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PERANCANGAN ENVIRONMENT KAMAR UNTUK 

MENUNJUKKAN DINAMIKA SIBLING RIVALRY  

DALAM FILM ANIMASI PENDEK JUNA JUNO 

 (Shafia Azzahra Fitrianita) 

ABSTRAK 

Perancangan environment dalam film dan animasi menjadi sarana yang efektif 
untuk menyampaikan cerita tanpa menggunakan kata atau dialog. Perancangan 
environment kamar pada film animasi pendek Juna Juno digunakan untuk 
menunjukkan dinamika sibling rivalry antar tokoh kakak beradik kembar Juna dan 
Juno. Dinamika merujuk kepada sistem ikatan yang saling berhubungan dan 
memengaruhi. Dinamika sibling rivalry atau persaingan saudara pada anak 
kembar diawali oleh beberapa faktor dan berdampak pada interaksi bahkan 
ruangan dan tempat tinggal mereka. Terdapat empat dimensi sibling rivalry yang 
terdiri dari closeness/warmth, power/relative status, conflict, dan rivalry. 
Dinamika sibling rivalry tokoh Juna dan Juno dalam environment kamar mereka 
diperlihatkan melalui visual rancangan layout, pembagian sisi kamar, serta desain 
dan jarak antar properti. Penulisan ini membahas perancangan kamar untuk 
menunjukkan dinamika sibling rivalry tokoh Juna dan Juno pada saat erat dan 
renggang dari masa ke masa pada film animasi pendek Juna Juno. 

Kata kunci: Perancangan Environment, Kamar, Dinamika Sibling Rivalry, Erat, 
Renggang. 
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DESIGNING ROOM ENVIRONMENT TO SHOW SIBLING 

RIVALRY DYNAMIC IN THE ANIMATED SHORT FILM 

JUNA JUNO 

 (Shafia Azzahra Fitrianita) 

ABSTRACT 

Designing an environment for film and animation becomes an effective method to 
communicate a story without using words nor dialogue. The room environment 
design for the animated short film Juna Juno is used to showcase sibling rivalry 
dynamic between the pair of twin siblings, Juna and Juno. Dynamics refers to a 
bond system that connects and affects those around. Sibling rivalry dynamic or 
sibling rivalry in twin children are started with a few factors and affected the 
environment they lived in. There are four dimensions to sibling rivalry, ranging 
from closeness/warmth, power/relative status, conflict, and rivalry. Sibling rivalry 
dynamic in the character Juna and Juno are shown in their environment through 
the designing of visual layout, room division, including design and distances 
between properties. This paper examines the designing room environment to show 
sibling rivalry dynamic between the character Juna and Juno in closeness and 
strandedness from time to time in the animated short film Juna Juno. 

Keywords: Environment Design, Room, Sibling Rivalry Dynamic, Closeness, 
Stranded. 
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