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IMPLEMENTASI MOTION GRAPHIC SEBAGAI MEDIA SOSIALISASI 

SENTRA PELAYANAN KEPOLISIAN TERPADU (SPKT) PADA 

BIDHUMAS POLDA SUMSEL 

 
ABSTRAK 

Penerapan animasi motion graphic tentang pelayanan di Sentra Pelayanan kepolisian 
Terpadu (SPKT) dirancang dan dibuat untuk memenuhi keperluan sosialisasi kepada 

masyarakat. Pada pengembangan media pembelajaran ini menggunakan metode MDLC 

(Multimedia Development Life Cycle) dengan 6 tahapan pengembangan yakni concept, 

design, material collecting, assembly, testing, dan distribution. Metode pengukuran skala 
liker digunakan dalam penelitian ini guna menghitung penilaian kuesioner yang 

diberikan. Perhitungan kuesioner memiliki dua kategori, yaitu kuesioner alfa dan 

kuesioner beta. Pada kuesioner alfa diisi oleh 2 ahli pada bidang animasi. Ahli pertama 
menghasilkan indeks persentase sebesar 88% dengan kategori sangat baik dan ahli 

kedua menghasilkan indeks persentase sebesar 76% dengan kategori baik. Kuesioner 

beta diisi oleh 25 masyarakat umum dan menghasilkan indeks persentase rata – rata 

sebesar 90,27% dengan kategori sangat baik.  
 

Kata kunci—sentra pelayanan kepolisian terpadu, motion graphic, MDLC, media 

sosialisasi 
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IMPLEMENTATION OF MOTION GRAPHICS AS A MEDIA FOR 

SOCIALIZATION OF THE INTEGRATED POLICE SERVICE CENTER 

(SPKT) IN THE BIDHUMAS POLICE OF SOUTH SUMATRA  

Abstract  

 The implementation of motion graphic animation of services in the integrated 

police service center (SPKT) is designed and is made to meet the use of socialization to 

the community. In the development of this learning media using MDLC (Multimedia 

Development Life Cycle) method with 6 stages of development ie concept, design, 

material collecting, assembly, testing, and distribution. The merection of the mek-scale 

measurement is used in this study to calculate the questionnaires of granted given. The 

questionnaire calculation has two categories, namely the alpha questionnaire and beta 

questionnaire. In the Alfa questionnaire filled by 2 experts in the field of animation. The 

first expert produced 8 percent8 percentage index with excellent category and second 

expert produced a percentage index of 76% with good category. The beta questionnaire 

was filled by 25 public communities and resulted in an average percentage index of 

90.27% with excellent category. 

Keywords—police service center, motion graphic, MDLC, social media 
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