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INTISARI 

 Klinik Mata Sehati beralamat di Jl. Yos Sudarso no. 27 Kota Baru sebelah 

Hi-Lab Diagnostic Center. Layanan Klinik Mata Sehati : Pemeriksaan mata 

umum, pemeriksaan mata subspesialistik (tumor, trauma, okloplastik, glaucoma, 

pediatric ophthalmologi, retina, refraksi, lensa kontak). 

Dalam pembuatan video iklan promosi dibutuhkan beberapa software seperti 

Adobe Illustrator, Adobe After Effect, Adobe Audition, dan software multimedia 

lainnya yang dibutuhkan penulis. Selain software, hardware yang dibutuhkan 

dalam pembuatan sangat penting, melihat spesifikasi aplikasi pengeditan video 

animasi tersebut sangat tinggi. 

 

Dalam hal ini penulis mengambil judul penelitian Perancangan dan 

Pembuatan Iklan Klinik Mata Sehati di Yogyakarta Sebagai Media Promosi. 

Video Iklan ini akan tayang di Youtube. 

 

Kata Kunci : Iklan, Adobe Illustrator, Adobe After Effect, Adobe Audition.



 
 

xx 
 

ABSTRACT 

 

 Klinik Mata Sehati is located at Jl. Yos Sudarso no. 27 Kotabaru under the 

Hi-Lab Diagnostic Center. Klinik Mata Sehati Services: General eye examination, 

subspecialty eye examination (tumor, trauma, olloplastic, glaucoma, child 

ophthalmology, retina, refraction, contact lenses).  

 In the promotion of video advertising campaigns required some software 

such as Adobe Illustrator, Adobe After Effect, Adobe Audition, and other 

multimedia software required by the author. In addition to the software, the 

hardware needed in making is very important, see the specifications of video 

editing applications very high animation. 

 In this case the author took the title of research “ Designing and Making 

Advertising Klinik Mata Sehati in Yogyakarta An Media Campaign. Video This ad 

will be live on Youtube.  

Keywords: Ads, Adobe Illustrator, Adobe After Effect, Adobe Audition.
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