalam memberikan suatu informasi

serta mempromosikan layanan pembelajaran yang mudah dan menyenangkan

yang tidak dilakukan seperti perkuliahan.

Perancangan Iklan Animasi 2d pada English Made Easy ini dibuat dengan

menggunakan beberapa teknologi pengolahan audio & visual dengan

menggunakan beberapa perangkat lunak pendukung , seperti Adobe Illustrator,

Adobe After Effects dan Adobe Audition. Dengan menggunakan perangkat lunak

tersebut diharapkan dapat menghasilkan kualitas iklan animasi yang baik bagi segi

audio dan visual.

Kata kunci – iklan animasi 2d, promosi, video, multimedia, English Made Easy
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ABSTARCT

The rapid development in technology today, particularly in the field of

advertising requires a company to be able to create information service and

mediapromotions to attract visitors.

English made easy is a state-owned company in the field of education; it is

facing difficulty in providing information as well as promoting its learning which

is easy, fun and informal (It isn’t like what people do in college).

The designing of advertising 2d atEnglish Made Easy is made by audio &

visual technology with using some supporting software such as Adobe Illustrator,

Adobe After Effects and Adobe Audition. The utilization of this software is

expected to be able to create a good-advertising animation either in audio or in

visual.

Keywords – animation advertisement, promotion, video, multimedia, English

Made Easy


