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ABSTRAK   

Parents are the first school for their children, but besides that, parents are 

also obliged to provide a decent life for their children. Parents also have to meet 

their children's needs by working. Being busy at work can reduce the quality time 

of parents and children. This busyness makes some parents unable to build quality 

time for their children, especially pre-teen or elementary school age children who 

like to play with their friends. The problem of quality time for parents and 

children is the idea that underlies the story in the making of the 3D animated 

short film "Menjelang Malam". By watching the 3D animated short film "Before 

the Night" the audience will learn a lesson about the importance of creating 

quality time between parents and children.  

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

  

  Orang tua adalah sekolah pertama bagi anak anaknya, namun disamping 

itu orang tua juga berkewajiban memberi kehidupan yang layak bagi anaknya. 

Orang tua pun harus memenuhi kebutuhan anaknya dengan cara berkerja, denga 

kesibukan berkerja hal tersebut dapat mengurangi quality time orang tua dan 

anak. Kesibukannya tersebut membuat beberapa orang tua tidak bisa membangun 

quality time kepada anak anaknya terutama anak pra remaja atau usia sekolah 

dasar yang sedang gemar bermain bersama temannya. Permasalahan mengenai 

quality time pada orang tua dan anak menjadi ide yang melandasi cerita dalam 

pembuatan film pendek animasi 3D “Menjelang Malam”. Dengan menonton film 

pendek animasi 3D “ Menjelang Malam” penonton akan mendapatkan pelajaran 

terhadap pentingnya membuat quality time antara orang tua dan anak. 

Kata Kunci: Anak, Animasi 3D, Edukasi, Orang Tua, Quality Time  
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