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ABSTRACT 

This study examines the impact of social media on individuals' life satisfaction and 

visualizes it through the animated film "Kelas Pekerja". Social media can trigger 

social comparisons that decrease life satisfaction, especially among individuals 

aged 20–25 who are already working. Using literature studies, observations, and 

interviews, this research develops a semi-cartoony animation using Blender 3D. 

The main character, Gigin, experiences social pressure due to comparisons on 

social media, while Mang Anjar helps him understand real-life perspectives. This 

film aims to raise public awareness of social media's effects and help individuals 

manage their expectations and life satisfaction. 

 

Keywords: Social Media, Life Satisfaction, Social Comparison, 3D Animated 

Film. 

 

ABSTRAK 

Penelitian ini membahas pengaruh media sosial terhadap kepuasan hidup individu 

dan divisualisasikan dalam film animasi “Kelas Pekerja”. Media sosial dapat 

memicu perbandingan sosial yang menurunkan kepuasan hidup, terutama bagi 

individu berusia 20–25 tahun yang sudah bekerja. Dengan metode studi literatur, 

observasi, dan wawancara, penelitian ini mengembangkan animasi semi kartunis 

menggunakan Blender 3D. Karakter utama, Gigin, mengalami tekanan sosial akibat 

perbandingan di media sosial, sementara Mang Anjar membantunya memahami 

realitas hidup. Film ini diharapkan dapat meningkatkan kesadaran masyarakat 

terhadap dampak media sosial dan membantu individu mengelola ekspektasi serta 

kepuasan hidup mereka. 

 

Kata Kunci: Media Sosial, Kepuasan Hidup, Perbandingan Sosial, Film 

Animasi 3D 
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