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MOTTO 

 
 

“DO WHAT YOU CAN’T !” 

 
 
 

“Hard work doesn't always beat the talent, sometimes it doesn't equal the talent. 

People learn, move on and accept these things because they have to, but the pain 

can be agonizing when they realize that they are just not extraordinary. 

Homever, that doesn't mean that they have to give up pursuing their passion and 

that doesn't mean that they will always lose to greater talents, it just mean that 

they have to temper their ambitions a bit, accept their limitations and go again. 

Of course, it will be more dificult for them than it is for those more gifted, but that 

is the curse of the ordinary.” 

 
 
 
 

“Talent is something that makes you bloom , Instinct is something you polish!“ 
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INTISARI 

TK Model Kabupaten Sleman adalah salah satu sekolah unggulan yang 

menjadi percontohan di Sleman Yogyakarta yang memiliki tujuan meningkatkan 

kualitas pendidikan dengan menggunakan metode pembelajaran yang disesuaikan 

dengan majunya perkembangan teknologi informasi. Teknologi informasi yang 

dapat membantu proses dalam hal belajar mengajar salah satunya adalah dengan 

menggunakan video. Video merupakan salah satu elemen terpenting yang berperan 

dalam membangun sistem komunikasi dalam bentuk gambar yang bergerak.Oleh 

karena itu , penelitian ini dibuat untuk membuat video animasi berfungsi sebagai 

salah satu media sarana belajar yang dimana agar siswa siswi tertarik dan 

memudahkan siswa siswi TK Model dalam belajar.  

Dalam pembuatan video animasi ini , penulis mengangkat sebuah tema Ayo 

Cegah Demam Berdarah dengan menggunakan tekhnik rigging. Rigging adalah 

metode pemberian atau pemasangan tulang pada karakter animasi agar bisa 

digerakkan dan membuat karakter lebih hidup. 

Proses pembuatan video animasi Ayo Cegah Demam Berdarah , penulis 

menggunakan perangkat lunak seperti Adobe Illustrator, Adobe After Effect dan 

Adobe Audition. Dengan menggunakan perangkat lunak itu , semoga penulis dapat 

mengasilkan video edukasi berkualitas yang bermanfaat dalam proses belajar dan 

memudahkan pengajar TK Model Sleman dalam memberikan materi. Dan 

diharapkan dengan sesudah melihat video edukasi , siswa siswi dapat 

mempraktikan perilaku hidup sehat terhindar dari demam berdarah. 

 

Kata Kunci : Edukasi, Animasi, Teknik Rigging, TK Model Kabupaten Sleman. 
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ABSTRACT 

Model Kinderganten Sleman Regency is one of the leading schools which 

has become a model in Sleman Regency which has the aim of improving the quality 

of education by using learning methods that are adapted to the advancement of 

information technology development. Information technology that can help the 

process in terms of teaching and learning is one of them is by using video. Video is 

one of the most important elements that plays a role in building a communication 

system in the form of moving images. Therefore, this study was made to make 

animated videos function as one of the media for learning where students are 

interested and make it easier for Model Kindergarten students to learn. 

In making this animated video, the author raised a theme Let's Prevent 

Dengue Fever by using rigging techniques. Rigging is a method of giving or 

installing bones in animated characters so they can be moved and make characters 

more alive. 

The process of making an animated video Come Prevent Dengue Fever, the 

author uses software such as Adobe Illustrator, Adobe After Effect and Adobe 

Audition. By using the software, hopefully the author can produce quality 

educational videos that are useful in the learning process and make it easier for the 

Model Sleman Kindergarten instructors to provide material. And it is expected that 

after seeing the educational video, students can practice healthy living behaviors 

avoid dengue fever. 

 

Keywords: Education, Animation, Rigging Technique, TK Model Sleman Region


