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INTISARI

Masyarakat di wilayah Kabupaten Boyolali masih kurang sosialisasi dalam
mengetahui tentang DTKS dan apakah dirinya sudah masuk ke daftar DTKS atau
belum. Melalui Dinsos Pemerintah Kabupaten Boyolali mengharapkan sosialisasi
berbentuk digital, dan non digital untuk informasi masyarakat Kabupaten Boyolali
tentang pemahaman dalam DTKS. Media informasi digital saat ini banyak diminati
masyarakat, sehingga Dinsos Kabupaten Boyolali memanfaatkan media sosial
karena dinilai efisien dalam memberikan informasi kepada seluruh masyarakat
Kabupaten Boyolali. Dalam pembuatan animasi 2D, dilakukan pengumpulan data
melalui Dinas Sosial Kabupaten Boyolali dan dibuat poin — poin penting untuk di
animasikan. Melihat permasalahan yang ada maka dijadikkan penelitian pada Dinas
Sosial Kabupaten Boyolali. Pada penelitian ini melakukan melakukan
pengumpulan data melalui wawancara, kemudian pengumpulan data melalui
observasi dan pengumpulan data melalui metode observasi referensi. Dari hasil
observasi penelitian didapatkan data untuk perhitungan menggunakan metode
Skala Likert. Hasil pengujian animasi dengan metode Skala Likert mendapatkan
presentase respon audience sebesar 93,27% “Sangat Setuju’ dan presentase respon
pegawai 95% “Sangat Setuju”.Sehingga dapat disimpulkan bahwa animasi layak
digunakan sebagai media informasi.

Kata kunci: DTKS, skala likert, informasi digital, animasi
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ABSTRACT

The people in the Boyolali Regency area, still lacks socialization in knowing
about DTKS and whether they have entered the DTKS list or not. Through the
Social Services Agency, the Boyolali Regency Government hopes that socialization
will take the form of digital and non-digital information for the people of Boyolali
Regency about understanding DTKS. Digital information media is currently in
great demand by the public, therefore the Boyolali Regency Social Service Office
utilizes social media because it is considered efficient in providing information to
all the people of Boyolali Regency. In the process of making 2D animation, data
was collected through the Boyolali Regency Social Service and important points
were made to be animated. Seeing the existing problems, it was used as research at
the Boyolali District Social Service. In this study, collecting data through
interviews, then collecting data through observation and collecting data through
the reference observation method. From the results of research observations
obtained data for calculations using the Likert Scale method. The results of testing
animation with the Likert Scale method get an audience response percentage of
93.27% "Strongly Agree™ and an employee response percentage of 95% "Strongly
Agree". So it can be concluded that animation is feasible to use as an information
medium.

Keyword: DTKS, skala likert, digital information, animation
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