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DESAIN TOKOH ANIMASI SEBAGAI STRATEGI VISUAL 

STORYTELLING PADA IDENTITAS MEREK PARFUM 

TERRAN 

 (Naomi Kwan) 

ABSTRAK 

 

Penelitian ini membahas perancangan desain tokoh animasi sebagai strategi visual 

storytelling dalam membangun identitas merek parfum Terran, sebuah brand 

parfum startup mahasiswa Universitas Multimedia Nusantara (UMN) di bawah 

naungan Skystar Ventures. Pembuatan desain tokoh animasi dilakukan untuk 

memperkuat komunikasi visual dan memperjelas narasi merek Terran melalui 

pendekatan karakter yang terinspirasi dari tema budaya Asia Timur. Proses 

perancangan karakter mengacu pada teori Character Design dari Tom Bancroft, 

konsep Three-Dimensional Character menurut Lajos Egri, serta kajian literatur 

mengenai karakteristik biologis dan simbolik dari dua jenis burung yang menjadi 

inspirasi utama, yaitu red-crowned crane dan long-tailed tit. Melalui penerapan 

teori-teori tersebut, penelitian ini menghasilkan dua karakter animasi utama Terran, 

yaitu Water Blossom, yang didasarkan pada burung red-crowned crane, dan 

Mandarin, yang terinspirasi dari burung long-tailed tit. Kedua karakter ini 

dikembangkan melalui proses riset visual, analisis simbolik, serta pembuatan 

konsep kepribadian dan bentuk fisik karakter. Hasil akhir penelitian berupa desain 

tokoh animasi yang tidak hanya merepresentasikan estetika Asia Timur, tetapi juga 

mampu mendukung narasi brand Terran melalui visual storytelling yang konsisten 

dan bermakna. 

 

Kata kunci: Terran, Desain tokoh animasi, Visual storytelling 
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ANIMATED CHARACTER DESIGN AS A VISUAL STORYTELLING 

STRATEGY FOR THE BRAND IDENTITY OF TERRAN PERFUME 

 (Naomi Kwan) 

 

ABSTRACT  

This research discusses the design of animated characters as a visual storytelling 

strategy for building the brand identity of Terran, a student startup perfume brand 

from Universitas Multimedia Nusantara (UMN) under the Skystar Ventures 

incubator. The creation of the animated character designs aims to strengthen visual 

communication and clarify Terran’s brand narrative through a character-based 

approach inspired by East Asian cultural themes. The character design process 

refers to Tom Bancroft’s Character Design theory, Lajos Egri’s concept of the 

Three-Dimensional Character, as well as literature studies on the biological and 

symbolic characteristics of two bird species that serve as the main inspirations: the 

red-crowned crane and the long-tailed tit. Through the application of these 

theories, the study produces two main animated characters for Terran: Water 

Blossom, based on the red-crowned crane, and Mandarin, inspired by the long-

tailed tit. These two characters were developed through visual research, symbolic 

analysis, and the creation of personality concepts and physical forms. The final 

result of this research is a set of animated character designs that not only represent 

East Asian aesthetics but also effectively support Terran’s brand narrative through 

consistent and meaningful visual storytelling. 

 

Keywords: Terran, Animated character design, Visual Storytelling 
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