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INTISARI

Penelitian ini bertujuan untuk membuat video infografis Iklan Layanan
Masyarakat (ILM) “Ayo #hidupl00Opersen” sebagai media untuk membantu
Badan Narkotika Nasional Provinsi Daerah Istimewa Yogyakarta (BNNP DIY)
dalam mensosialisasikan perubahan slogan/tagline baru BNN vyaitu Hidup 100
Persen.

Penelitian dilakukan pada BNNP DIY. Penelitian ini melalui beberapa
tahapan yaitu, pengumpulan data, analisis, produksi, dan evaluasi. Tahapan
pengumpulan data dilakukan dengan wawancara dan observasi. Tahapan analisis
dilakukan dengan analisi - SWOT. Tahapan produksi dilakukan dengan
menggunakan metode MDLC meliputi merancang konsep, design, pengumpulan
bahan, pembuatan aplikasi, pengujian dan pendistribusian. Sedangkan tahapan
testing dilakukan dengan alpha testing dan beta testing.

Hasil akhir pembuatan video infografis ILM “Ayo #hidupl00persen”
mendapat respon positif dari pihak BNNP DIY dari segi tampilan isi konten,
kumudahan penyampaian materi. Dan perangkat lunak (software) pendukung
yang digunakan adalah Adobe After Effect, Adobe Premiere Pro, dan CorelDraw.

Keyword: lklan Layanan Masyarakat, Hidup 100 Persen, Adobe After Effect,
Adobe Premiere Pro, dan CorelDraw.
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ABSTRAK

This research aims to make an infographic video of Public Service
Advertising (ILM) "Ayo # Hidupl00persen™ as a medium to help the National
Narcotics Agency of the Yogyakarta Special Region Province (BNNP DIY) in
disseminating the changes to BNN's new slogan / tagline, namely Live 100
Percent.

The research was conducted at BNNP DIY. This research went through
several stages, namely, data collection, analysis, production, and evaluation. The
stages of data collection were carried out by interview and observation. The
analysis was carried out by means of a SWOT analysis. The production stages are
carried out using the MDLC method including concept design, design, material
collection, application development, testing and distribution. While the testing
stage is carried out by alpha testing and beta testing.

The final result of the making of the ILM infographic video "Ayo
#Hidup100persen™ received a positive response from the DIY BNNP in terms of
content display, |1 hope the delivery of the material. And the supporting software
used are Adobe After Effects, Adobe Premiere Pro, and CorelDraw.

Keyword: Public Service Ads, 100 Percent Life, Adobe After Effects, Adobe
Premiere Pro, and CorelDraw.
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