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INTISARI 

 

Pembuatan animasi Motion Graphic tediri dari penggabungan beberapa 

objek desain grafis yang kemudian dianimasikan sehingga dapat menghasilkan 

scene yang lebih dinamis dan menarik dari segi tampilan grafis. 

Penulisan skripsi ini membahas tentang pembuatan video 2D dengan 

penerapan animasi Motion Graphic, metode ini digunakan untuk membuat media 

informasi, himbauan , maupun iklan. 

Pembuatan video 2D “Perangi Berita Hoax” menggunakan software adobe 

After Effect diharap berguna untuk semua pembaca, terutama bagi mereka yang 

ingin membuat video animasi motion graphic agar lebih memahami dalam 

prosesnya. 

Kata Kunci : Video, 2D, Motion Graphic, After Effect, Animation, Hoax, Graphic 

Design. 
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ABSTRACT 

 

Making animated Motion Graphic consisting of the merger of several 

graphic design objects which are then animated to so that it can generate a acene 

more dynamic and interesting in terms of the graphical display. 

The writing of this thesis discusses the making of 2D video with animated 

Motion Graphic application, this method is used to create a media information, 

advisories, as well as advertising. 

Making a 2D video”Perangi Berita Hoax” using Adobe After Effect 

software should be useful for all readers, especially for those who want to create 

animated motion graphic video for better understanding in the process. 

Keywords: Video, 2D, Motion Graphic, After Effects, Animation, Hoax, Graphic 

Design. 
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