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PERANCANGAN TOKOH DALAM MENGGAMBARKAN 
ARCHETYPE PADA FILM ANIMASI PENDEK 2D WEEPING 

WINGS 

Natasha Indrawinata 

ABSTRAK 

Dalam film, pencerminan sifat tokoh ke dalam bentuk visual disebut dengan 
perancangan tokoh. Skripsi ini membahas bagaimana archetype dapat digunakan 
sebagai dasar dalam perancangan tokoh pada film animasi pendek 2D Weeping 
Wings. Penelitian berfokus pada dua karakter utama, Rara dan Fefe, yang masing-
masing mewakili archetype the innocent dan the caregiver menurut teori Pearson 
(2012). Pendekatan ini bertujuan untuk menciptakan karakter yang tidak hanya 
menarik secara visual, tetapi juga mampu menyampaikan makna naratif secara 
simbolik. Desain karakter dikembangkan melalui tiga elemen utama yaitu bentuk 
dasar, kostum, dan pola sayap, yang dipengaruhi oleh teori perancangan tokoh serta 
elemen budaya seperti kaca patri dan beberapa jenis bunga. Hasil akhir 
menunjukkan bahwa penggunaan archetype dalam desain tokoh efektif dalam 
memperkuat pesan cerita, terutama dalam konteks pengalaman perempuan dalam 
menghadapi kekerasan seksual di lingkungan sehari-hari. 

Kata kunci: Perancangan tokoh, Archetype, Animasi 2D, Weeping Wings 
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PORTRAYING ARCHETYPES IN CHARACTER DESIGN 

FOR 2D ANIMATED SHORT FILM WEEPING WINGS 

Natasha Indrawinata 

ABSTRACT 

In films, reflecting character traits into its visual form is done through the work of 
character design. This thesis discusses how archetypes can be used as a basis for 
character design in the 2D short animated film Weeping Wings. The research 
focuses on two of the film’s main characters, Rara and Fefe, who respectively 
represent the archetypes of the innocent and the caregiver according to Pearson's 
theory (2012). This approach aims to create characters that are not only visually 
pleasing, but are also able to convey the story’s narrative meaning symbolically. 
The character design was developed through three main elements, namely shape, 
costume, and wing patterns, which were influenced by the character design theory 
as well as cultural elements such as stained glass and several types of flowers. The 
final results show that the use of archetypes in character design is effective in 
strengthening the story's message, especially in the context of women's experiences 
in facing sexual violence in everyday environments. 

Keywords: Character Design, Archetype, 2D Animation, Weeping Wings 
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