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MOTTO

IF you want to be a WINNER,
Think like a WINNER..
Act like a WINNER..

And sooner then you think,
You will be a WINNER.

€very Human €ndeavor can either be describe as WIN or Fail.

First they ignore you,
Then they laugh at you,
Then fight you,

And then you WIN.

Kenapa harus menyerah? jika berdiom diri tak membuat waktu
berhenti.

Rintongan hanya sebuah jeda kehidupan di setiop perawalan
kemudahan.

Halangan hanya sebuah batu loncatan di setiop perawalan
keindahan

Bergeraklah,,, Berlarilah,,

azWIN
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INTISARI

Fisika sebagai ilmu murni yang paling dasar. Melihat peran itu, fisika
sangat penting untuk belajar. Tapi fakta di lapangan menunjukkan, fisika
pelajaran di sekolah masih dianggap cukup sulit untuk dipahami. Hal ini dapat
diminimalkan dengan membuat fisika lebih menyenangkan untuk belajar. Untuk
dapat meminimalkan masalah perlu metode pembelajaran yang dapat diterima dan
dimengerti dengan mudah dan efektif oleh siswa, yaitu dengan membuat film
kartun 2D yang berisi pembelajaran, di mana ada cerita dan bahan aplikasi
disampaikan, sehingga memudahkan dalam memahami Isi.

Dalam penelitian ini, film animasi akan dibuat menggunakan teknik cut
out..Dengan menggunakan teknik cut out kita hanya menanimasikan objek sesuai
dengan potongan bagian objek. Pada film ini, materi yang dibahas dibatasi hanya
pada Listrik statis untuk SMP sesuai dengan Kkurikulum depdiknas tahun 2007.

Film animasi 2D dapat membantu siswa untuk memahami isi terutama
fisika bab listrik statis karena tidak mengandung bahan saja, tetapi juga
mengandung percobaan yang sesuai dengan bahan tersebut. Dan film ini juga
mampu memberikan informasi yang lebih menarik dan tidak membosankan.

Kata Kunci : Film Animasi 2D, Listrik Statis, Teknik Cut-Out
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ABSTRACT

Multimedia is an important part of human life today, with multimedia,
everything will seem more attractive. Multimedia can be applied in various fields,
such as education, business, advertising, gaming, entertainment, and
others.Computer technology that has the initial function as a tool in resolving
issues and problems in all fields and then enter the function as an entertainer. It is
characterized by lots of products that are based computer in the world of
entertainment, one of the very popular entertainment is a cartoon. Formerly of
animation is.very simple is to use the manual method, then a new photo frames
per frame in the process of editing machine. Therefore great is the company
capable of making animated films, because the cost Is very large and take a long
time. But now the presence of a computer (multimedia), personnel had been able
to do it.

Physics is the branch of science that studies the material (matter), energy,
space and time. Before the 19th century, this branch of science known as "natural
philosophy" (natural philosophy, from the Greek "physikos™). That said, physics is
the most basic pure science. The findings of physics also spread and affect other
branches of science, physics and plays an important function in science and
technology because of their role in the birth of a new field of study.

Looking at the role that physics is very important to learn. But field
experience shows, school physics lessons in the world is still considered quite
difficult to grasp. The difficulty of physics cause fear for itself and will ultimately
affect student achievement. This can be minimized by making physics more
enjoyable to learn.To be able to menimimalisir the problem then it needs to be a
method of learning that can be accepted and understood easily and effectively by
the students, that is by making a cartoon which contains learning, in which there
is a story and application materials are delivered, making it easier in
understanding the material. With a cartoon which contains learning material,
students will be more interested to learn. So much faster in understanding the
material presented.

Keywords : 2D animation, Static Electricity, Cut Out Technique
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