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At present many community service announcements about waste are made 
using 2D animation with motion graphic methods using some supporting 
software. In making these advertisements to produce a whole video using 
some software. This makes the computer's performance slow due to the 
large number of applications installed and the process of completing the 
video making takes a long time. Here the author aims to make public 
service announcements about waste using 3D quality motion graphic 
blender methods. This animated ad was created using only the blender 
software at each stage. This ad contains an invitation to the public to 
properly dispose of waste in place with a combination of motion graphic 
techniques so that the ad becomes visually appealing. From the results of 
the rendering test which produced a 2 minute 38 second video which is 
equal to 3953 frames, the video test found less smoothness of character's 
hand movements because the keyframe distance was only 14 frames, in 
motion graphic testing using 100% alpha video results in accordance with 
the storyboard designed, then in the rendering test using 5 different PC 
specifications, the conclusion is that the more memory and HDD the PC 
uses, the less time to complete the rendering process. From 5 times the 
recommended testing is 8 GB RAM memory and 1 TB HDD with a rendering 
time of 4 minutes 37 seconds. 
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1. Introduction 

 
Often the garbage that is not in place a common image that the public does not have enough 

concern for the trash. Basically, waste management must begin from self sendri. Trash is one of the 
causes unhealthy environment and not clean. Every so often found garbage dumped at random, 
whether it distasiun train, bus dihalte, office administration, in schools, garbage we can find it easily. 
Based on these problems, needed a medium that can bring awareness to the community to be more 
concerned about the garbage that is using public service ads containing a call to dispose of waste in 
place correctly. Invites the public to change bad habits into good habits. 

From several sources of journal references, the first reference has created a series akuro-popo 
episode trash to convey a message to people not to litter, but because the animation is still using 2D 
result of the animation looks less real (Arifin, Sulistiyono, & Suminto, 2017 ). In the second journal 
that aims to educate people about the importance of waste sorting Tangerang by Kind. In this paper 
the method mengunkan Motion Graphic although unfortunately in the process of making this video 
need some supporting software for the manufacturing (Desrianti & Majid, 2018). While in the city 
of Bandung third source has made 3D animated films to educate children in order to dispose of 
waste in place, although this video using 3D animation but the result is less than perfect because we 
are not using the storyline (Raimukti, Studies, Communication, Creative, and Telkom, 2016). And 
journal fourth design of Motion Graphic public service ads care of garbage for the people of 
Yogyakarta has the advantage that the manufacturing process has three stages, but the lack of video 
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is still using 2D animation and use some software supporting (Akhsani, Education, Arts, Language, 
& Art , 2015). In the discussion of the fifth journal that aims to make people more interested in 
watching public service announcements about the waste, but in the making of this video has the 
same shortcomings as the second reference (Son, Dengen, and Shakir, 2017). In the sixth journals 
teach people to process waste into something useful through the media created, but unfortunately, 
in conveying the message is still poorly understood by the public (Saryoko, 2018). In the seventh 
journals only discusses the development of public service media and multimedia-based waste 
utilization with 2D, which is devoted to public Majalengka (Ramdani et al., Nd). In the eighth 
journal, anamisi of garbage made to introduce this type of garbage to children aged seven to nine 
years based on the type of color using two software (Sembiring & Situmorang, 2018). In the ninth 
journal that aims to teach kids differences in organic and inorganic waste, 

Based on the reference has been spelled out above, in this paper will explain how to create 3D 
animated motion graphics using only one software but still can convey the message of the video. 

The purpose of this paper is to know how to create an animated video that invites the public to 
dispose of waste in place correctly by using the software with can still deliver the message of the 
video and more visually appealing. 

