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PERANCANGAN DAN PENERAPAN SET DAN PROPERTI 
UNTUK MENGGAMBARKAN 3D KARAKTER DALAM FILM 

RUANG KELUARGA  (2025) 
Rusyda Inayati Arham 

ABSTRAK 

Film pendek Ruang Keluarga (2025) mengangkat kisah Rafi, seorang remaja SMP 
yang mengikuti lomba melukis bertema keluarga di saat kondisi keluarganya telah 
hancur. Skripsi penciptaan ini berfokus pada perancangan dan penerapan set dan 
properti untuk memvisualisasikan 3D Karakter Rafi secara mendalam. Penulis, 
yang bertindak sebagai Production Designer, memilih kamar Rafi sebagai fokus 
desain artistik karena mampu mencerminkan kepribadian, kondisi emosional, dan 
konflik karakter. Landasan teori yang digunakan adalah konsep Mise-en-scène 
(termasuk Setting dan Properti) dan teori 3D Karakter (fisiologi, sosiologi, dan 
psikologi) dari Egri (1960). Proses perancangan dilakukan dari tahap pra-produksi 
hingga produksi untuk mewujudkan set kamar yang sesuai dengan karakteri Rafi. 
Hasil perancangan menunjukkan bahwa kamar Rafi dibuat dengan nuansa 
sederhana, minim dekorasi, dan kesan tertutup, merepresentasikan psikologi Rafi 
yang sensitif, pendiam, namun ambisius. Properti kunci seperti lukisan dan gambar 
berfungsi sebagai visualisasi eksplisit dari hobi melukis dan kebutuhan 
emosionalnya akan keluarga bahagia. Kesimpulannya, perancangan set dan properti 
kamar Rafi berhasil merepresentasikan 3D Karakter tokoh utama untuk 
memperkuat naratif dan visual film Ruang Keluarga (2025).  
 

Kata kunci: 3D Character, Set, Properti, Keluarga 
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DESIGN AND IMPLEMENTATION OF SETS AND 
PROPERTIES TO DEPICT THE 3D CHARACTER OF RAFI IN 

THE FILM RUANG KELUARGA (2025) 
 (Rusyda Inayati Arham) 

ABSTRACT  

The short film Ruang Keluarga (2025) tells the story of Rafi, a junior high school 
student who participates in a family-themed painting competition when his family's 
condition has been destroyed. This creation thesis focuses on the design and 
application of sets and properties to visualize Rafi's 3D character in depth. The 
author, who acts as Production Designer, chose Rafi's room as the focus of the 
artistic design because it is able to reflect the personality, emotional state, and 
character conflict. The theoretical basis used is the concept of Mise-en-scène 
(including Setting and Properties) and the 3D Character theory (physiology, 
sociology, and psychology) from Egri (1960). The design process was carried out 
from the pre-production stage to production to create a room set that suits Rafi's 
character. The design results show that Rafi's room is made with a simple nuance, 
minimal decoration, and a closed impression, representing Rafi's psychology which 
is sensitive, quiet, but ambitious. Key properties such as paintings and drawings 
serve as an explicit visualization of his painting hobby and his emotional need for 
a happy family. In conclusion, the design of the set and properties of Rafi's room 
successfully represented the 3D character of the main character to strengthen the 
narrative and visuals of the film Ruang Keluarga (2025).  
 

Keywords: 3D Character, Set, Property, Family 
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