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ABSTRACT

This study developed the screenplay for 3D animated film "Lost Spirit" using a
realistic fiction narrative approach and the Practice-Based Research (PBR)
method. The research was motivated by the high prevalence of alcohol addiction
among young adults, specifically those in the "emerging adulthood" phase, a period
characterized by identity exploration, emotional instability, and vulnerability to
environmental influences and addictive behaviors. Observations of young adults in
Jakarta revealed the relevance of this phenomenon to their lives, as they face social,
academic, and professional pressures that can trigger escapist behaviors and
psychological issues. A realistic fiction narrative approach was selected for its
ability to foster emotional engagement through real-life conflicts, thereby allowing
the message regarding alcohol addiction to be conveyed with greater empathy. The
film aims to provide a realistic portrayal of addiction, serving as a medium for
reflection on the impact of alcohol and the recovery process. Evaluations by
psychiatrists and psychology graduate indicated that the animation realistically
depicted internal conflict and alcohol addiction, although the main character's
emotional conflicts required further strengthening and elements of recovery
support, such as therapy, needed to be incorporated. The film is intended to serve
as a tool for reflection on the consequences of alcohol use and the recovery journey
for individuals struggling with addiction.

Keywords: Alcohol addiction, Young Adults, Emerging Adulthood Phase, Realistic
Fiction, Animation Film, Practice-Based Research.

ABSTRAK

Penelitian ini mengembangkan skenario film animasi 3D “Lost Spirit” dengan
pendekatan naratif fiksi realistis menggunakan metode Practice-Based Research
(PBR). Penelitian dilatarbelakangi oleh tingginya kasus adiksi alkohol pada
kelompok usia dewasa muda, khususnya pada fase emerging adulthood yang
ditandai dengan eksplorasi identitas, ketidakstabilan emosional, serta kerentanan
terhadap pengaruh lingkungan dan perilaku adiktif. Melalui observasi dewasa muda
di Jakarta, fenomena tersebut menjadi relevan dengan kondisi kehidupan dewasa
muda yang menghadapi tekanan sosial, akademik, maupun pekerjaan yang dapat
memicu perilaku pelarian dan permasalahan psikologis. Pendekatan naratif fiksi
realistis dipilih karena mampu membangun keterlibatan emosional melalui konflik
yang relevan dengan kehidupan nyata sehingga pesan mengenai adiksi alkohol
dapat disampaikan secara lebih empatik. Film animasi ini dibuat untuk menciptakan
representasi adiksi yang realistis sebagai media berefleksi mengenai dampak
alkohol dan proses pemulihan. Hasil evaluasi oleh psikiatri dan sarjana psikolog
menunjukkan bahwa animasi telah merepresentasikan konflik batin dan adiksi
alkohol secara realistis, meskipun masih diperlukan penguatan pada konflik
emosional karakter dan penambahan unsur dukungan pemulihan seperti terapi. Film
animasi ini diharapkan dapat menjadi media refleksi mengenai dampak alkohol
serta proses pemulihan bagi individu yang mengalami adiksi.

Kata kunci: Adiksi Alkohol, Dewasa Muda, Fase Emerging Adulthood, Fiksi
Realistis, Film Animasi 3D, Practice-Based Research.
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