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ABSTRACT
Motion Graphic Design as a Promotional Media for SMA Trisula

SMA Trisula is a private Islamic-based senior high school located at Jl. Tlajung
Udik RT02/12 No. 15, Gunungputri, Bogor Regency. Despite having strong
educational programs, the school still faces challenges in terms of promotion,
particularly in attracting new students each year. Based on initial observations,
SMA Trisula’s promotional strategies still often rely on conventional media such
as printed brochures and banners. This became the background for this Final
Project, which aims to design a motion graphic as a more effective and easily
understood promotional medium for the younger generation and parents in the
digital era.The design process began with data collection through interviews and
direct observation, followed by pre-production stages including the development
of a storyline and storyboard. The production phase involved the creation of
illustrations and animations using vector-based software with a flat art visual
style. The process was enhanced with voice-over narration, background music,
and sound effects tailored to the content. The final stage consisted of rendering
and evaluating the video quality to ensure the optimal result. The outcome of this
process is a two-minute motion graphic promotional video that is ready to be used
as SMA Trisula’s digital promotional media across various platforms.

Keywords: Motion Graphic, Promotional Media, SMA Trisula, Flat Art, Visual
Communication Design.

ABSTRAK
Perancangan Motion Graphic Sebagai Media Promosi Untuk SMATrisula

SMA Trisula adalah sekolah menengah atas swasta berbasis islam yang berlokasi
di Jl.Tlajung Udik RT02/12 No 15, Gunungputri Kab Bogor. Meskipun memiliki
program pendidikan yang unggul, sekolah ini masih menghadapi tantangan dalam
hal promosi, terutama dalam menarik minat peserta didik baru setiap tahunnya.
Berdasarkan observasi awal, strategi promosi SMA Trisula masih sering
menggunakan media konvensional seperti brosur cetak dan banner. Hal itulah
yang melatarbelakangi Tugas Akhir ini dalam merancang motion graphic sebagai
media promosi yang lebih efektif dan mudah dipahami oleh generasi muda serta
orang tua di era digital. Proses perancangan diawali dengan pengumpulan data
melalui wawancara dan observasi, kemudian dilanjutkan dengan tahap pra-
produksi seperti penyusunan storyline dan storyboard. Selanjutnya dilakukan
produksi berupa pembuatan ilustrasi dan animasi menggunakan software berbasis
vektor dengan gaya visual flat art. Proses dilengkapi dengan pengisian voice over,
penambahan backsound dan sound effect yang disesuaikan dengan kebutuhan
animasi.Tahap akhir berupa rendering dan evaluasi kualitas video dilakukan
untuk memastikan hasil akhir optimal. Hasil dari proses ini adalah sebuah video
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promosi motion graphic berdurasi dua menit yang siap digunakan sebagai media
promosi digital SMA Trisula di berbagai platform.

Kata kunci: Motion Graphic, Media Promosi, SMA Trisula, Flat Art, Desain
Komunikasi Visual
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