
 

 

 

 

 
 

 

L A P O R A N   S K R I P S I 

 

IKLAN LAYANAN MASYARAKAT 

BERTAHAN MENGHADAPI PANDEMI COVID-19 

 

 

SIROJUL ULUM 

NIM. 201751040 

 

 

DOSEN PEMBIMBING 

Endang Supriyati, M.Kom 

Tri Listyorini, M.Kom 

 

 

PROGRAM STUDI TEKNIK INFORMATIKA 

FAKULTAS TEKNIK 

UNIVERSITAS MURIA KUDUS 

2021 



 

ii 

 

 



 

iii 

 

 



 

iv 

 

 



 

v 

 

IKLAN LAYANAN MASYARAKAT BERTAHAN 

MENGHADAPI PANDEMI COVID-19 

 

Nama mahasiswa : Sirojul Ulum 

NIM : 201751040 

Pembimbing :  

1. Endang Supriyati, M.Kom 

2. Tri Listyorini, M.Kom 

 

RINGKASAN 

Iklan layanan masyarakat bertahan menghadapi pandemi COVID-19 

adalah iklan layanan masyarakat yang dikemas dalam bentuk video animasi 2D 

dengan menggunakan metode perancangan multimedia development life cycle 

(MDLC) untuk proses pembuatan video animasi 2D iklan layanan masyarakat 

bertahan menghadapi pandemi COVID-19 yang di dalamnya terdapat informasi 

atau pemberitahuan program dan kegiatan dari pemerintah tentang pencegahan 

dan bertahan menghadapi pandemi COVID-19. Metode pengumpulan data adalah 

metode yang digunakan peneliti untuk proses penelitian dengan menggunakan 

angket (kuesioner) untuk mendapatkan data responden. Metode ini menggunakan 

teknik accidental atau teknik mendapatkan sampel pada semua masyarakat 

berdasarkan kebetulan sebagai sumber data. Hasil reliabilitas tiap variabel 

masyarakat mendapat alpha cronbach 0,804 yang dikatakan reliabel dan variabel 

sikap khalayak alpha cronbach 0,931 yang dapat dikatakan reliabel. Hari hasil 

validitas tiap variabel mendapat corrected item-total correlation mendapat hasil di 

atas 0,244 yang dapat dikatakan valid. Analisis ini juga untuk menentukan nilai 

tiap karakteristik responden atau bisa disebut analisis univariat. 

 

Kata kunci: iklan layanan masyarakat, COVID-19, MDLC, univariat. 
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ABSTRACT 

Public service advertisements to survive the COVID-19 pandemic are 

public service advertisements packaged in the form of 2D animated videos using 

the multimedia development life cycle (MDLC) design method for the process of 

making 2D animated videos for public service advertisements to survive the 

COVID-19 pandemic in which there are information or notification of programs 

and activities from the government regarding prevention and coping with the 

COVID-19 pandemic. The data collection method is the method used by 

researchers for the research process using a questionnaire to obtain respondent 

data. This method uses accidental techniques or techniques to get samples from 

all people based on chance as the data source. The results of the reliability of 

each community variable got a cronbach alpha of 0.804 which was said to be 

reliable and the variable of public attitudes, alpha cronbach, was 0.931 which 

could be said to be reliable. The day the results of the validity of each variable got 

the corrected item-total correlation, the results were above 0.244 which can be 

said to be valid. This analysis is also to determine the value of each respondent's 

characteristic or it can be called a univariate analysis. 

 

Kata kunci: public service advertisement, COVID-19, MDLC, univariat 
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