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INTISARI

Banyaknya kebutuhan manusia sekarang ini membuat banyak makanan
siap saji atau instan semakin marak. Hal tersebut membuat banyak sampah yang
dihasilkan tiap rumah.

Mereka hanya akan membuang di sungai atau hanya membakarnya.
Sebenarnya membakar sampah sendiri memiliki bahaya dan dampak asapnya dapat
mengganggu kesehatan manusia.

Anak — anak zaman sekarang ini akan meniru perbuatan yang dilihat atau
dilakukan oleh orang dewasa. Asap yang ditimbulkan dari pembakaran sampah
sangat berbahaya bagi kesehatan manusia. Oleh karenanya bagaimana cara
membuat video animasi 2D yang bisa menyampaikan pesan dan pengetahuan bagi
anak serta orang tua.

Kata Kunci : video, 2D, animasi 2D, media edukasi, video edukasi;
asap sampah
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ABSTRACT

Many human needs this now makes a lot of fast food or instant
increasingly widespread. That makes a lot of garbage generated each house. They'll
just throw in the river or simply burn it. Actually burn the waste itself has an impact
hazard and the smoke can affect people's health.

In making 2D animated video "rubbish” as a medium of education is
one of the new delivery methods. With the media is expected to reduce air pollution.
Pre-production stages consist of the development of ideas, design concepts,
synopsis, scene diagrams and storyboard creation.

In the production phases focused on drawing characters and drawing
background and in preparing animation. Also conducted testing stage with a
questionnaire which will then be analyzed and the obtained results. The author also
made observations of a 2D animated film which apply the 12 principles of
animation.

Keywords: 2D animation, media education, educational videos, smoke trash
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