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ABSTRAK 

Sampah merupakan permasalahan yang belum terselesaikan sampai saat ini, terdapat jenis 

sampah yang menghasilkan emisi karbon dan menyebabkan pemanasan Global yakni sampah 

makanan. Food waste merupakan sampah yang berasal dari aktivitas konsumen seperti sisa 

makanan, maupun sampah rumah tangga dan non-rumah tangga. Berdasarkan Laporan Kajian 

Bappenas mengenai food loss waste di Indonesia pada tahun 2021 timbulan sampah food waste 

selama 20 tahun cenderung naik dari 39% pada tahun 2000 ke 55% pada tahun 2019. Data pada 

laman SPISN menunjukkan Jawa barat merupakan penyumbang sampah terbanyak no 3 di 

indonesia, Kota Bandung merupakan penyumbang jumlah sampah terbanyak ke 3 di Jawa 

Barat. Permasalahan food waste di kota Bandung dipengaruhi banyak ragam jenis makanan 

dan restoran. Tujuan penelitian ini adalah merancang video animasi 2D sebagai media yang 

menarik untuk menumbuhkan rasa peduli kepada lingkungan. Hal ini terjadi karena kurangnya 

edukasi mengenai sampah Food waste terutama di Kota Bandung yang merupakan kota tujuan 

wisata kuliner. Metode penelitian ini menggunakan metode practice-led research dengan 

pendekatan kuantitatif yang melalui 5 tahapan Persiapan, Memgimajinasi, Pengembangan 

Imajinasi, Pengerjaan, dan Hasil Karya. Hasil penelitian ini berupa video animasi 2D “Food 

waste di Kota Bandung” berdurasi selama 5 menit dengan gaya animasi manga karakter 90-an. 

Distribusi, video melalui media sosial Youtube dan di apresiasi hinggal tanggal 3 Agustus 2023 

mendapatkan 247 view, 87 like, dan 30 komentar yang positif. Kesimpulan penelitian ini video 

animasi 2D “Food waste di Kota Bandung” berhasil menarik perhatian Masyarakat sehingga 

diharapkan dapat membangun kesadaran untuk dapat mengurangi sampah organik. 

 

Kata Kunci : Food waste, Animasi 2D, Media Edukasi. 
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DESIGN OF 2D ANIMATION VIDEO "FOOD WASTE IN BANDUNG CITY" 

AS AN EDUCATIONAL MEDIA TO REDUCE ORGANIK WASTE  

 

Yulia Tamarinawati 

NIM. 1909751 

 

ABSTRACT 

Trash are problem that has not been resolved until now, there are types of waste that 

produce carbon emissions and cause global warming called food waste. Food waste is waste 

that comes from consumer activities such as food, as well as household and non-household 

waste. Based on the Bappenas Study Report on food loss waste in Indonesia in 2021, the 

generation of food waste waste for 20 years tends to increase from 39% in 2000 to 55% in 

2019. Data on the SPISN page shows West Java is the number 3 largest waste contributor in 

Indonesia , the city of Bandung is the third largest contributor to the amount of waste in West 

Java. The problem of food waste in the city of Bandung is influenced by the many types of 

food and restaurants. The purpose of this research is to design a 2D animation video as an 

interesting medium to foster a sense of care for the environment. This happens because of the 

lack of education about food waste, especially in the city of Bandung, which is a culinary 

tourism destination. This research method uses a practice-led research method with a 

quantitative approach that goes through 5 stages of Preparation, Imagining, Developing 

Imagination, Development, and The Final Result. The results of this study are in the form of a 

2D animated video "Food waste in Bandung City" with a duration of 5 minutes with the style 

of 90's manga character animation. Distribution, videos through social media Youtube and 

appreciation until 2023 get 247 views, 87 likes, and 30 positive comments. The conclusion of 

this study is that the 2D animation video "Food waste in the City of Bandung" has succeeded 

in attracting the attention of the public so that it is hoped that it can build awareness to be able 

to reduce organik waste. 

 

Keywords: Food waste, 2D Animation, Educational Media. 
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