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INTISARI

Badan  Penyelenggara  Jaminan  Kesehatan  (BPJS)  merupakan  lembaga

yang dibentuk oleh pemerintah untuk menyelenggarakan program jaminan sosial

bagi  masyankat  Indonesia  Dengan  nisi  memperluns  kepeser(ann  sampai  ke

seluruh penduduk Indonesia paling lambat I Januari 2019. Namun sampai saat ini

target tersebut masih belum tercapai

Menunit  informasi  drri  Pusat  Kesehatan  Masyarakat  (Puskesmas)  yang

berada di Kecamatan Warureja Kabupaten Tegal, kurangnya sosialisasi dari pihak

BPJS  membuat warga kebingungan serta enggan mendaftarkan  dirinya menjadi

anggota  BPJS  Kesehatan.  Penulis  mencoba  melakukan penelitian  di  Puskesmas

tersebut  dan  membuntkan  sebuah  video  aninasi  menggunakan  teknik  mof!.o#

grapAz.c dengan harapan dapat membantu menginformasikan warga tentang cara

pendaftaran  BPJS   Kesehatan  serta  meningkatkan  pelayanan  bagi  Puskesmas

Warureja.

Kata kunci : video mo/I.o« grtzpAz.c, 2D aninasi, pendaftaran BPJS
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ABSTRACT

The   Health   Insurance   Organizing   Agency   or   it's   called   BPJS   in

Indonesian  is  an  institusion  eshtabilished  by  the  government  to  organize  social

security program fior Indonesian  citizen with a mission  to expand participant  to

all Indonesian citizen within current lime until January   1.  2019. But until now the

iristitusion not even close to make it done.

According  to  irformation from  Community  Health  Center  or  it's  called

PUSKESMAS in Indonesian, located in Warureja, lack Of socialization from BPJS

its own that made people confused for how to register as a member and some Of

them haven't regivter at all  because  they don't know how important it is to be a

member  Of BPJS.  so  ne  as  an  author  tried  to  do  research  at  the  Community

Health Center and made  an animated video using motion  graphic techniques  in

hopes Of helping people  Of Wc[:rureja to  irifbrm them how to register as  a  BPJS

member and improve the service fior the Wanirtya Health Care Center.

Keyword .. motion graphic video, 2D animation. BPJS registration


