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INTISARI 

Corona Virus Disease-19 adalah penyakit yang sedang mewabah hampir di 

seluruh dunia. Permerintah Indonesia mengimbau cara mencegah penyebaran virus 

corona salah satunya dengan menerapkan pola hidup bersih dan sehat (PHBS) di 

masa pandemi Covid-19 ini. Penelitian ini bertujuan untuk mengedukasi dan 

mendukung kebutuhan kegiatan promosi kesehatan mengenai edukasi pola hidup 

bersih dan sehat bagi masyarakat. 

Desain penelitian ini menggunakan metode R&D (Research and 

Development). Populasi dalam penelitian ini adalah seluruh masyarakat Indonesia. 

Pengambilan sampel menggunakan teknik accidental sampling. Pengujian video 

motion graphic ini terbagi atas 2 yaitu pengujian alpha dan pengujian beta 

Pengujian alpha untuk diuji kelakayannya ke ahli materi dan ahli media. Pengujian 

beta diuji kefektifiannya kepada masyarakat umum. Pengumpulan data 

menggunakan kuesioner skala Likert yang dibuat dalam aplikasi google form. 

Pengeambilan data ini dilakukan mulai Juli 2021. Metode perancangan dan 

pembuatan video motion graphic ini yaitu menggunakan metode menurut Suyanto. 

Metode ini memiliki 3 tahapan dalam proses pembuatannya yaitu Pra Produksi, 

Produksi dan Pasca Produksi. 

Hasil penelitian menunjukkan hasil kuesioner yang telah dilakukan kepada 

masyarakat didapatkan nilai persentase aspek infromasi yaitu 85,03%, aspek 

tampilan yaitu 86,22% dan aspek materi yaitu 84,09%. Penilaian ketiga aspek video 

motion graphic yang didapatkan termasuk kategori “Sangat Setuju” artinya video 

motion graphic dianggap mampu menyampaikan informasi secara lengkap, mudah 

dipahami dan sesuai kebutuhan, tampilan video yang dinilai cukup menarik, 

memperoleh tanggapan bahwa materi ini disajikan dengan sangat baik, mudah 

diikuti dan dipelajari serta mempunyai manfaat yaitu dapat memberikan wawasan 

pengetahuan. Dapat disimpulkan bahwa, video motion graphic ini dinyatakan 

sangat layak dan efektif untuk ditampilkan pada masyarakat tentang pentingnya 

pola hidup bersih dan sehat bagi masyarakat di masa pandemi Covid-19. 

 

Kata Kunci: Motion Graphic, pola hidup bersih dan sehat (PHBS), Covid-19. 
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ABSTRACT 

Corona Virus Disease-19 is a disease that is endemic almost all over the 

world. The Indonesian government has called for ways to prevent the spread of the 

corona virus, one of which is by implementing a clean and healthy lifestyle (PHBS) 

during the Covid-19 pandemic. This study aims to educate and support the need for 

health promotion activities regarding education on clean and healthy lifestyles for 

the community. 

This research design uses the R&D (Research and Development) method. 

The population in this study is all Indonesian people. Sampling using accidental 

sampling technique. This motion graphic video test is divided into 2, namely alpha 

testing and beta testing. Alpha testing is to be tested for behavior by material 

experts and media experts. Beta testing is tested for effectiveness to the general 

public. Data collection using a Likert scale questionnaire made in the google form 

application. This data collection was carried out starting July 2021. The method of 

designing and making this motion graphic video is using the method according to 

Suyanto. This method has 3 stages in the manufacturing process, namely the Pre-

Production, Production and Post-Production stages. 

The results showed that the results of the questionnaire that had been 

conducted to the public obtained the percentage value of the information aspect 

that was 85.03%, the display aspect was 86.22% and the material aspect was 

84.09%.The assessment of the three aspects of the motion graphic video that was 

obtained was in the "Strongly Agree" category, meaning that the motion graphic 

video was considered capable of conveying complete information, easy to 

understand and as needed, the video display which was considered quite 

interesting, received a response that this material was presented very well, easy to 

follow. and studied and has the benefit of being able to provide insight into 

knowledge. It can be concluded that this motion graphic video is declared very 

feasible and effective to be shown to the public about the importance of a clean and 

healthy lifestyle for the community during the Covid-19 pandemic. 
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