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PERANCANGAN GERAKANIMASI PADA IKLAN PETUALANGAN
KREATIF SEBAGAI MEDIA PROMOSI DKV 

 

ABSTRAK 

 

 Kurangnya pemahaman masyarakat mengenai Program Studi Desain Komunikasi
Visual (DKV) di Politeknik Harapan Bersama menjadi kendala dalam menarik minat
calon mahasiswa, meskipun kebutuhan akan tenaga kreatif di bidang desain terus
meningkat. Penelitian ini bertujuan merancang media promosi berupa iklan animasi 3D
berjudul Petualangan Kreatif yang efektif dan menarik. Pendekatan yang digunakan
adalah deskriptif kualitatif, dengan metode pengumpulan data melalui observasi,
wawancara dengan Ketua Program Studi DKV, dan penyebaran kuesioner kepada 31
siswa MK di Tegal dan Brebes. Hasil kuesioner menunjukkan bahwa sebagian besar
responden belum mengenal jurusan DKV (52%), tidak berminat masuk DKV (58%), serta
belum memahami prospek kerja lulusan DKV (68%). Hal ini menunjukkan perlunya
strategi komunikasi visual yang lebih kuat dan persuasif. Proses produksi animasi
mengikuti tahapan MDLC: konsep, desain, pengumpulan material, pembuatan, pengujian,
dan distribusi. Animasi menggunakan konsep karakter LEGO dengan teknik parenting,
yaitu menjadikan badan sebagai pusat kontrol dan bagian tubuh lain sebagai anak, serta
bergaya stop motion. Meskipun gerak terbatas, prinsip animasi seperti pose to pose,
timing, exaggeration, dan staging tetap diterapkan agar animasi tetap hidup dan
komunikatif. Produksi dilakukan mulai dari pengembangan cerita dan karakter,
pengaturan pivot point, hingga proses finalisasi. Hasil penelitian menunjukkan bahwa
teknik parenting efektif menciptakan animasi sederhana namun khas. Pendekatan ini
mendorong kreativitas dalam menyampaikan pesan promosi yang menarik, serta
berpotensi meningkatkan minat terhadap Program Studi DKV. 
 
Kata Kunci : Desain Gerak, Gerakan Lego, 12 Prinsip Animasi, Media Promosi,
Periklanan. 
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DESIGNING MOTION-BASED ANIMATION FOR “CREATIVE
ADVENTURE” AS A PROMOTIONALMEDIA 

 

ABSTRACT 

 

 The public's lack of awareness regarding the Visual Communication Design
(DKV) Study Program at Harapan Bersama Polytechnic is a barrier to attracting
potential students, despite the rising demand for creative professionals in the design
sector. This research aims to create a promotional medium in the form of an engaging 3D
animated advertisement titled Petualangan Kreatif. We adopted a descriptive qualitative
approach, collecting data through observations, interviews with the Head of the DKV
Study Program, and surveys distributed to 31 vocational high school students in Tegal
and Brebes. The results from the questionnaires indicated that a majority of respondents
were not acquainted with the DKV major (52%), lacked interest in pursuing DKV (58%),
and were unaware of the career prospects for DKV graduates (68%). This underscores
the necessity for a more effective and persuasive visual communication strategy. The
animation production process adheres to the MDLC stages: concept, design, material
collection, creation, testing, and distribution. The animation employs a LEGO character
concept with a parenting technique, where the body serves as the control center and other
body parts act as children, all in a stop-motion style. Despite the limited movement, we
still incorporate animation principles such as pose to pose, timing, exaggeration, and
staging to maintain a lively and communicative feel. The production process encompasses
story and character development, establishing pivot points, and finalizing the project. The
study's outcomes suggest that the parenting technique is effective in producing simple yet
distinctive animations. This approach fosters creativity in delivering attractive
promotional messages and has the potential to boost interest in the Visual
Communication Design Study Program. 

 

Keywords: Motion Design, Lego Movement, 12 Principles of Animation,
Promotional Media, Advertising. 
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