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ABSTRAK 

 

Masalah stunting telah menjadi tantangan kesehatan di tingkat global karena 

memengaruhi pertumbuhan dan perkembangan anak. Intervensi gizi yang tepat 

sejak masa remaja dapat mencegah stunting. Namun, di Indonesia, kurangnya 

kesadaran tentang pencegahannya, terutama di kalangan orang tua, menjadi 

tantangan. Salah satu solusi untuk meningkatkan pemahaman masyarakat 

adalah melalui media edukatif berbasis animasi. Penelitian ini bertujuan 

membuat karakter 3D dalam film animasi edukasi Nutri Hero yang 

menggambarkan pencegahan stunting sejak dini. Teknik modeling organik 

dipilih karena mampu menghasilkan karakter yang realistis dan ekspresif, 

membuatnya lebih menarik dalam menyampaikan pesan edukasi. Pembuatan 

karakter 3D dilakukan dengan menggunakan perangkat lunak Blender. 

Karakter yang dibuat diharapkan memenuhi kebutuhan animasi pendidikan dan 

menunjukkan pentingnya gizi untuk mencegah stunting. Penelitian ini dapat 

mendorong pengembangan metode edukasi kesehatan baru di Indonesia. 

 

Kata Kunci: Stunting, Animasi Edukasi, Modeling Organik, Karakter 3D, Nutri 

Hero. 

 

The problem of stunting has become a health challenge at the global level 

because it significantly affects children's growth and development. 

Appropriate nutritional interventions since adolescence can prevent stunting. 

However, in Indonesia, the lack of awareness about how to prevent stunting, 

especially among prospective parents, is a challenge. One solution to improve 

public understanding is through animation-based educational media. This 

study aims to create 3D characters in the educational animated film Nutri Hero 

that illustrates early stunting prevention. The organic modeling technique was 

chosen because it is able to produce realistic and expressive characters, 

making it more interesting in conveying educational messages. The creation of 

3D characters in this study was carried out using Blender software. The 

characters created are expected to meet the needs of educational animation 

and show the importance of nutrition to prevent stunting. This study can 

encourage the development of new health education methods in Indonesia. 

 

Keywords: Stunting, Educational Animation, Organic Modeling, 3D 

Character, Nutri Hero. 
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