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INTISARI 

Film kartun dewasa ini mulai dikenal luas di masyarakat. Semakin banyak 

tayangan televisi yang menghadirkan film animasi di hari-hari tertentu terutama 

dihari libur anak sekolah. Film animasi sangat digemari oleh anak-anak maupun 

orang dewasa karena bisa memberikan hiburan dan juga memberikan pesan moral 

di dalamnya.  

Film animasi dapat dibedakan menjadi dua jenis, yaitu animasi 2D dan 

animasi 3D, yang dibuat dengan software multimedia yang sudah tersedia. Ide 

pembuatan film animasi bisa diambil dari dunia hewan.  

Pembuatan film animasi “Petualangan Bongs” mengangkat cerita tentang 

pembulliyan seekor ikan kepada kecebong karena bentuknya yang buruk rupa. 

Diharapkan dari pembuatan film ini dapat menghibur, menambah referensi film 

kartun dan juga untuk menyampaikan pesan moral kepada penontonnya terutama 

anak-anak. 

 

Kata Kunci: film kartun, animasi, multimedia, moral, cerita. 
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ABSTRACT 

Today's cartoon films are becoming widely known in the community. More 

and more television shows that present animated films on certain days, especially 

on school holidays. Animated films are very popular with children and adults 

because they can provide entertainment and also provide moral messages in it.  

Animated films can be divided into two types, namely 2D animation and 

3D animation, which are made with multimedia software that is already 

available. The idea of making animated films can be taken from the animal world.  

The making of the animated film “The Adventure of Bongs” raises the 

story of membulliyan a fish to the tadpole because of its ugly shape. It is expected 

that the making of this film can entertain, add references to cartoon films and also 

to convey moral messages to the audience, especially children. 

 

Keyword: cartoon film, animation, multimedia, moral, story. 
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