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INTISARI 
 

Pengelolaan sampah di Indonesia, khususnya di Desa Kaingan, masih 

menghadapi tantangan besar akibat rendahnya kesadaran masyarakat dan 

keterbatasan fasilitas pengolahan. Penutupan TPA Piyungan pada tahun 2024 

memicu permasalahan lingkungan seperti bau tak sedap, banjir, dan polusi udara 

akibat pembakaran sampah. Untuk mengatasi masalah tersebut, penelitian ini 

mengembangkan media edukasi berupa animasi 2D dengan teknik cut out sebagai 

sarana penyuluhan pentingnya menjaga kebersihan lingkungan. Penelitian 

menggunakan metode Multimedia Development Life Cycle (MDLC) yang 

meliputi tahapan concept, design, material collecting, assembly, testing, dan 

distribution. Konten animasi memuat pesan pemilahan sampah organik, 

anorganik, dan B3, serta pemanfaatannya menjadi produk bernilai guna. Proses 

produksi memanfaatkan perangkat lunak Adobe Illustrator, Adobe After Effects, 

Adobe Premiere Pro, dan Clip Studio Paint. Uji kelayakan dilakukan melalui 

kuesioner kepada 31 responden berusia 15–30 tahun sangat baik. Hasil ini 

menunjukkan bahwa animasi 2D teknik cut out efektif sebagai media edukasi 

untuk meningkatkan kesadaran masyarakat Desa Kaingan terhadap kebersihan 

lingkungan. Media ini diharapkan dapat digunakan secara berkelanjutan oleh 

pemerintah desa dan komunitas lokal sebagai sarana kampanye lingkungan. 

 

Kata kunci: animasi 2D, cut out, kebersihan lingkungan, MDLC, edukasi. 
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ABSTRACT 
 

Waste management in Indonesia, particularly in Kaingan Village, 

continues to face major challenges due to low public awareness and limited waste 

processing facilities. The closure of the Piyungan Landfill in 2024 triggered 

environmental problems such as foul odors, flooding, and air pollution caused by 

waste burning. To address these issues, this study developed an educational 

medium in the form of a 2D animation using the cut-out technique as a means of 

promoting the importance of maintaining environmental cleanliness. The research 

applied the Multimedia Development Life Cycle (MDLC) method, consisting of 

the stages: concept, design, material collecting, assembly, testing, and distribution. 

The animation content includes messages about sorting organic, inorganic, and 

hazardous waste, as well as utilizing them into valuable products. The production 

process utilized Adobe Illustrator, Adobe After Effects, Adobe Premiere Pro, and 

Clip Studio Paint. Feasibility testing was conducted through a questionnaire with 

31respondents aged 15–30 years very good. These findings indicate that 2D 

cut-out animation is effective as an educational medium to increase environmental 

awareness among Kaingan Village residents. This medium is expected to be used 

continuously by the village government and local communities as a tool for 

environmental campaigns. 

 

Keywords: 2D animation, cut-out, environmental cleanliness, MDLC, education. 
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