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INTISARI

Tanah Sultan Ground merupakan aset berharga yang memiliki nilai historis
dan hukum khusus di Kabupaten Sleman. Namun, pemahaman masyarakat
mengenai status, aturan, dan pengelolaannya masih tergolong minim. Oleh karena
itu, penelitian ini bertujuan untuk mengimplementasikan Motion Graphic dan
karakter 2D dalam sebuah video penyuluhan guna meningkatkan pemahaman
masyarakat mengenai tanah Sultan Ground.

Metode yang digunakan dalam penelitian ini meliputi tahap pra-produksi,
produksi, dan pasca-produksi. Pada tahap pra-produksi, dilakukan riset materi,
pembuatan naskah, storyboard, dan desain karakter. Selanjutnya, tahap produksi
melibatkan proses ilustrasi, animasi, serta pengisian suara. Terakhir, tahap pasca-
produksi mencakup penyuntingan akhir dan evaluasi efektivitas video melalui uji
coba kepada target audiens.

Hasil dari penelitian ini menunjukkan bahwa penggunaan Motion Graphic
dan karakter 2D mampu membuat informasi lebih mudah dipahami dan menarik
bagi masyarakat. Video penyuluhan yang dihasilkan berhasil menyederhanakan
konsep hukum dan sejarah tanah Sultan Ground, sehingga meningkatkan kesadaran

serta pemahaman masyarakat terhadap topik ini.

Kata kunci: Tanah sultan Ground, 2D, Motion Graphic
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ABSTRACT

Sultan Ground land is a valuable asset that has special historical and legal
value in Sleman Regency. However, public understanding of its status, rules, and
management is still relatively minimal. Therefore, this study aims to implement
Motion Graphic and 2D characters in an educational video to improve public
understanding of Sultan Ground land.

The methods used in this study include pre-production, production, and
post-production stages. In the pre-production stage, material research, script
creation, storyboarding, and character design were carried out. Furthermore, the
production stage involves the process of illustration, animation, and voice-over.
Finally, the post-production stage includes final editing and evaluation of the
effectiveness of the video through trials with the target audience.

The results of this study indicate that the use of Motion Graphic and 2D
characters can make information easier to understand and more interesting for the
public. The resulting educational video successfully simplified the legal and
historical concepts of Sultan Ground land, thereby increasing public awareness

and understanding of this topic.

Keyword: Sultan Ground Land, 2D, Motion Graphic
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