Table 1. 
Comparison 

No. Journals Software Animation type Motion Graphic 
Journals 1 Adobe Flash CS3 Professional; 2D No 

journal 2 
Adobe Premiere Pro, Adobe 
Illustrator CS6, Adobe After Effects 
CS6, Adobe Audition CS6 

2D Motion Graphic 

journal 3 Not mentioned 3D Motion Graphic 

journal 4 
Adobe After Effects CC 2015 
Adobe Premier CC in 2015, Adobe 
Illustrator CC 2015 

2D Motion Graphic 

journal 5 
Adobe After Effects, Adobe 
Illustrator, Adobe Photoshop, Adobe 
Audition 

2D Motion Graphic 

journal 6 
Macromedia Flash Professional 8, 
Adobe Photoshop CS5, GoldWave 
Digital Audio Editor 

2D Motion Graphic 

journal 7 
Adobe Flash Professional CS6, Corel 
Draw X7 

2D Motion Graphic 

journal 8 Autodesk Maya, Adobe Premier 3D Motion Graphic 
journal 9 blender 3D Motion Graphic 

journal 10 
Adobe After Effects CS6, Adobe 
Illustrator CS6, Adobe Audition CS6 

2D Motion Graphic 

 
 

2. Research methods 
 
Below is a flowchart that illustrates the process of making animation with motion graphic 

techniques Blender from start to finish. 
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Figure 1. Flowchart 

A. Stages Animation Creation 
In making animation, there are several steps being taken, as follows: 
1) Pre-Production 

At this stage, the authors create ideas, stories and designs. 
2) Production 

Production is the stage in which the author creates objects in the video is the character of 
Io and Mar also environment into the background of the video. The creation of these 
objects include modeling, texturing, coloring, rigging, animating image rendering. 

3) Post-Production 
This stage is combine image, video, audio, motion graphic. This amalgamation will result in 
the video intact. 

B. Device needs 
In the process of making these animations necessary tools required to create animation. Below 
is a table of equipment. 

 
Table 2.  

The device needed in the process of making animation 
hardware 

PC 

AMD Dual Core 
4GB RAM Memory 
1TB HDD 
64 Bit 
Windows 10 

handpone 6A redmi 
Software 

Application blender 2.8 

 
 
 
 
C. manufacture Storyboard 

Table 3.  
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manufacture Storyboard 

1 

 

scene 1 
Opening 

2 

 

scence 2 
Littering 

3 

 

scene 3 
Dispose of Waste Properly 

4 

 

scene 4 
Overflowing water 

5 

 

scene 5 
Flood 

6 

 

scene 6 
Message 

7 

 

scene 7 
Closing 

 
In this animated storyboard creation consists of seven scenes. Storyboard is a basic reference 

design arrangement thus creating a scene in motion grapic. Each one scene in the storyboard has a 
motion different animations. 

 
D. manufacture Storyline 

Table 4. 
storyline 

No. Scenes story 
1 Io is running while carrying the drinks. 
2 Io stopped for a drink. 
3 Io drinks exhausted. 
4 Io dispose of used drink glasses platik in waterways. 
5 Io ambled after litter. 
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No. Scenes story 
6 On the other hand after Io go, come Mar. 
7 March brings inorganic waste such as tin cans in his right hand. 

8 
His left hand in March bringing the organic waste that is the rest of 
the apples he eats. 

9 March walk towards the dustbin. 
10 March trash cans into the trash bin inorganic. 
11 March trash in the trash apples organically. 
12 Occurred cloudy, lightning and then heavy rain. 

13 
By the time the rain comes garbage glass plasti are disposed by Io 
into waterways, along with other rubbish that closes the hole drains. 

14 Water can not flow properly 
15 water overflowing 
16 flooding 
16 Message for people to dispose of waste in place correctly. 
18 Closing 

 
storylineis a narrative sequence of text, in this animated story sequences storyline as much as 

18 text. Preparation of the storyline from start to finish will form a story in this animated video. 
E. Character Creation  
 

 
Figure 2. Modeling Character Io littering. 

 

 
Figure 3. Modeling Character mar Throw Trash In The place Properly. 

 

 
Figure 4. Modeling Environment Scenes occurrence place. 

