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ABSTRACT 

The background design in the 2D animated film "Iswaramu" aims to reinforce emotional 

elements and character actions in conveying a moral message about the importance of family 

communication. Utilizing the ADDIE method, this design integrates 3D modeling in Blender 

to ensure layout perspective consistency and digital painting techniques via Ibispaintx. 

Visual dramatization is achieved by applying Goethe's Color Theory as a color script 

reference for the characters' psychological transitions, along with high-contrast lighting 

techniques (Chiaroscuro) for spatial depth. Evaluation using the Reception Analyst method 

through Focus Group Discussions (FGD) indicates that the majority of the audience 

occupies a dominant hegemonic position, finding the visual background elements highly 

effective in environmental storytelling. On the other hand, the evaluation noted shortcomings, 

including color saturation inconsistencies in several scenes and technical audio-visual 

alignment that still requires refinement 

Keywords: 2D Animation, 2D Background, Goethe's Color Theory, Chiaroscuro 

Lighting, Reception Analyst. 

ABSTRAK 

Perancangan latar belakang (background) dalam film animasi 2D “Iswaramu” bertujuan 

untuk memperkuat elemen emosional dan aksi karakter dalam menyampaikan pesan moral 

mengenai pentingnya komunikasi keluarga. Menggunakan metode ADDIE, perancangan ini 

menggabungkan pemodelan 3D Blender untuk konsistensi perspektif layout dan teknik 

digital painting pada Ibispaintx. Aspek dramatisasi visual diterapkan melalui Teori Warna 

Goethe sebagai acuan color script untuk transisi psikologis karakter, serta teknik 

pencahayaan kontras tinggi (Chiaroscuro) untuk kedalaman ruang. Evaluasi menggunakan 

metode Reception Analyst melalui Focus Group Discussion (FGD) menunjukkan bahwa 

mayoritas audiens berada pada posisi dominan (dominant hegemonic), di mana elemen 

visual latar belakang dinilai sangat efektif dalam menyampaikan atmosfer cerita 

(environmental storytelling). Di sisi lain, hasil evaluasi mencatat adanya kekurangan berupa 

inkonsistensi saturasi warna di beberapa adegan serta penyelarasan teknis audio-visual yang 

masih memerlukan perbaikan. 

Kata Kunci: Animasi 2D, 2D Background, Teori Warna Goethe, Pencahayaan 

Chiaroscuro, Reception Analyst. 
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