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ABSTRACT

Motion Graphic as a learning medium in sceince, especially frog metamorphosis
material at SD 108075 Deli Tua. So far, student have only learned through packge
nooks, so many have difficulty understanding the stages of metamorphosis in their
entirety. For this reasom, the author designed a learning media in the from of a
Motion Graphic animation video that displays the change of frogs from eggs,
tadpoles, to adult frogs. The manufacturing process is carried out through three
tages, namely pre-production, production, and post-production. The pre-
production stage includes observation, interviews, literature studies, and sketching
and storyboarding. The production phase involves visual design with Adobe
Hllustrator and Procreate, animation stage, finalization and evaluation are carried
out. As a result, this Motion Graphic is able to help students more easily understand
the process of metamorphosis to make learning more interesting.

Keywords: Motion Graphic, Metamorphosis Frog, Instructional Media

ABSTRAK

Pembuatan Motion Graphic sebagai media pembelajaran pada mata pelajaran IPA,
khususnya materi metamorfosis katak di SD 108075 Deli Tua. Selama ini siswa
hanya melalui buku paket, sehingga banyak yang kesulitan memahami tahapan
metamorfosis secara utuh. Untuk itu, penulis merancang sebuah media
pembelajaran berupa video animasi Motion Graphic yang menampilkan perubahan
katak dari telur, embrio, berudu, hingga menjadi katak dewasa. Proses pembuatan
dilakukan melalui tiga tahap, pra-produksi, produksi, pasca-produksi. Tahap pra-
produksi meliputi observasi, wawancara, studi pustaka, serta pembuatan sketsa dan
storyboard. Tahap produksi melibatkan desain visual dengan menggunakan Adobe
[Mlustrator dan Procreate, animasi menggunakan Adobe After Effect dan Alight
Motion, serta penambahan audio dan teks. Pada tahap pasca-produksi dilakuan
finalisasi dan evaluasi, hasil Motion Grafis mampu membantu siswa lebih mudah
memahami proses metamorfosis membuat pembelajaran lebih menarik.

Kata Kunci: Motion Graphic, Metamorfosis Katak, Media Pembelajaran.
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