 
F. Making the Motion Graphic 

Motion graphicis the incorporation of video, film, typography, illustration, photography, and 
music using animation techniques. Motion graphics can convey information in a simple but still 
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interesting. 
In the making of this animated motion graphic authors use the technique on the opening video, 

rendering, delivering a message to the current text, sound, video. 
 

3. Results and Discussion 
 

A. Rendering Tests 
Rendering stage is the final stage of the making of this animation is the stage of combining 

various elements in the animation creation process including integrating video, audio in mp3 
format, animation, motion graphic. This process produces a complete video that lasted 2 minutes 38 
seconds which is equal to 3953 frames and stored in FFmpeg video format that can be played in 
various media both online and offline. 

 

 
Figure 5. Rendering Process 

 
B. testing Video 

In testing the video authors reviewed the video that has been created using Media Player 
Classic to determine whether a video that has been made has shortcomings such that movement is 
not smooth or broken, missing frame. In this video the author's observation deficiency lies in the 
hand movements are less refined character which is when the characters drink and character Io 
March'm taking out the trash. This is because the distance of each keyframe is too close to the 
movements of the hands of the character that is only 14 keyframe. 
C. Testing Motion Graphic 

In testing using the motion graphic author alpha test (alpha test) of the test conducted by 
animators to do the matching video storyboard to final results using Media Player Classic. Alpha 
testing of 100% of the results were made within their video storyboards that have been designed. 
Alpha Testing Results: 
 

Table 5.  
Motion Graphic Using Alpha Testing 

 

scene 1 
In accordance Storyboard 

 

scence 2 
In accordance Storyboard 
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scene 3 
In accordance Storyboard 

 

scene 4 
In accordance Storyboard 

 

scene 5 
In accordance Storyboard 

 

scene 6 
In accordance Storyboard 

 

scene 7 
In accordance Storyboard 

 
D. The final result 

 
Figure 6. End Display Shaped Video 

 
See above is the final process of making video animation asyarakat service announcements 

about the garbage that has been shaped video. 
E. Testing Rendering With Different PC Specs 
 

Table 6. 
Results of Testing Rendering With Different PC Specs 
No. Specification Render time 
1. Memory RAM 8 GB 

HDD 1 TB 
4 Minutes 37 Seconds 

2. Memory RAM 4 GB 
1TB HDD 

5 Minutes 58 Seconds 

3. Memory RAM 6 GB 
HDD 500 GB 

11 Minutes 13 Seconds 
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No. Specification Render time 
4.  Memory RAM 4 GB 

HDD 1 TB 
11 Minutes 49 Seconds 

 
5.  Memory RAM 2 GB 

HDD 320 GB 
14 Minutes 55 Seconds 

The author tested rendering using 5 different PC specifications and record the time taken by 
each PC in the rendering process, the goal is the writer wanted to know whether fast or slow the 
rendering process depends on the size specifications of the PC being used. In testing the authors 
found that the amount of RAM memory and HDD greatly affect the time it takes to complete the 
video rendering. In the table of 500GB. On the PC number 3 and 4 time rendering is affected by the 
amount of RAM while the PC number 2 and 4 despite having RAM and HDD value the same but have 
different rendering time this is due to differences in the amount of memory is used on each PC. 

 
4. Conclusion 

 
a. The author has finished making a video animation that invites the public to dispose of waste in 

place correctly with motion graphics using software methods blender. In the manufacturing 
process of designing objects, coloring, texturing, rendering, motion graphics, combining audio 
and video, and text runs writer just use a blender. 

b. From the results of the tests, the testing rendrering produce videos 2 minutes 38 seconds or 
equal to 3953 frames. In testing the video using video media player classic turns still lacks the 
character's hand movements to be less because of the distance of each keyframe only at 14 
frames. On motion graphics using alpha testing showed that 100% within their video created 
storyboards designed. 

c. In rendering test using five (5) different PC specification, it can be concluded that the higher 
the RAM and HDD specification PCs that are used the less time it takes to complete the 
rendering process. Recommendations PCs used for blenders software is PC with 8 GB memory 
and 1 TB HDD with the rendering time of 4 minutes 37 seconds. 
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