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INTISARI 

 

Masa pra-sekolah adalah tahap krusial untuk perkembangan anak, tetapi 

keterbatasan akses terhadap materi pembelajaran berkualitas, khususnya di daerah 

terpencil, dapat menghambat stimulasi edukatif yang menarik. Penelitian ini 

mengatasi masalah tersebut dengan mengembangkan media edukasi berbasis 

animasi motion graphic yang mengintegrasikan konsep STEAM (Science, 

Technology, Engineering, Arts, dan Math) untuk anak usia 2-5 tahun, berfokus pada 

penyediaan konten yang dinamis, visual, dan interaktif melalui platform digital. 

Proses pengembangan media ini melibatkan tahapan pra-produksi (pengembangan 

ide, perancangan karakter, storyboard), produksi (desain aset visual, layout, 

pengisian voice over dan audio, animasi), dan pasca-produksi (compositing dan 

editing final, rendering, serta distribusi di YouTube). Data dikumpulkan melalui 

kuesioner skala Likert dari dua responden ahli dan 40 responden umum (orang 

tua/wali). Hasil analisis menunjukkan bahwa efektivitas media dalam 

menyampaikan materi STEAM dan kualitas produksinya berada dalam kategori 

"sangat baik”. Distribusi melalui YouTube juga terbukti signifikan, menjangkau 

37,5% responden dari wilayah pedesaan/terpencil.  

 

Kata kunci: Animasi, Media Edukasi, Anak Pra-sekolah, Motion Graphic, 

STEAM 
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ABSTRACT 

 

The pre-school period is a crucial stage for child development, but limited 

access to quality learning materials, especially in remote areas, can hinder 

engaging educational stimulation. This research addresses this issue by developing 

an animated motion graphic educational medium that integrates STEAM (Science, 

Technology, Engineering, Arts, and Math) concepts for children aged 2-5, focusing 

on providing dynamic, visual, and interactive content through digital platforms. 

The development process involved pre-production (idea development, character 

design, storyboard) , production (visual asset design, layout, voice-over and audio 

recording, animation) , and post-production (compositing and final editing, 

rendering, and YouTube distribution). Data was collected using Likert scale 

questionnaires from two expert respondents and 40 general respondents 

(parents/guardians). The analysis results show that the media's effectiveness in 

delivering STEAM content and its production quality are in the "very good" 

category. Distribution via YouTube also proved significant, reaching 37.5% of 

respondents from rural/remote areas.. 

 

Keyword: Animation, Educational Media, Pre-school Children, Motion Graphic, 

STEAM
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