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ABSTRAK 

This research discusses the design of the 3D animated short film "Menjelang 

Malam" as a learning medium to build quality time between parents and children. 

The aim of making this film is to increase parents' and children's awareness of the 

importance of quality time. In making this film, 3D Asset modeling, 3D Animating, 

Lighting, and Rendering were part of the animation pipeline as research subjects 

during the eighth semester. The design thinking creation method was used in this 

research. 48 respondents stated that they strongly agreed with this film which 

succeeded in conveying a message about quality time. The results of this research 

show that the 3D animated short film "Menjelang Malam" is effective as a 

learning medium for improving quality time for parents and children. 

Keywords: Children, 3D Animation, Learning Medium, Parents, Quality Time 

Penelitian ini membahas perancangan film pendek animasi 3D “Menjelang Malam” 

sebagai media pembelajaran untuk membangun quality time antara orang tua dan 

anak. Tujuan pembuatan film ini adalah untuk menigkatkan kesadaran orang tua 

dan anak akan pentingnya quality time. Dalam pembuatan film ini modelling 3D 

Asset, 3D Animating, Lighting, dan Rendering adalah bagian dari pipeline animasi 

sebagai subjek penelitian selama semester delapan. Metode penciptaan design 

thinking digunakan dalam penelitian ini. 48 responden menyatakan sangat setuju 

dengan film ini yang berhasil menyampaikan pesan tentang quality time. Hasil 

penelitian in menunjukkan bahwa film pendek animasi 3D “Menjelang Malam” 

efektif sebagai media pembelajaran untuk meningkatkan quality time orang tua dan 

anak.  

Kata Kunci: Anak, Animasi 3D, Orang tua, Media Pembelajaran, 

Quality Time 
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