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ABSTRAK

Penelitian ini membahas perancangan dan pembuatan anatomi desain karakter
dalam film animasi 3D berjudul “Little Moments” yang mengangkat isu
kurangnya kehadiran emosional orang tua terhadap anak di era digital. Cerita
berfokus pada seorang ibu tunggal, Liana, dan anaknya, Zaqwan, yang mengalami
konflik akibat kecanduan gadget dan minimnya perhatian. Tujuan penelitian ini
adalah merancang desain karakter yang menarik dan sesuai dengan target audiens,
serta menyampaikan pesan edukatif mengenai pentingnya peran orang tua dalam
membangun ikatan emosional dengan anak. Metode yang digunakan adalah
analisis deskriptif melalui tahapan pra-produksi, produksi, dan pascaproduksi.
Data dikumpulkan melalui studi literatur, observasi, wawancara, dan kuesioner
dengan skala Likert. Hasil penelitian menunjukkan bahwa film “Little Moments”
memperoleh apresiasi sangat baik, dengan penilaian di atas 90% pada aspek alur,
visual, dan pesan emosional. Kesimpulannya, film ini berhasil menyampaikan
pesan tentang keseimbangan antara kesibukan orang tua dan kebutuhan emosional
anak, serta diharapkan menjadi media edukasi dan inspirasi dalam pengembangan
animasi bertema sosial.

Kata Kunci: Parenting, Kecanduan Gadget, Desain Karakter, Animasi.

ABSTRACT

This research discusses the design and development of character anatomy for the
3D animated film “Little Moments”, which highlights the issue of parents’ lack of
emotional presence toward their children in the digital era. The story focuses on a
single mother, Liana, and her son, Zaqwan, who experience conflict due to gadget
addiction and limited parental attention. The objective of this research is to
design appealing and audience-appropriate characters while delivering an
educational message about the importance of parental roles in building emotional
bonds with children. The study applies a descriptive analysis method through pre-
production, production, and post-production stages. Data were collected through
literature studies, observations, interviews, and questionnaires using the Likert
scale. The results show that “Little Moments” received highly positive responses,
with ratings above 90% in storyline, visuals, and emotional impact. In conclusion,
the film successfully conveys the message about balancing parents’ busyness with
children’s emotional needs and is expected to serve as educational media and
inspiration for future social-themed animation projects.

Keywords: Parenting, Gadget Addiction, Character Design, Animation.
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