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ABSTRAK 

 

This study aims to describe the implementation of the Final Project on 

conveying the message of Self-Acceptance through the application of Personalized 

Character in the visualization of the animated short film The Trooth. This research 

employs a qualitative descriptive approach. The data sources include of animation 

industry experts and audiences. Data collection methods consist of observation, 

interviews, and documentation. Data validity is tested using technique 

triangulation and source triangulation. The data analysis technique involves data 

reduction, data presentation, and conclusion drawing. The findings indicate the 

impact of character development in animation through the animated short film The 

Trooth on audiences of all ages. This is achieved through (1) the design and 

development of characters in The Trooth animation, (2) the application of 

character design styles in animation, and (3) engaging children to understand 

moral messages through character development in The Trooth animated film. 

Keywords: 2D Animation, Implementation of Personalized Character, Visual, Self 

Acceptance, The Trooth  

Penelitian ini bertujuan untuk mendeskripsikan pelaksanaan Tugas Akhir 

tentang penyampaian pesan Self Acceptence melalui Penerapan Personalized 

Character dalam visualisasi Film pendek Animasi ‘The Trooth’. Penelitian ini 

menggunakan pendekatan deskriptif kualitatif. Sumber data penelitian adalah Pakar 

Ahli industri Animasi, dan audience Metode pengumpulan data menggunakan 

observasi, Wawancara, dan dokumentasi. Uji keabsahan data menggunakan 

triangulasi teknik dan triangulasi sumber. Teknik analisis data menggunakan 

reduksi data, penyajian data, dan penarikan Kesimpulan. Hasil penelitian 

menunjukkan dampak pengembangan karakter dalam film animasi melaui film 

pendek Animasi The Trooth pada target audience di semua kalangan usia dilakukan 

melalui; (1) Perancangan dan Development karakter pada animasi The Trooth ; (2) 

Penerapan gaya desain karakter dalam animasi; (3) Menarik minat Auduence untuk 

memahami pesan moral melalui pengenbangan karakter animasi dalam film 

animasi The Trooth.  

Kata Kunci: Animasi 2D, Penerapan Personalized Character, Visual, Self 

Acceptance, The Trooth 
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