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ABSTRAK

This study evaluates the application of blendshape and motion graphics in the
creation of the motion comic prologue "Melangkah Bersama", with the aim of
conveying empathy for long-tailed macaques. Based on a literature review on
educational motion comics and visual storytelling theory, this study uses a
qualitative, practice-based case study method that includes observation of the
creative process, documentation of the production process, and expert validation
using the Content Validity Index. The analysis results show that animated visual
storytelling and audio-visual synchronization are effective in building emotional
pacing. The compositing stage presents a visual dimension with the use of 3D
layers, motion blur, virtual cameras, and paper textures. In conclusion, the
blendshape and motion graphics techniques can produce communicative and
aesthetic animated works. This research provides relevance for animators.

Keywords: facial rigging, blendshape, motion comic, motion graphics,
empathetic animation.

Penelitian ini mengevaluasi penerapan blendshape dan motion graphics dalam
pembuatan motion comic prolog “Melangkah Bersama”, dengan tujuan
menyampaikan empati terhadap monyet ekor panjang. Berdasarkan kajian literatur
mengenai motion comic edukatif dan teori storytelling visual, penelitian ini
menggunakan metode kualitatif studi kasus berbasis praktek yang mencakup
observasi proses kreatif, dokumentasi proses produksi, dan validasi pakar
menggunakan Content Validity Index. Hasil analisis menunjukkan bahwa
storytelling visual animasi dan sinkronisasi audio-visual efektif membangun pacing
emosional. Tahap compositing menghadirkan dimensi visual dengan penggunaan
3D layer, motion blur, kamera virtual, dan tekstur kertas. Kesimpulannya, teknik
blendshape dan motion graphics dapat menghasilkan karya animasi yang
komunikatif dan estetis. Penelitian ini memberi relevansi untuk animator.

Kata Kunci: facial rigging, blendshape, motion comic, motion graphics,
animasi empati.
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