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ABSTRAKSI 

Dalam tugas akhir ini penulis merancang tokoh baik, lugu dan penakut serta 

tokoh jahat, licik dan penindas yang nantinya di implementasikan ke dalam 

media motion comic, dalam proses pembuatan motion comic ini penulis 

melakukan riset serta referensi yang mendukung pembuatan tokoh lugu dan 

penakut yang penulis buat. Penulis juga menggunakan konsep three 

dimensional character development yang mempertimbangkan aspek 

psikologis, fisiologis, dan sosiologis tokoh. Penulis mengambil tema horor 

untuk mengaitkan tokoh baik, lugu dan penakut serta tokoh jahat, licik dan 

penindas dalam cerita ini.  

Kata kunci: Motion comic, tokoh, bentuk tokoh, protagonis, antagonis,  
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ABSTRACT 

In this thesis the author designed the nice, innocent and timid character also 

Evil, sly and bully character that will be implemented into the media motion 

comic, in the process of making motion comic writer doing research and 

references that support the creation innocent and timid character that the 

author made. The author also uses the concept of three dimensional character 

development that consider the psychological, physiological, and sociological 

aspect of the character. The author takes the theme of horror to associate the 

nice, innocent and timid character and also Evil, sly and bully character in 

this story.  

Keywords: motion comic, character,character shapes,protagonist,antagonist 
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