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PERANCANGAN ANIMATIC STORYBOARD PADA SHORT VIDEO 

ANIMASI 2D BERJUDUL “EKSPEKTASI” UNTUK MEMPROMOSIKAN 

DKV POLTEK HARBER 

ABSTRAK 

Promosi menjadi aspek penting dalam meningkatkan citra dan daya tarik sebuah 

institusi pendidikan di tengah persaingan yang semakin kompetitif. Program Studi 

Desain Komunikasi Visual Politeknik Harapan Bersama Tegal dinilai masih 

memiliki keterbatasan dalam strategi promosinya, yang berdampak pada rendahnya 

minat calon mahasiswa baru. Untuk menjawab tantangan tersebut, dilakukan 

perancangan animatic storyboard untuk short video animasi 2D berjudul 

“Ekspektasi”, dengan mengangkat pendekatan visual bergaya anime yang populer 

di kalangan Generasi Z dan Y. Metode yang digunakan dalam penelitian ini adalah 

metode kualitatif. Data diperoleh melalui wawancara, observasi, serta penyebaran 

kuesioner. Analisis dilakukan dengan metode analisis tematik untuk 

mengidentifikasi pola dan kebutuhan target audiens. Perancangan mengacu pada 

tahapan pembuatan storyboard untuk membantu proses produksi Animasi 2D ini 

menjadi lebih Kreatif, Komunikatif, Efisien & Efektif, serta Estetis, dan juga hasil 

Animasi 2D berjudul “Ekspektasi” ini mampu memberikan kontribusi dalam 

meningkatkan efektivitas promosi Program Studi Desain Komunikasi Visual Poltek 

Harber, serta menjadi media komunikasi visual yang menarik dan relevan bagi 

calon mahasiswa baru. Selain itu, karya ini juga menjadi sarana penulis dalam 

menerapkan keahlian sebagai animatic storyboard artist dan memperkaya 

portofolio kreatif pribadi. 

Kata kunci: Animatic Storyboard, Animasi 2D, Iklan, Media Promosi 
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CREATING AN ANIMATIC STORYBOARD FOR THE 2D ANIMATION 

“EKSPEKTASI” TO PROMOTE VISUAL COMMUNICATION DESIGN  

ABSTRACT 

Promotion is a significant factor in improving the image and appeal of an 

educational institution in an increasingly competitive landscape. The Visual 

Communication Design Study Program at Politeknik Harapan Bersama Tegal is 

regarded as having limitations in its promotional strategy, which has resulted in a 

lack of interest from prospective new students. To overcome this challenge, an 

animatic storyboard was crafted for a 2D animated short video titled 

"Expectations," adopting a visually attractive anime-style approach that is popular 

among Generation Z and Y. The research method used in this study is qualitative. 

Data was collected through interviews, observations, and the distribution of 

questionnaires. The analysis was carried out using thematic analysis to identify 

patterns and the needs of the target audience. The design process adhered to the 

stages of storyboard which includes the thumbnail, rough, clean-up, and animatic 

stages. It can be concluded that this Animatic Storyboard can aid in making the 

production process of this 2D Animation more Creative, Communicative, Efficient 

& Effective, and Aesthetic. Furthermore, the 2D Animation titled "Ekspektasi" can 

contribute to enhancing the effectiveness of promoting the Visual Communication 

Design Program at Poltek Harber, as well as serving as an engaging and relevant 

visual communication medium for prospective new students. Additionally, this 

project provides the author with a platform to apply their skills as an animatic 

storyboard artist and to enrich their personal creative portfolio. 

Keywords: Animatic Storyboard, 2D Animation, Advertising, Promotional Media  
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