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ABSTRACT 

T his study aims to make the animated film "Delusion" a medium for introducing 

schizophrenia. This study used a quantitative approach with the pretest-posttest 

design method. The research respondents consisted of Polimedia animation 

students who were involved in the screening of the film "Delusion". 

The results showed a significance value of 0.040 which is smaller than 0.05, in 

addition to the different test results for t count and t table where it is known that t 

count = 2.210 and t table = 1.734 or it can be concluded that t count > t table, so 

H0 is rejected , H1 is accepted with the statement that there is an influence from 

the short animated film "Delusion" on Schizophrenic knowledge among Polimedia 

animation students. This shows that the animated film "Delusion" can be used as 

an introductory medium to increase knowledge about schizophrenia among 

Polimedia animation students. 

Keywords: Film Animation, Knowledge, Schizophrenia, Polimedia Animation 

Penelitian ini bertujuan untuk menjadikan film animasi “Delusion” sebagai media 

pengenalan skizofrenia. Penelitian ini menggunakan pendekatan kuantitatif dengan 

metode pretest-posttest design. Responden penelitian terdiri dari mahasiswa 

animasi Polimedia yang terlibat dalam pemutaran film “Delusion”. 

Hasil penelitian menunjukkan nilai signifikansi sebesar 0.040 dimana lebih kecil 

dari 0.05, selain itu hasil uji beda nilai t hitung dan nilai t tabel dimana diketahui 

bahwa nilai t hitung = 2.210 dan nilai t tabel = 1.734 atau disimpulkan t hitung > t 

tabel, sehingga H0 ditolak, H1 diterima dengan pernyataan terdapat pengaruh dari 

film animasi pendek “Delusion” terhadap pengetahuan Skizofrenia di kalangan 

mahasiswa animasi Polimedia. Hal ini menunjukkan bahwa film animasi 

"Delusion" dapat dijadikan sebagai media pengenalan untuk menambah 

pengetahuan tentang skizofrenia di kalangan mahasiswa animasi Polimedia. 

Kata Kunci: Film Animation, Pengetahuan, Skizofrenia, Animasi Polimedia 
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