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INTISARI 

 

          Penelitian ini dilatar belakangi oleh kurang optimalnya penyampaian informasi 

keselamatan kerja di SMK N 2 Yogyakarta yang masih menggunakan media poster dan 

penjelasan secara lisan dan belum memberikan visualisasi yang nyata. Oleh karena itu, 

penelitian ini bertujuan untuk mengimplementasikan teknik live shoot dan motion 

graphic dalam pembuatan video safety induction sebagai media edukasi yang lebih 

menarik, interaktif, dan mudah dipahami. Metode penelitian ini dilakukan melalui 

pengambilan gambar secara langsung (live shoot) di ruang Jodhipati. Tahap pasca-

produksi meliputi proses editing video, penambahan motion graphic, audio, serta 

penyempurnaan visual agar informasi dapat tersampaikan dengan baik. Hasil dari 

penelitian ini adalah video safety induction yang mampu menyajikan informasi 

keselamatan kerja secara lebih nyata dan mudah di pahami. Video ini diharapkan dapat 

meningkatkan pemahaman dan kesadaran bagi warga sekolah dan tamu SMK N 2 

Yogyakarta. 

Kata kunci : safety induction, motion graphic, keselamatan kerja, media edukasi, 

informasi 
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ABSTRACT 

State Vocational High School (SMK) 2 Yogyakarta is located in the Jetis area of 

Yogyakarta city. SMK 2 Yogyakarta is a TICS-based school, specifically The Industrial 

Culture School (TICS), an educational concept aimed at instilling an industrial work 

culture in students, particularly at the Vocational High School (SMK) level. This will 

produce graduates who possess not only technical hard skills but also character, 

attitudes, and work habits that align with the needs of the soft skills industry. 

Developing students' skills as prospective workers requires interaction with machine 

tools during practical work. Until now, occupational safety induction has been limited 

to posters and verbal explanations, lacking concrete visualizations. Instead, 

occupational safety induction requires the role of video-based learning media that can 

help students understand occupational safety material with realistic, easy-to-

understand, repeatable, and interactive illustrations. Therefore, the internship team 

from the Informatics Management study program intends to implement live shooting 

and motion graphics techniques in creating a safety induction video for the Jodhipati 

Room to increase understanding and awareness of occupational safety among SMK 

students and guests. 

Keywords: Safety Induction, motion graphics, occupational safety 

 

 

 

 

 

 

 

 


