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ABSTRAK

This research examines the design of an animated film with the title “Screw It!”
and becomes a problem solving educational media. The making of this animated
film aims to provide learning about responsibility and problem solving in
elementary school children and improve academic literature, especially in the
development of animation and multimedia-based learning media. This research
focuses on the 2D animation compositing method with NLE (Non Linear Editing)
software or in the general language of Video Editing Software, namely Davinci
Resolve, and sound design by manipulating audio through the fairlight page in
Davinci Resolve software to have immersive and interactive audio in the “Screw
It!” animated film. This research uses qualitative data collection techniques by
conducting interviews with parents, animation practitioners, and educators. The
results of this research show that the animated film “Screw It!”’ can be used as an
educational media for problem solving and responsibility among elementary school
children.

Keyword: Animation, Problem Solving, 2D Compositing, Sound Design

Penelitian ini mengkaji mengenai perancangan film animasi dengan judul “Screw
It!” serta menjadi media edukasi problem solving. Pembuatan film animasi ini
bertujuan untuk memberikan pembelajaran mengenai tanggung jawab dan
pemecahan masalah pada anak sekolah dasar serta meningkatkan literatur
akademik, terutama dalam pengembangan media pembelajaran berbasis animasi
dan multimedia. Penelitian ini berfokus pada metode compositing animasi 2D
dengan software NLE (Non Linear Editing) atau dalam bahasa umumnya Video
Editing Software yaitu Davinci Resolve, serta sound design dengan cara manipulasi
audio melalui halaman fairlight dalam perangkat lunak Davinci Resolve agar
memiliki audio yang imersif dan interaktif pada film animasi "Screw It!". Penelitian
ini menggunakan teknik pengumpulan data kualitatif dengan cara melakukan
wawancara dengan orangtua murid, praktisi animasi , serta tenaga pendidik. Hasil
penelitian ini menunjukkan bahwa film animasi "Screw It!" dapat dijadikan media
edukasi untuk problem solving dan tanggung jawab terhadap kalangan anak sekolah
dasar.

Kata Kunci: Animasi, Pemecahan Masalah, Pengomposisian 2D, Desain Suara
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