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VISUALISASI KOSTUM DAN PROPERTI BANGSA ANGLO-

SAXON MELALUI 3-DIMENSIONAL CHARACTER DALAM 

ANIMASI PETUALANGAN MENCARI JEMBATAN DUNIA 

 (Sophia Syazwani N.) 

ABSTRAK 

Kostum dan properti merupakan aspek penting dalam dunia animasi, dimana 

keduanya tidak hanya digunakan sebagai pakaian namun juga menjadi identitas dari 

suatu bangsa. Animasi Petualangan Mencari Jembatan Dunia diciptakan sebagai 

media pembelajaran yang mampu menyederhanakan materi sejarah bagi anak, 

khususnya mengenai perkembangan Bahasa Inggris dan budaya Anglo-Saxon. 

Proses penciptaan menggunakan metode kualitatif melalui studi literatur, observasi 

visual, serta penerapan teori 3-Dimensional Character untuk 

mengimplementasikan aspek fisiologis, sosiologis, dan psikologis karakter Anglo-

Saxon ke dalam penciptaan kostum dan properti. Hasil penciptaan menunjukkan 

bahwa kostum dan properti seperti tunik, peplos dress, bros logam, perlengkapan 

perang, serta simbol keagamaan dapat diadaptasi dalam gaya ilustrasi vektor 

sederhana tanpa menghilangkan ciri historis. Visualisasi tersebut memperkuat 

konteks cerita dan membantu audiens memahami latar waktu yang ditampilkan. 

Kesimpulannya, penerapan teori 3-Dimensional Character dalam penciptaan 

kostum dan properti menjadikan animasi lebih efektif dalam merepresentasikan 

nilai-nilai historis untuk animasi edukatif anak.  

Kata kunci: Anglo-Saxon, Animasi edukatif, Desain karakter, Kostum, Properti 
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VISUALIZATION OF ANGLO-SAXON COSTUMES AND 

PROPERTIES THROUGH 3-DIMENSIONAL CHARACTERS IN 

THE ANIMATION PETUALANGAN MENCARI JEMBATAN 

DUNIA  

 (Sophia Syazwani N.) 

ABSTRACT  

Costumes and properties are essential elements in animation, functioning not only 

as clothing but also as markers of cultural identity. Petualangan Mencari Jembatan 

Dunia was created as an educational medium designed to simplify historical 

material for children, particularly regarding the development of the English 

language and Anglo-Saxon culture. The creation process employed a qualitative 

method through literature studies, visual observation, and the application of the 3-

Dimensional Character theory to integrate the physiological, sociological, and 

psychological aspects of Anglo-Saxon characters into the design of costumes and 

properties. The results show that costumes and properties such as tunics, peplos 

dresses, metal brooches, weaponry, and religious symbols can be adapted into a 

simplified vector illustration style without losing their historical characteristics. 

These visualizations strengthen the narrative context and help audiences 

understand the time period presented. In conclusion, the application of the 3-

Dimensional Character theory in designing costumes and properties enhances the 

effectiveness of the animation in representing historical values for children’s 

educational content. 

 

Keywords: Anglo-Saxon, Educational animation, Character design, Costume, 

Properties 
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