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ABSTRAK 

Penelitian ini mengangkat cerita legenda terbentuknya Desa Sumberkima yaitu 

bertujuan sebagai sarana edukasi dan informasi untuk mengetahui legenda 

terbentuknya Desa Sumberkima supaya nantinya legenda dari Desa Sumberkima ini 

tidak terlupakan dan hilang ditelan oleh waktu. Di dalam pengerjaan film ini peneliti 

menggunakan metode research and development (R&D) dengan mengadaptasi model 

penelitian MDLC. Yang terdiri dari enam tahap yaitu Konsep (Concept), Perancangan 

(Design), Pengumpulan Bahan (Material Collecting), Pembuatan (Assembly), 

Pengujian (Testing) dan Distribusi (Distribution), Dengan menggunakan model ini 

dapat menghasilkan produk media film animasi 2D yang baik. Beberapa pengujian 

dilakukan untuk mengetahui tingkat keefektifan media film animasi 2D, yang di 

anataranya ialah Uji ahli isi mendapatkan skor validitas sebesar 1.00 termasuk validitas 

“Sangat Baik” , uji ahli media mendapat skor validitas sebesar 1.00  termasuk validitas 

“Sangat Baik” dengan adanya revisi dan uji respon pengguna mendapatkan rata-rata 

46,4 dapat dinyatakan kedalam kualifikasi “Sangat Positif” dan kriteria “Sangat Baik”. 
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ABSTRACT 

This study raises the legend of the formation of Sumberkima Village, which aims as an 

educational and information tool to find out the legend of the formation of Sumberkima 

Village so that later this legend from Sumberkima Village will not be forgotten and lost 

in time. In making this film, researchers used research and development (R&D) 

methods by adapting the MDLC research model. Which consists of six stages, namely, 

Concept, Design, Material Collection, Manufacture, Testing, and Distribution, Using 

this model can produce good 2D animated film media products. Several tests were 

carried out to determine the level of effectiveness of 2D animated film media, which 

included the content expert test obtaining a validity score of 1.00 including the validity 

of "Very Good", the media expert test got a validity score of 1.00 including the validity 

of "Very Good" with revisions and the media expert test gets a validity score of 1.00 

including the validity of "Very Good and the user response test gets an average of 46.4 

which can be stated in the "Very Positive" qualification and the "Very Good" criteria. 
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