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INTISARI 

Seiring dengan perkembangan zaman tidak dapat dipungkiri bahwa 

masyarakat sangat memerlukan smartphone dalam kehidupan sehari-hari, sehingga 

fokus dapat teralihkan saat sedang berkegiatan seperti mengendarai kendaraan 

bermotor yang mana dapat membahayakan diri sendiri dan orang sekitar. Tidak 

sedikit masyarakat yang mengalami kecelakaan akibat menggunkan smartphone 

saat berkendara. 

Manfaat dari animasi yang berjudul BAHAYA MENGGUNAKAN 

SMARTPHONE SAAT BERKENDARA diharapkan dapat memberikan informasi 

bagi masyarakat agar tetap berhati-hati dan tidak menggunakan smartphone saat 

berkendara. Pemilihan Teknik yang tepat diharapkan dapat memberikan tontonan 

yang memudahkan masyarakat untuk memahami animasi tersebut, penulisi 

memilih teknik Motion graphic pada animasi ini agar dapat memberikan gerakan 

sederhana yang dapat dimaksimalkan. 

Kesimpulan yang dapat diambil dari penelitian ini diharapkan dengan 

menggunakan teknik pada animasi dapat memberikan pesan yang mudah diterima 

masyarakat bahwa menggunakan smartphone saat berkendara dapat memberikan 

dampak yang dapat merugikan masyarakat. 

Kata Kunci: motion graphic, smartphone, berkendara 
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ABSTRACT 

Along with the development of the times, it is undeniable that people really 

need smartphones in their daily lives, thus making people distracted when they are 

doing activities such as driving a motorized vehicle. In this digital era, there are 

many applications that make it easier for people to find addresses such as maps, 

but there are also many people who use these applications at the same time while 

driving a motorized vehicle, which can endanger themselves and those around 

them. Not a few people who have had accidents due to using smartphones while 

driving. 

The benefit of the animation entitled DANGERS OF USING SMARTPHONES 

WHEN DRIVING is expected to provide an educational show for the public to be 

careful and not use smartphones while driving so that they can make people aware 

of the dangers of using smartphones while driving. The selection of the right 

technique is expected to provide a spectacle that makes it easier for the public to 

understand the animation, the authors chose the Motion graphic technique in this 

animation so that it can provide simple movements that can be maximized.  

The conclusions that can be drawn from this study are that it is hoped that 

using motion graphics techniques in animation can provide a message that is easily 

accepted by the public that using a smartphone while driving can have an impact 

that can be detrimental to society. 

Keyword: motion graphic, smartphone, driving. 

 

 

  


