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ABSTRAK 

Perancangan motion graphic ini bertujuan untuk menyampaikan informasi mendalam 

mengenai baby blues syndrome dengan pendekatan psikologis dan emosional. Motion graphic 

ini didukung oleh data dari wawancara dengan psikolog, ahli motion graphic, dan studi literatur 

untuk memastikan keakuratan dan kredibilitas informasi. Melalui penggunaan elemen visual 

yang menarik dan pendekatan emosional, motion graphic ini berusaha membangun pendekatan 

emosional dengan tujuan membangun empati target audiens. Dengan menggabungkan motion 

graphic dan aspek psikologis, perancangan ini diharapkan dapat memberikan kontribusi yang 

baik terhadap kesadaran, pemahaman, dan pencegahan baby blues syndrome. 

Kata-kata kunci: Motion Graphic, Video Edukasi, Pendekatan Emosional, Kesadaran, Empati 

ABSTRACT 

The design of this motion graphic aims to convey in-depth information about baby blues 

syndrome through an educational approach that involves psychological and emotional aspects. 

This motion graphic is supported by data obtained from interviews with psychologists, motion 

graphic experts, and literature studies to ensure the accuracy and credibility of the information. 

Through the use of engaging visual elements and a narrative approach, this motion graphic 

trying to builds an effective emotional approach, enhancing audience engagement and 

understanding. By combining the strengths of motion graphics and psychological aspects, this 

design is expected to make a positive contribution to awareness, understanding, and prevention 

of baby blues syndrome. 

Keywords: Motion Graphic, Educational Videos, Emotional Approach, Awareness, Emphaty 

 

 

 


