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ABSTRAK 

The decline in empathy in children in the modern era encourages the importance of 

early character education. This Final Project reintroduces three magic words: 

“sorry,” “please,” and “thank you” through the short animated film “3 Magic 

Words.” The simple story and familiar character designs are designed for children 

aged 5–12 years to be easily understood. It is hoped that this work can increase 

awareness of empathy and encourage the surrounding environment to instill a 

culture of mutual respect. Data were collected through interviews, observations, 

questionnaires and literature studies. 
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Proyek Tugas Akhir ini menghadirkan film animasi pendek “3 Magic Words” untuk 

menghidupkan kembali empati anak-anak melalui tiga kata ajaib: “maaf,” “tolong,” 

dan “terima kasih.” Dengan cerita sederhana dan desain karakter menarik, karya ini 

ditujukan untuk anak usia 5–12 tahun agar mudah dipahami. Penelitian 

menggunakan pendekatan kualitatif dengan metode naratif, melalui wawancara, 

kuesioner, observasi, dan studi pustaka. Diharapkan karya ini dapat meningkatkan 

kesadaran empati serta mendorong peran lingkungan dalam membangun budaya 

saling menghargai. 

Kata kunci: Tiga Kata Ajaib, Empati, Animasi, 3 Magic Words 
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