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INTISARI 

 

 Materi pra aksara/ pra sejarah tergolong dalam materi pelajaran yang sulit 

dipelajari. Guru mata pelajaran IPS di MTS Ma'arif NU Kemalang mengeluhkan 
siswa yang kurang tertarik pada materi pra aksara karena sudah lampau dan sulit 
untuk divisualisasikan. Padahal bahan tersebut termasuk penting karena 
menjelaskan sejarah perkembangan kehidupan di bumi. Sehingga guru memerlukan 

media pembelajaran tambahan selain buku pelajaran. Penelitian ini bertujuan untuk 
mengimplementasikan teknik motion graphic sebagai video pembelajaran dalam 
bentuk video animasi 2D. Kegiatan perancangan animasi yang dilakukan 
diantaranya, tahap pra produksi (ide cerita, storyline, dan storyboard), tahap 

produksi (aset desain, background desain, dan produksi audio), dan tahap pasca 
produksi (compositing, editing, dan rendering). Tahapan analisis yang digunakan 
adalah analisis SWOT, analisis fungsional, dan analisis produksi. Hasil pengujian 
alfa semua aspek terpenuhi. Hasil pengujian pengujian beta materi tergolong sangat 

baik 80% dan aspek animasi tergolong baik 78%. Sehingga video yang dibuat layak 
dijadikan media pembelajaran tambahan untuk MTS Ma’arif NU Kemalang. 
 

Kata kunci : animasi, animasi 2D, motion graphic, video pembelajaran, pra aksara 
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ABSTRACT 

  

 Pre-literacy / pre-history material is classified as a difficult subject to learn. 

The social studies teacher at MTS Ma'arif NU Kemalang complained that students 
were less interested in pre-script material because it was past and difficult to 
visualize. Even though these materials are important because they explain the 
history of the development of life on earth. So that teachers need additional learning 

media besides textbooks. This study aims to implement motion graphic techniques 
as learning videos in the form of 2D animated videos. The animation design 
activities carried out include, the pre-production stage (story ideas, storyline, and 
storyboard), the production stage (design assets, background design, and audio 

production), and the post-production stage (compositing, editing, and rendering). 
The stages of analysis used are SWOT analysis, functional analysis, and production 
analysis. Alpha test results for all aspects are met. The results of the beta testing of 
the material are classified as very good 80% and the animation aspect is classified 

as good 78%. So that the video made is worthy of being used as an additional 
learning media for MTS Ma'arif NU Kemalang. 
 
Keywords : animation, 2D animation, motion graphics, learning videos, pre-

literacy 


