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INTISARI 

 Animasi adalah grafis yang diolah sedemikian rupa sehingga dapat 

bergerak. Animasi dapat berupa Animasi 2D dan Animasi 3D. Dalam Animasi 

terdapat teknik motion grafik. Motion grafis merupakan teknik yang memadukan 

berbagai grafis, video, dan musik menjadi satu dan kemudian digerakkan. 

 Sosialisasi penanggulangan kebakaran secara langsung memang bagus 

dilakukan tetapi lebih bagus lagi apabila disampaikan menggunakan visualisasi 

sehingga tidak membahayakan masyarakat.Badan Penanggulangan Bencana 

Daerah sejauh ini hanya memiliki media sosialsasi penanggulangan kebakaran 

berupa powerpoint. Oleh karena itu penulis membuat media sosialisasi berupa 

Animasi 2D Penanggulangan Kebakaran dengan teknik motion grafik. 

 

 Dengan demikian penulis mengharapkan dengan adanya video Animasi 2D 

Penanggulangan Kebakaran ini dapat menjadi media sosialisasi Penanggulangan 

Kebakaran yang dapat memberikan informasi kepada masyarakat. 

 

Kata Kunci: Animasi, Motion Grafik, Video Sosialisasi, Penanggulangan 

Kebakaran 
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ABSTRACT 

 Adolescent reproductive health is a health condition that requires the 

reproductive system, functions and processes needed by adolescents. Teenagers 

need to know reproductive health in order to have the right information about the 

reproductive process and various factors that are around it. Adolescent problems 

must be considered. 

 Animation is graphics that are processed in such a way that they can 

move. Animations can be 2D animations and 3D animations. In Animation there 

are motion graph techniques. Motion graphics is a technique that combines various 

graphics, videos and music together and then moves. 

 

 Direct fire prevention socialization is indeed good but it is better if it is 

delivered using visualization so that it does not endanger the community. The 

Regional Disaster Management Agency has so far only had a fire-fighting media 

socialization media. Therefore the author made a socialization media in the form 

of 2D Fire Fighting Animation with motion graphics techniques. 

 Thus, the authors hope that with this 2D Fire Fighting Animation video, 

it can become a media for fire prevention socialization that can provide information 

to the public. 

Keywords: Animation, Motion Chart, Video Socialization, Fire Management. 

 


