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MOTTO 

“The cycle ends here. We must be better than this.”. 

- Kratos 

 

"We can’t change what’s done, we can only move on". 

- Arthur Morgan 

 

“Evil is evil. Lesser, greater, middling... Makes no difference. The degree is 

arbitrary. The definition's blurred. If I'm to choose between one evil and 

another... I'd rather not choose at all.”. 

- Geralt of Rivia 

 

“When we realize how little we mean to the universe, we realize how important 

we are to each other.” 

- Tom Delonge 
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INTISARI 

 

 

Pemanasan global dan dampaknya adalah permasalahan yang harus 

dihadapi oleh penduduk bumi secara global, dimulai dari meningkatnya suhu 

bumi setiap tahun dan menyusutnya luas permukaan kutub utara setiap tahun. 

 

Motion Graphic ini mengangkat masalah pemanasan global yang 

bertujuan sebagai media edukasi untuk siswa-siswi SD Negeri Wingkoharjo, 

dimulai dengan penjelasan apa itu pemanasan global hingga sebuah pertanyaan 

apakah pemanasan global itu bisa dihentikan atau tidak? Isu permasalahan ini 

diangkat karena pemanasan global adalah masalah global dan masih relevan 

hingga saat ini. 

 

Motion Graphic ini menjadi efektif dikarenakan masa pandami covid 19 

yang menyebabkan siswa-siswi harus mengikuti kegiatan belajar dari rumah, 

sehingga pemutaran materi motion graphic menjadi sangat dibutuhkan. Penulis 

berusaha membuat motion graphic yang dapat dipahami oleh siswa-siswi sekolah 

dasar berikut dengan proses pejelasan pra produksi, produksi dan pasca produksi. 

 

Kata Kunci : pemanasan global, motion graphic 
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ABSTRACT 

 

Global warming and its effects are problems that must be faced by the 

earth's population globally, starting from the increasing temperature of the earth 

every year and the shrinking of the surface area of the north pole every year. 

 

This motion graphic raises the issue of global warming which aims as an 

educational medium for students of SD Negeri Wingkoharjo with a motion 

graphic format, starting with an explanation of what global warming is to a 

question whether global warming can be stopped or not? This issue was raised 

because global warming is a global problem and is still relevant today. 

 

This motion graphic became effective due to the COVID-19 pandemic 

which caused students to have to take part in learning activities from home, so 

that the playback of animated material was very much needed. The author tries to 

make motion graphics that can be understood by elementary school students 

along with the process of explaining pre-production, production and post-

production. 

 

Keywords : global warming, motion graphic 

 

 

 

 

 


