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ABSTRAK

This research aims to create 3D characters that support the improvement of positive
behavior in children through the animation "3 Magic Words" and analyze its impact. The
study uses a qualitative approach with a narrative method, involving children aged 5-12
years as subjects. Data were collected through interviews, observations, questionnaires,
and literature studies. The results show that 3D characters designed according to the "3
Magic Words" concept help children understand and apply the three magical words

(please, thank you, sorry), as well as instilling courtesy and positive character.

Keywords: Animation, 3 Magic Words, 3D Character

Penelitian ini bertujuan untuk membuat karakter 3D yang mendukung perbaikan perilaku
positif pada anak melalui animasi "3 Magic Words” dan menganalisis pengaruhnya.
Penelitian menggunakan pendekatan kualitatif dengan metode naratif, melibatkan anak
usia 5-12 tahun sebagai subjek. Data dikumpulkan melalui wawancara, observasi, , dan
studi pustaka. Hasilnya menunjukkan bahwa karakter 3D sesuai konsep "3 Magic Words"
membantu anak memahami dan menerapkan tiga kata ajaib (tolong, terima kasih, maaf),

serta menanamkan nilai sopan santun dan karakter positif.

Kata Kunci: Animasi, 3 Magic Words, Karakter 3D
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