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INTISARI

Pemerintah dalam hal ini Puskesmas Depok 3 gencar mensosialisasikan
gerakan mencuci tangan, memakai masker dan menjaga jarak atau yang biasa
disingkat gerakan 3M. Sosialisasi ini dilakukan unutk mencegah penularan wabah
covid-19 yang melanda seluruh negeri. Masyarakat terkena dampak yang paling
utama, khususnya anak anak. Sebanyak 12,6 persen anak anak terjangkit covid-19.

Berbagai media digunakan untuk mensosialisasikan gerakan mencuci
tangan, memakai masker dan menjaga jarak, salah satunya adalah animasi 2D.
Penelitian ini bertujuan untuk membuat animasi 2D gerakan 3M guna mengedukasi
anak dan memberikan pengertian kepada anak tentang pentingnya penerapan
protokol kesehatan ditengah pandemi covid-19. Pembuatan animasi 2D gerakan 3M
menggunakan teknik animasi digital yang terdiri dari tiga tahapan yaitu tahap pra
produksi yang terdiri dari ide dan konsep, cerita, dan concept art, tahap produksi
yang terdiri dari pembuatan background, pembuatan key animation, pembuatan in
between dan pewarnaan, serta tahap pasca produksi yang terdirt dari compositing
dan editing, dubbing/musik/sound effect, dan final output.

Berdasarkan proses tersebut maka diperoleh kesimpulan bahwa pembuatan
animasi 2D gerakan 3M mampu memberikan informasi kepada anak mengenai
protokol kesehatan gerakan 3M.

Kata Kunci : Animasi 2D, Sosialisasi, Covid-19, Gerakan 3M



ABSTRACT

The government, in this case the Depok 3 Health Center, is aggressively
promoting the movement of washing hands, wearing masks and keeping a distance
or what is usually abbreviated as the 3M movement. This socialization was carried
out to prevent the spread of the Covid-19 outbreak that hit the entire country.
Communities are most affected, especially children. As many as 12.6% of children
were infected with COVID-19.

Various media are used to socialize the movement of washing hands,
wearing masks and maintaining distance, one of which is 2D animation. This study
aims to create 2D animations of the 3M movement to educate children and provide
understanding to children about the importance of implementing health protocols
in the midst of the covid-19 pandemic. The making of 3M 2D animation using digital
animation techniques which consists of three stages, namely the pre-production
stage which consists of ideas and concepts, stories, and concept art, the production
stage which consists of making the background, making key animation, making in-
between and coloring, and post-production stage consisting of compositing and
editing, dubbing/music/sound effects, and final output.

Based on this process, it was concluded that the making of 2D animation of
the 3M movement was able to provide information to children about the health
protocol of the 3M movement.

Keywords : 2D animation, socialization, Covid-19, 3M Movement



