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ABSTRAK

Tujuan penelitian ini adalah untuk mengembangkan media video animasi
motion graphics yang layak digunakan bagi kelas 10 Jurusan Multi Media SMK
IPIEMS Surabaya. Media video animasi motion graphics yang dikemas dalam
aplikasi  berbasis android sedangkan metode yang digunakan dalam
pengembangan video animasi motion graphics adalah model ADDIE yang terdiri
dari 5 tahap, yaitu (1) Analyze, (2) Design, (3) Development, (4) Implementation,
(5) Evaluation. Media video animasi motion graphics yang dikembangkan
memuat materi proses pengambilan gambar. Proses pengambilan gambar sendiri
merupakan cakupan materi yang ada pada mata pelajaran Simulasi Komunikasi
Digital. Inti dari proses pengambilan gambar sendiri yaitu ada tiga teknik yaitu
tipe shot, angle kamera, dan pergerakan kamera. Hasil dari penelitian ini adalah
96% penilaian dari ahli media pembelajaran, 89,5% penilaian dari ahli materi
pembelajaran, 93,7% penilaian dari uji coba perorangan, 92,8% penilaian dari uji
coba kelompok kecil serta 92.6% penilaian dari uji coba lapangan. Kesimpulan
dari hasil tersebut menunjukkan bahwa media video animasi motion graphics
pada materi proses pengambilan gambar kelas X SMK jurusan Multi Media dinya

takan layak untuk digunakan dalam pembelajaran.

Kata kunci : Simulasi Komunikasi Digital, animasi motion graphics, model
ADDIE, proses pengambilan gambar
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ABSTRACT

The purpose of this research is to develop motion graphics animation
video media that is suitable for use in class 10 of the Multi Media Department of
SMK IPIEMS Surabaya. Motion graphics animation video media packaged in
android-based applications while the method used in comic development is the
ADDIE model which consists of 5 stages, namely (1) Analyze, (2) Design, (3)
Development, (4) Implementation, (5) Evaluation. The motion graphics animation
video media developed contains material on the shooting process. The shooting
process itself is the scope of material in the Digital Communication Simulation
subject. The essence of the shooting process itself is that there are three
techniques, namely shot type, camera angle, and camera movement. The results of
this study were 96% assessment from learning media experts, 89.5% assessment
from learning material experts, 93.7% assessment from individual trials, 92.8%
assessment from small group trials and 92.6% assessment from field trials. The
conclusion from these results shows that the motion graphics animation video
media on the material of the shooting process for class X SMK majoring in Multi
Media is declared feasible for use in learning.

Keywords: digital communication simulation, motion graphics animation,
ADDIE model, shooting process
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