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INTISARI 

Pada masa pandemik COVID-19 banyak perusahaan,sekolah,dan 

masyarakat melakukan lockdown.Hal ini berimbas pada para penjual layanan 

maupun jasa. Banyak masyarakat yang kesusahan berpergian karena penyedia jasa 

transportasi umum mulai vakum dan terpaksa para masyarakat harus 

menggunakan transportasi pribadi. Pada tahun 2021 sekolah memulai 

Pembelajaran Tatap Muka dan para siswa diwajibkan membawa kendaraan 

pribadi. Dengan tuntutan tersebut banyak anak-anak dibawah umur harus 

mengendarai kendaraan tanpa surat-surat. Faktor tersebut membuat anak-anak 

berpikir bahwa berkendara sekarang lebih bebas tanpa mematuhi aturan dan tanpa 

memperhatikan rambu lalu lintas. 

Penelitian ini menggunakan metode penelitian kuantitatif yaitu metode 

survei atau mendapatkan data dari beberapa partisipan. Teknik pengumpulan data 

adalah dengan kuisioner. Data didapatkan dengan kuisioner yang diberikan pada 

siswa SMP Negeri 1 Nguntoronadi. Landasan teori yang digunakan adalah 

Undang-Undang Lalu Lintas dan Angkutan Jalan. 

Berdasarkan Analisa data yang dilakukan, memperoleh kesimpulan bawah 

Rambu lalu lintas tercantum dalam Undang-Undang Lalu Lintas dan Angkutan 

Jalan. Para siswa dibawah umur yang diharuskan berkendara harus mematuhi 

rambu lalu lintas sesuai peraturan. 

Kata kunci :  3D Modeling, rambu lalu-lintas, video pembelajaran 
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ABSTRACT 

 

During the COVID-19 pandemic, many companies, schools, and 

communities went into lockdown. This had an impact on service and service 

sellers. Many people have difficulty traveling because public transportation 

service providers are starting to vacuum and people are forced to use private 

transportation. In 2021 the school will start Face-to-face Learning and students 

are required to bring their own vehicles. With these demands, many minors have 

to drive vehicles without documents. These factors make children think that 

driving is now more free without obeying the rules and without paying attention to 

traffic signs. 

This study uses quantitative research methods, namely survey methods or 

obtaining data from several participants. The technique of collecting data is by 

using a questionnaire. The data was obtained by using a questionnaire given to 

the students of JHS 1 Nguntoronadi. The theoretical basis used is the Traffic and 

Road Transport Act. 

Based on the data analysis carried out, it was concluded that the traffic 

signs are listed in the Traffic and Road Transport Law. Underage students who 

are required to drive must obey traffic signs according to regulations. 

Keywords : 3D Modeling, traffic signs, learning video 

 

  


