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ABSTRACT 

 
The author designed a 3D animated film that raised the theme of the 

influence of stereotypes on judgment and social interaction at the Blok M 

BCA MRT station. Using the latest animation technology and basic 

animation principles, this film tells the story of a mother and her small child 

who want to visit their grandmother's house. On their way, they meet a large 

man, and the mother displays a stereotypical attitude. It is hoped that this 

film will provide new insight into the influence of stereotypes in 3D 

animation, as well as convey a message that is clear and easy for the 

audience to understand 
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ABSTRAK 

 
Penulis merancang sebuah film animasi 3D yang mengangkat tema 

pengaruh stereotip terhadap penilaian dan interaksi sosial di stasiun MRT 

Blok M BCA. Menggunakan teknologi animasi terkini dan prinsip dasar 

animasi, film ini menceritakan tentang seorang ibu dan anak kecilnya yang 

ingin berkunjung ke rumah sang nenek. Di perjalanan, mereka bertemu 

dengan seorang pria berbadan besar, dan ibu tersebut menunjukkan sikap 

stereotip. Film ini diharapkan dapat memberikan wawasan baru tentang 

pengaruh stereotip dalam animasi 3D, serta menyampaikan pesan yang 

jelas dan mudah dipahami oleh audiens 

 

Kata Kunci : Animasi, Stereotip, Film 
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