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ABSTRAK 

Penelitian ini membahas perancangan film animasi “Reflection” yang 

menggunakan teknik hybrid, yaitu penggabungan karakter dua dimensi (2D) 

dengan latar tiga dimensi (3D), sebagai media visual untuk merepresentasikan 

dampak pesimisme terutama pada remaja. Metode yang digunakan adalah 

pendekatan kuantitatif dengan teknik pengumpulan data melalui studi pustaka, 

observasi, dan wawancara dengan mahasiswa di bidang animasi. Film “Reflection” 

diharapkan dapat menjadi karya yang tidak hanya inovatif secara estetika, tetapi 

juga menyentuh secara emosional serta relevan dengan isu psikologis remaja masa 

kini. 

Kata Kunci: Animasi Hybrid, Karakter 2D, Lingkungan 3D, Pesimisme, Media 

Visual. 

This research explores the design of the animated film Reflection, which 

utilizes a hybrid animation technique by combining two-dimensional (2D) 

characters with three-dimensional (3D) environments, as a visual medium to 

represent the psychological impact of pessimism in adolescents. The background of 

this study is based on the rising emotional pressure experienced by teenagers, 

which is often difficult to express verbally, making visual media a potential 

alternative form of communication. A descriptive quantitative method was 

employed, including literature review, observation, and interviews with animation 

students. Reflection is expected to become a visually innovative and emotionally 

resonant work that speaks to the struggles of today’s youth. 

Keywords: Hybrid Animation, 2D Characters, 3D Environment, Pessimism, Visual 

Media. 
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