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ABSTRAK

Komik merupakan media hiburan yang saat ini berpotensi tinggi dan telah disebar
luaskan serta diadaptasi ke dalam bentuk digital. Komik juga telah dipadukan
dengan animasi serta diberi suara dan musik sehingga tercipta motion comic. Baik
dalam film, novel, maupun komik, karakter memegang peran penting di
dalamnya. Karakter harus dibuat secara matang karena karakter dapat menuntun
penonton atau pembaca mengikuti tahapan alur cerita serta menyampaikan pesan-
pesan yang ingin disampaikan oleh seorang penulis. Karakter juga dapat
mempengaruhi pikiran dan emosi serta dapat merubah perilaku penonton atau
pembaca.

Dalam tugas akhir yang berjudul “Perancangan Visual Karakter dalam Motion
Comic “Talitha™”, penulis akan membahas mengenai proses perancangan karakter
dengan menggunakan elemen-elemen penting untuk mendesain karakter seperti
archetype, 3 dimensi karakter, bentuk, serta gesture dan ekspresi.

Kata kunci: (komik, motion comic, desain karakter, archetype, 3 dimensional

character)
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ABSTRACT

Comic books, an entertainment that is considered a highly potential media and
has been distributed and adapted into digital forms. Comic books are also
combined with animation furthermore given sounds and music which then
produce motion comics. Whether in movies, novels, or comic books, character
holds a significant role in it. A character has to be designed thoroughly because it
has the capabilities to lead readers or audience to go through the scenario and
also to convey the writer’s message. A character also has the capability to affect
the audience’s thoughts and emotions moreover alter their behaviour.

In this final project, titled “Perancangan Visual Karakter dalam Motion Comic
“Talitha™”, the author will explain the process of designing a character by
applying essential caharacter design elements such as archetypes, 3 dimensional
character, shape, gesture and expression.

Keywords: (comic books, motion comic, character design, archetypes, 3
dimensional character)
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