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INTISARI

Perkembangan teknologi pada beberapa dekade ini berbanding lurus dengan
pertumbuhan industri pada periklanan terutama video profil. Perkembangan
teknologipun menunjang banyaknya industri periklanan membuat inovasi dengan
menggabungkan video live shoot dengan Motion Graphic. Motion Graphic
biasanya digunakan sebagai opening video untuk mengenalkan dan memerkan
logo perushaan. Motion Graphic ini-sendiri terlihat sangat menarik karena bantuan
beberapa software seperti Adobe Illustrator utuk pembuatan objek, Adobe
Aftereffect-untuk pembuatan motion graphic serta digunakan. Adobe Primierpro
sebagai penambah effect dan editing.

Proses pembuatan animasi ini dilakukan secara individu maupun
berkelompok dengan beberapa tahap yaitu pra produksi, produksi. hingga pasca
produksi. Proses pra produksi dan produksi yang meliputi pengembangan ide
cerita, tema, naskah, storyboard. Dan diberi sentuhan akhir yaitu proses editing.

Tugas akhir ini merupakan inspirasi untuk para videographer, editor handal

di Indonesia untuk pengembangan video profil terutama Motion Graphic.

Kata Kunci : Live Shoot, Motion Graphic, software. Indonesia.
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ABSTRACT

The development of technology in decades is directly proportional to the
growth of the advertising industry in especially the authenticity of the video
profile. Any technological developments support the multitude of advertising
industry innovate by combining live video shoot with Motion Graphic. Motion
Graphic is usually used as the opening video to introduce and showcase
Corporation logo. Motion Graphic.itself looks very interesting due to the help of
some software such as Adobe Illustrator for the manufacture of objects, Adobe
Aftereffect for the manufacture of motion graphic and use Adobe Primierpro to
Enhancer effects and editing..

The process of creating a Video profile-based Motion Graphic is done
individually and in groups with multiple stages such as pre production,
production to post production. Production and production process that includes
the  development of story ideas, themes, scripts, storyboards. And given the
finishing touch that is editing process..

This final project was the inspiration for the videographer, editor of reliable
in Indonesia for development of video profiles especially Motion Graphic.

Key Word : Live Shoot, Motion Graphic, software, Indonesia.
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