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ABSTRAK 

 

This writing investigates the design of the animated film "Menjelang Malam" as an 

educational medium for parents and children to maintain their time together. The 

aim of making this animated film is to make parents and children aware of the 

importance of quality time. Storyboard, character design, 2D motion, and 3D 

animating as part of this writing animation pipeline process. The design thinking 

method is used in this writing. The research results show that the animated video 

"Menjelang Malam", a film before night, effectively conveys a message about the 

importance of quality time. 

Keywords: Children, 3D Animation, Education, Parents, Quality Time 

Penulisan ini menyelidiki perancangan film animasi “Menjelang Malam” sebagai 

media edukasi untuk orang tua dan anak agar tetap menjaga waktu kebersamaan 

maereka. Tujuan pembuatan film animasi ini adalah untuk menyadarkan orang tua 

dan anak akan pentingnya quality time. Storyboard, design character, 2D motion, 

dan 3D animating sebagai bagian dari proses pipeline animasi penulisan ini. 

Metode design thinking digunakan dalam penulisan ini. Hasil penelititan 

menunjukkan bahwa vidio animasi  “Menjelang Malam” film menjelang malam 

efektif menyampaikan pesan tentang pentingnya quality time.  

Kata Kunci: Anak, Animasi, Edukasi, Orang tua, Quality Time 
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