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INTISARI 

Bullying merupakan tindakan kekerasan yang dilakukan oleh individu atau 

kelompok secara sengaja dan berulang-ulang, baik secara fisik maupun psikologis. 

Fenomena bullying di Indonesia, khususnya di lingkungan sekolah dasar, 

mengalami peningkatan dari tahun ke tahun. Sayangnya, pengetahuan siswa 

mengenai dampak negatif bullying terhadap kondisi mental dan fisik masih 

tergolong rendah. Berdasarkan permasalahan tersebut, penelitian ini bertujuan 

untuk merancang media edukasi dalam bentuk video animasi dengan teknik motion 

graphic yang menyampaikan informasi mengenai bahaya bullying kepada siswa 

kelas V di SDN Perumnas Condongcatur. Penelitian ini menggunakan pendekatan 

deskriptif kuantitatif. Pengumpulan data dilakukan dengan cara observasi, 

kuesioner dan dokumentasi. Penelitian ini menggunakan 3 tahap perancangan yaitu 

pra-produksi, produksi, dan pasca produksi. Hasil Penelitian ini berupa video 

edukasi mengenalkan tentang bullying, dampak, jenis-jenis bullying, cara 

menyikapinya dengan benar, serta upaya pencegahannya di lingkungan sekolah. 

Berdasarkan hasil kuesioner yang diberikan kepada 43 siswa kelas V SDN 

perumnas condongcatur video edukasi ini dinilai sangat baik dengan persentase 

nilai 87,03%. Dengan demikian, video edukasi ini dapat digunakan sebagai sarana 

pendukung pembelajaran karakter dan pencegahan bullying di sekolah dasar. 

 

Kata Kunci: 2D, Animasi, Sekolah, Media Edukasi, Bullying 
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ABSTRACT 

 

Bullying is an act of violence carried out by an individual or group 

intentionally and repeatedly, both physically and psychologically. The phenomenon 

of bullying in Indonesia, especially in elementary schools, has increased from year 

to year. Unfortunately, students' knowledge about the negative impact of bullying 

on mental and physical conditions is still relatively low. Based on these problems, 

this research aims to design educational media in the form of animated videos using 

motion graphic techniques that convey information about the dangers of bullying 

to class V students at SDN Perumnas Condongcatur. This research uses a 

quantitative descriptive approach. Data collection was carried out by means of 

observation, questionnaires and documentation. This research uses 3 design stages, 

namely pre-production, production and post-production. The results of this 

research are in the form of an educational video introducing bullying, the impact, 

types of bullying, how to respond to it correctly, and efforts to prevent it in the 

school environment. Based on the results of a questionnaire given to 43 class V 

students at SDN Perumnas Banking Catur, this educational video was rated as very 

good with a percentage score of 87.03%. Thus, this educational video can be used 

as a means of supporting character learning and preventing bullying in elementary 

schools.  

Keywords: 2D, Animation, School, Educational Media, Bullying 

 


