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INTISARI

Masa kanak-kanak adalah masa yang paling tepat untuk mendidik anak
dalam beragam ilmu pengetahuan, khususnya pendidikan agama. Sejak dini
mereka mulai diperkenalkan dan diajarkan secara langsung ilmu agama,
contohnya berjamaah di masjid, sehingga ketika dewasa mereka terbiasa
melakukan jamaah di masjid. Itu sebabnya, kebiasaan sholat berjamaah di masjid
perlu diajarkan, selain oleh para guru di TPA maupun oleh para orang tua ketika
berada di rumah.

Saat ini.media pembelajaran bagi anak sangatlah beragam, mulai dari
buku cerita, film di televisi, maupun video pembelajaran yang ada di internet.
Sebagi contoh video kumandang adzan, apabila dikemas dengan cerita,
penokohan karakter, serta environment yang bagus serta pas untuk ukuran anak-
anak yaitu berupa film animasi maka bisa dijadikan sebagai media ajar bagi
mereka untuk meningkatkan rasa keinginannya pergi berjamaah ke masjid.

Perancangan animasi 3D “kumandang adzan” sebagai media ajar bagi
anak-anak TPA masjid al-Hidayah dengan Konsep rural life diharapkan dapat
memberi manfaat bagi pembaca, khususnya bagi mereka yang tertarik tentang
dunia animasi 3D.

Kata Kunci : 3D, Media Ajar, Masjid, Rural Life
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ABSTRACT

Childhood is the most appropriate time to educate children in a variety
of science, especially religious education. In the first time they were introduced
and taught directly about religious education, for example congregation in the
mosque, so that when they are adult, they are accustomed to the congregation in
the mosque. That is why, habit of pray in the mosque need to be taught by
teachers or by parents when at home.

Now Days the education via media for children is very diverse, ranging
from books, movies on television, as well as instructional videos are available on
the internet. For example a video call to prayer, when packed with stories,
characterizations of the characters, as well as a good environment and fit to the
size of the children in the form of an animated film, it can be used as teaching
media for them to improve the taste of his desire to go to the mosque
congregation.

Designing 3D animation "call prayer" as a learning media for kids of
TPA al-Hidayah mosque with the concept of rural life is expected to be beneficial
to the reader, especially for those who are interested about the world of 3D
animation.

Keyword : 3D, Learning Media, Mosque, Rural Life

XiX



