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ABSTRAK 

PERANCANGAN PRODUK CERITA DIGITAL FILM 

ANIMASI 2D PERILAKU SOPAN SANTUN 

Oleh : Rengga Herman Saputra 

 

The booming of television programs for children, especially packaged in the form 

of cartoons and animationattract children as well as the concerns of their parents. 

Children are the largest animation audience .They range between 6 to 12 years. In 

the United States, Britain and Australia, children spend most of their time 

watching television. Each of them spends an average of 20-25 hours per week. 

The television unit officially registered in Indonesia reached an estimated 9 

million and a total of 14 million units. By looking at the ratio of television unit 

owners and demographic data that showed 37 percent of Indonesia's population 

aged 0-14 years, it can be concluded that the largest television’s audience are 

children.  

      The tendency of the child's behavior does not reflect Indonesia's eastern 

culture courtesy anymore. Children are more prone to play with a modern gadget. 

A lot of them have not learned much about manner and courtesy.  Television 

programs should be able to be a learning media for children. Yet, what we have 

today are programs that lack of educational properties. Parent’s control when their 

children watching television can change the children behavior. Along with the 

development of science and modern life,  people have more demands on 

electronic media and audio visual. Television now become an integral part of life 

human’s life. Film as one of audio visual media strongly influenced the audience. 

The potential magnitude to change the community has raised the pros and cons. 
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