
ABSTRAK 

Kampus ISI Padang Panjang sudah dapat dikatakan kampus yang bersih. 

Namun,masih banyak masyarakat kampus kurang menjaga kebersihan dilingkungan 

sekitar kampus seperti sampah di lokasi-lokasi tertentu masih terdapat sampah-

sampah yang tidak dibuang pada tempatnya. Petugas kebersihan kampus bekerja di 

pagi hari. Namun untuk tetap mempertahankan kampus yang bersih sepanjang hari 

tentunya seluruh masyarakat kampus ISI Padang Panjang lah yang harus menjaganya 

tanpa terkecuali, mulai dari dosen, mahasiswa, walaupun petugas kebersihan 

sekalipun. Cleaning service telah bekerja membersihkan lingkungan sekitar kampus, 

namun hasil yang mereka lakukan dapat kembali kotor, karena masyarakat kampus 

yang kurang menjaga kebersihan lingkungan kampus mereka sendiri, yakni dapat 

menyebabkan penyakit dan kesehatan nantinya. 

Metode pengumpulan data dalam perancangan kampanye sosial dalam 

pentingnya menjaga kebersihan kampus ISI Padang Panjang adalah observasi, 

wawancara, dan Quisioner. Metode analisis data yang digunakan dalam perancangan 

ini adalah 5W+1H dan AIDA. Pada perancangan motion graphic digunakan teori  

Yesty Desca Refita Putri (Vol. 01,No. 02, November 2017 : pp 85-92). Proses 

perancangan di mulai dari melakukan riset data, observasi, wawancara, data kusioner, 

analisis AIDA, Orisinalitas (karya pembanding) dari studi karakter, studi tipografi, 

studi warna, dari alternatif storyline, sketsa storyboard hingga terpilih sebuah final 

desain motion graphic.  Motion graphic yang telah dipilih melalui storyline dan 

storyboard kemudian diaplikasikan ke berbagai media, seperti berupa animasi motion 

graphic, poster, xbanner media pajang dan merchandise : baju, topi, masker, stiker 

dan pin. 
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ABSTRACT 

Campus ISI Padang Panjang in fact it be said to be clean but there are still 

many campus communities who do not maintain cleanliness in the environment 

around campus such as garbage in certain locations there is still gargabe that is not 

disposed of its place, campus janitors were in the morning but to maintain a clean 

campus community in padang panjang has to take care of it without exception, from 

lecturers, students, even cleaning staff the cleaning service has been working to clean 

the environment around the campus, but what they do can get dirty again, because 

the campus community does not maintain the cleanliness of their own campus 

environment. There are still many campus communities who are not aware of and 

ignore cleanliness, which can cause disease and health. 

Data collection methods in the design of social campaigns on the cleanliness 

of the padang campus are observation, interviews and questionnaires. The data 

analysis method used in this design is 5W+1H and AIDA. Motion graphic design 

using theory yesty Desca Refita Putri (Vo1. 01, No. 02, November 2017 : pp 85-92). 

Process starts from conducting research data, observations, interviews, 

questionnaire data, AIDA analyos. Orginslity from character studies, typography 

studies, color studies, storyline alternatives, storyboard sketches until a final motion 

graphic animation is celected. Motion graphic that have been designed through 

storylines and storyboard are then applied to computers and various media, such as 

the final results of motion graphics, posters, xbanner, display media, marchandide : 

clothes, hats, masks, stikers dan pins. 
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