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MOTTO

“Believe in Yourself”

“Be as yourself as you want.”

 “Always be yourself no matter what they say and never be anyone else even if

they look better than you
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INTISARI

Berdasarkan kuesioner yang sudah di bagikan, masih banyak anak-anak di

Sanggar Sejati yang tidak mengetahui cerita rakyat Lutung Kasarung. Animasi 2D

mempunyai pengaruh yang baik ketika digunakan untuk pembelajaran anak-anak.

Dan  dengan  perkembangan  media  menggunakan  video  Animasi  2D sehingga

informasi yang disajikan akan lebih jelas dan memiliki daya tarik tersendiri.

Merancang dan membuat film animasi pendek dengan tujuan agar anak-anak

tidak melupakan cerita-cerita legenda yang ada di Indonesia, Khusunya yang ada

di Jawa Barat yang bercerita tentang Lutung Kasarung. Terutama untuk anak-anak

di Sanggar Sejati.

Penulis ingin membuat suatu video animasi 2D pada Sanggar Sejati untuk

menambah metode pembelajaran anak-anak di Sanggar Sejati. Untuk itu penulis

ingin membuat suatu video animasi 2D cerita rakyat Lutung Kasarung di Sanggar

Sejati.

Kata kunci : animasi, anak-anak, cerita rakyat, Lutung Kasarung, animasi 2D
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ABSTRACT

Based  on  the  questionnaire  that  was  distributed,  there  are  still  many

children in Sanggar Sejati who do not know the folklore of Lutung Kasarung. 2D

animation has a good effect when it is used for children's learning. And with the

development  of  media  using  2D  animation  videos  so  that  the  information

presented will be clearer and has its own.

Designing and making short animated films with the aim that children do

not forget the stories of legends in Indonesia, especially those in West Java that

tell the story of Lutung Kasarung. Especially for children in the True.

The author wants to make a 2D animated video on Sanggar Sejati to add

learning methods for children in Sanggar Sejati. For this reason, the writer wants

to make a 2D animated video of the Lutung Kasarung folklore in the True Studio.

Keywords: animation, children, folklore, Lutung Kasarung, 2D animation
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