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INTISARI 

 

 Kesadaran siswa Sekolah Dasar (SD) terhadap penerapan pola hidup sehat 

saat ini masih rendah, ditandai dengan kurangnya aktivitas fisik serta pola 

konsumsi makanan yang tidak seimbang. Meskipun materi Pola Hidup Sehat 

(PHS) telah masuk dalam kurikulum, metode penyampaiannya masih didominasi 

oleh ceramah konvensional dan media cetak statis. Akibatnya, siswa cenderung 

cepat bosan, motivasi belajar menurun, dan nilai akademis sulit mencapai batas 

ketuntasan minimal. Selain itu, tenaga pendidik juga mengalami kendala dalam 

mendemonstrasikan kebiasaan sehat karena keterbatasan alat peraga di sekolah. 

 Sebagai solusi, dilakukan penelitian inovatif menggunakan metode 

Research and Development (R&D). Proses perancangan diawali dengan 

penyusunan naskah (script) dan cetak biru visual berupa storyboard. Selanjutnya, 

dilakukan pengumpulan komponen digital (material collecting) seperti aset grafis 

dan rekaman suara (voiceover). Proses pembuatan animasi dieksekusi secara 

intensif menggunakan software Adobe After Effects, dengan fokus pada 

pengaturan titik gerak (keyframing) yang mendetail serta sinkronisasi audio-visual 

berbasis grafik gelombang suara (waveform) demi menghasilkan pergerakan 

karakter yang halus. 

 Hasil akhir penelitian ini adalah video animasi 2D berformat .MP4 yang 

mengintegrasikan karakter edukatif "Boby" dan "Kak Sehat". Video ini 

merangkum materi kesehatan dasar secara komprehensif, mulai dari tata cara 

mencuci tangan enam langkah, pedoman gizi "Isi Piringku", hingga pentingnya 

waktu istirahat. Produk multimedia ini layak digunakan oleh guru sebagai media 

pembelajaran di kelas maupun orang tua di rumah melalui platform YouTube dan 

TikTok. Untuk pengembangan lebih lanjut, disarankan agar media ini 

dikembangkan menjadi aplikasi gim interaktif demi meningkatkan keterlibatan 

aktif siswa. 

Kata kunci: Video Animasi 2D, Pola Hidup Sehat, Adobe After Effetc, Media 

Edukasi Digital. 
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ABSTRACT 

 

Abstract Many elementary school children today still lack a healthy 

lifestyle. They rarely exercise and often eat haphazardly, which, if left unchecked, 

can hinder their growth and make it difficult to focus on school. Healthy Lifestyle 

(PHS) material is already included in the curriculum, but teaching methods still 

use lectures or textbooks with dull illustrations. As a result, children quickly 

become bored, reluctant to learn, and their grades struggle to achieve the 

minimum standard. Teachers also struggle to demonstrate these healthy habits due 

to the limited teaching aids available at school. 

To address this issue, an innovation was created through the Research and 

Development (R&D) method. The solution begins with developing a story 

concept, drafting a script, and creating a storyboard. After that, all digital 

materials, such as voiceovers and image assets, are collected. The animation 

process itself is carried out using Adobe After Effects. To achieve optimal results 

and smooth character movements, the work focuses on detailed keyframing and 

audio-visual alignment using waveform graphics. 

The final result of this research is a ready-to-use 2D animated video in 

MP4 format featuring fun characters named Boby and Kak Sehat. This video 

successfully summarizes comprehensive health topics, from the 6-step 

handwashing method to the concept of "Isi Piringku" (My Plate) portion sizes, to 

the importance of rest. Elementary school teachers can use this work as an 

engaging teaching tool in the classroom, as well as parents at home, as the video 

can be uploaded to social media platforms like YouTube or TikTok. For future 

development, it is recommended that this one-way animation be developed into an 

interactive game application for children to engage directly. 

Keywords: 2D Animation Video, Healthy Lifestyle, Adobe After Effect, 

Digital Educational Media. 
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