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ABSTRACT
The development of technology in today's rapidly advanced era provides various conveniences in human
life. Advanced technology provides easier access for people to get information and communication.
However, the good development of technology also brings various kinds of adverse impacts such as

online gambling.

Online gambling has become a very worrying phenomenon in Indonesia. According to data taken from
the Financial Transaction Reporting and Analysis Center or PPATK, it is recorded that online gambling
players in Indonesia have 4,000,000 people with 23% of them or a total of approximately 960,000 people
with an age range of 10 to 30 years. The rise of online gambling in Indonesia also has a bad influence

on the collapse of the economy and the morale of the nation's children.

Many young people who have fallen into online gambling admit that they initially had a sense of
curiosity and were driven by their perception of the ease of getting a lot of money quickly. They confess
that they are unaware of how the online gambling system works and the impact it has on its users. The
lack of information available about online gambling leaves many young people uneducated and choose
to try it out on their own. Today's youth have a high attachment to technology. Therefore, the educational
approach that is suitable for them is to utilize technological advances as an educational medium packaged

in the form of videos.

An animated video with a storyline that explains a person's journey in getting to know online gambling
to the impact it has will be a medium for delivering innovative education for young people. With
supportive visuals along with narration audio that explains the storyline of the animated video, the
audience will be able to better capture the message conveyed.

Keyword : Educational Animation, Online Gambling, Technology
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