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PERANCANGAN ENVIRONMENT ANIMASI WEEPING 

WINGS DALAM MENGGAMBARKAN PENCEMARAN 

DUNIA TOKOH 

 (Daniella Elizabeth Herren Tjendro) 

ABSTRAK 

Environment design berfungsi untuk menggambarkan tema dan pesan yang 
disampaikan dalam film melalui rancangan set dan props. Penelitian ini bertujuan 
untuk menemukan rancangan environment design agar dapat menggambarkan 
pencemaran dunia Rara, tokoh utama dalam film animasi Weeping Wings yang 
mengalami pelecehan seksual ketika beranjak dewasa. Penelitian dibatasi pada latar 
kolam nektar dan altar bunga berdasarkan aspek bentuk, tata ruang, dan metafora 
visual. Penelitian didukung dengan observasi terhadap acuan film dan studi literatur 
terhadap teori worldbuilding, penafsiran arsitektur, metafora visual, dan 
simbolisme arsitektur Gothic. Berdasarkan teori tersebut, perubahan pola pikir yang 
dialami Rara direpresentasikan melalui set dan props yang melambangkan 
kehancuran seperti pencemaran nektar, duri yang invasif dan material yang rusak.  
 
Kata kunci: Environment Design, Metafora Visual , Weeping Wings  
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ENVIRONMENT DESIGN IN THE ANIMATED FILM 

WEEPING WINGS ON DEPICTING A CORRUPTED WORLD 

 (Daniella Elizabeth Herren Tjendro) 

 

ABSTRACT  

Set and props in environment design represent a film’s central theme and message. 
The purpose of this research is to create an environment design that depicts the 
corruption of Rara’s world-the main character in the animated film Weeping 
Wings-caused by her sexual assault. This research is limited to two environment 
designs: the Pool of Nectar and the Flower Altar. The two setitngs are analyzed 
based on its shape design, room layout and visual metaphors. This research is 
supported by observation and literary studies of various theories, such as: 
worldbuilding theory, interpretation of architecture, visual metaphors, and Gothic 
symbolism. Based on those theories, the change in Rara’s view towards the world 
around her is represented through set and prop design that represent destruction, 
such as soiled food (nectar), invasive thorns, and broken material.  
 
Keywords: Environment Design, Visual Metaphor, Weeping Wings   
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