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INTISARI

Perkembangan teknologi informasi dan komunikasi (TIK) yang pesat telah
membawa perubahan signifikan dalam berbagai aspek kehidupan, termasuk industri
hiburan dan edukasi, khususnya game online. Indonesia merupakan salah satu negara
dengan jumlah pemain game online tertinggi di dunia. Meskipun game online
memberikan hiburan, dampak negatif seperti kecanduan telah menjadi perhatian serius.
World Health Organization (WHO) telah mengklasifikasikan kecanduan game online
sebagai gangguan mental dalam ICD-11 dengan kriteria utama seperti hilangnya
kontrol bermain, peningkatan prioritas terhadap game dibanding aktivitas lain, serta
dampak negatif yang tetap berlanjut.Remaja yang kecanduan game online dapat
mengalami perubahan perilaku, baik secara sosial maupun akademik. Dampak negatif
yang sering muncul meliputi kecenderungan menarik diri dari lingkungan sosial,
menurunnya prestasi akademik, hingga gangguan pola hidup seperti kurang tidur dan
malas belajar. Berdasarkan survei yang dilakukan terhadap pelajar Sekolah Menengah
Atas, lebih dari 59% responden mengakui bahwa game online berpengaruh terhadap
kehidupan mereka, dengan banyak yang bermain selama 3-5 jam atau lebih per
hari.Untuk meningkatkan kesadaran remaja akan dampak kecanduan game online,
diperlukan strategi edukasi yang menarik dan efektif. Animasi 2D dipilih sebagai
media edukasi karena mampu menyampaikan pesan secara visual, interaktif, dan
mudah dipahami oleh pelajar. Penulis akan merancang animasi pendek 2D yang
menggambarkan fenomena kecanduan game online dalam kehidupan pelajar serta
menekankan pentingnya mengatur keseimbangan antara hiburan dan tanggung jawab
sebagai pelajar. Pengembangan animasi ini akan menggunakan teknik produksi
animasi 2D frame by frame. Dengan pendekatan ini, diharapkan animasi dapat menjadi
media edukatif yang efektif dalam meningkatkan pemahaman remaja mengenai

dampak kecanduan game online dan cara mengatasinya.

Kata Kunci: Animasi2D, Pelajar, Pendidikan, Kecanduan Game Online ,Edukasi

Digital
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ABSTRACT

The rapid development of information and communication technology (ICT) has
brought significant changes in various aspects of life, including the entertainment and
education industries, particularly online gaming. Indonesia is one of the countries with
the highest number of online game players in the world. While online games provide
entertainment, negative impacts such as addiction have become a serious concern. The
World Health Organization (WHO) has classified online gaming addiction as a mental
disorder in the ICD-11, with key criteria including loss of control over gaming,
prioritization of gaming over other activities, and persistent negative consequences.
Teenagers addicted to online gaming may experience behavioral changes, both
socially and academically. Common negative effects include social withdrawal,
declining academic performance, and lifestyle disruptions such as lack of sleep and
decreased motivation to study. Based on a survey conducted among high school
students, more than 59% of respondents acknowledged that online gaming affects their
lives, with many playing for 3-5 hours or more per day.

To raise awareness among teenagers about the impact of online gaming addiction, an
engaging and effective educational strategy is needed. 2D animation has been chosen
as ‘an educational medium because it effectively delivers messages visually,
interactively, and in a way that is easy for students to understand. The author will
design a short 2D animation depicting the phenomenon of online gaming addiction in
students' lives while emphasizing the importance of balancing entertainment and
academic responsibilities. This animation will be developed using the frame-by-frame
2D animation technique. With this approach, the animation is expected to serve as an
effective educational tool in increasing teenagers' understanding of the impact of
online gaming addiction and how to overcome it.

Keywords: 2D Animation, Students, Education, Online gaming addiction, digital

education.
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