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INTISARI 

 

RSKIA Arvita Bunda merupakan pelayanan kesehatan swasta yang 

terletak di Kabupaten Sleman Provinsi DIY. Penyuluhan merupakan agenda wajib 

pada instansi kesehatan ini ketika senam ibu hamil, kunjungan posyandu/bakti 

sosial dan lain sebagainya. Materi penyuluhan yang penting untuk disampaikan 

yakni materi stunting.  

Namun media penyuluhan di RSKIA Arvita Bunda masih menggunakan 

slide berupa gambar dan teks sehingga masyarakat kurang faham materi stunting. 

Maka dari itu dibutuhkannya media penyuluhan yang mampu mengilustraskan apa 

itu stunting, dampak dari stunting, gejala munculnya stunting serta metode 

pencegahan stunting. Maka dari itu dibuatlah video penyuluhan yang mampu 

mengilustrasikan materi stunting dnegan tehnik motion graphic menggunakan 

software Adobe After Effect, Adobe Audition dan Adobe Premiere dengan hasil 

akhir berupa video penyuluhan animasi 2D dengan teknik motion graphic. 

Sehingga video penyuluhan stunting animasi 2D teknik motion graphic 

dapat dimanfaatkan oleh Organisasi Kesehatan seperti Rumah Sakit Ibu dan Anak 

Arvita Bunda dan organisasi kesehatan lainnya. 

Kata kunci : Motion graphic, Animasi 2D, Video penyuluhan, Adobe After 

Effect, Adobe Audition, Adobe Premiere. 
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ABSTRACT 

RSKIA Arvita Bunda is a private healthcare service located in Sleman 

Regency, DIY province. Counseling is a mandatory agenda in the health 

institution when the gymnastics of pregnant women, visits Posyandu/social service 

and so forth. Important outreach materials to be delivered are stunting.  

However, the extension media in RSKIA Arvita Bunda still use slides in the 

form of images and text so the community is not understand stunting material. 

Thus the needed extension media is capable of illustrative of what is stunting, the 

impact of stunting, symptoms of stunting and prevention of stunting methods. 

Therefore, the extension video is able to illustrate the stunting material of motion 

graphic techniques using Adobe's After Effect, Adobe Audition and Adobe 

Premiere with the final result of a 2D animated counseling video with techniques 

Motion Graphics. 

So that the video for the extension of stunting 2D animated motion graphic 

technique can be utilized by health Organization such as Mother and Child 

Hospital of Arvita Bunda and other health Organization. 

Keywords: Motion graphic, 2D animation, Video extension, Adobe After Effect, 

Adobe Audition, Adobe Premiere. 

 

 


