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INTISARI

SMA Angkasa Adisutjipto adalah salah satu sekolah swasta berbasis
lingkungan militer di Yogyakarta yang terletak di Angkatan Udara Republik
Indonesia kompleks Lanud Adisutjipto.

Dalam mengembangkan sekolah, pihak sekolah saat ini
menggunakan media promosi cetak, sosial media, dan website. Media
pemasaran yang saat ini di rasa cukup, akan tetapi keunggulan seperti di
bidang akademis dan prasarana tidak bisa ditampilkan secara detail. Video
company profile dengan- teknik live shoot dan motion graphic dapat
dijadikan sebagai media promosi saat ini, dengan dasar multimedia seperti
audio, video, dan animasi.

Dasar tersebut yang mampu mengilustrasikan Kegiatan akademis
dan prasarana sekolah sebagai media promosi sekaligus informasi.

Kata Kunci: Company Profile, Multimedia, Live Shoot, Motion Graphic

XVii



ABSTRACT

Angkasa Adisutjipto High School is a private military-based private
school in Yogyakarta located in the Republic of Indonesia's Air Force
Adisutjipto Air Force complex.

In developing schools, schoels are currently using print promotion
media, social media, and websites. Marketing media are currently felt to be
sufficient, but.excellence such as in academics and infrastructure cannot be
displayed.in detail. Company profile video with live shoot and motion
graphic techniques can be used as a promotional media at this time, with
basic multimedia such as audio, video, and animation.

That basis is able to illustrate academic activities and school
Infrastructure as a promotional medium as well as information.

Keyword:  Company Profile, Multimedia, Live Shoot, Motion Graphic
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