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Indonesia memiliki banyak sekali cerita rakyat, tetapi sangat disayangkan anak-anak usia 

sekolah dasar sebagai penerus bangsa mulai melupakan cerita rakyat. Anak – anak sekolah 

dasar lebih mengidolakan dongeng dari luar Indonesia padahal cerita rakyat Indonesia tidak 

kalah dengan cerita asing. Banyak unsur budaya dan nilai moral yang terkandung di dalam 

cerita rakyat baik untuk diketahui oleh anak-anak sejak dini. 

Cerita rakyat Indonesia yang dipilih adalah Rawa Pening, yang berasal dari Kabupaten 

Semarang. Cerita ini mengandung pesan moral itu baik untuk dijadikan contoh bagi anak-

anak. Selain itu masyarakat dari segala umur, terutama anak – anak sekolah dasar masih 

banyak yang belum mengetahui makna isi cerita rakyat tersebut. Oleh karena itu, diperlukan 

media yang dapat menarik minat anak-anak yaitu berupa film animasi. 

Cerita rakyat Rawa Pening akan disampaikan melalui media utama yaitu film animasi dengan 

menggunakan ilustrasi 2D dengan metode digital painting, disertai voice over, narator, sound 

effects, dan background musics untuk mendukung video. Melalui video tersebut diharapkan 

anak-anak sekolah dasar dapat menyadari pesan moral. Selain itu, di harapkan agar mereka 

menjadi cinta dan lebih tertarik akan cerita rakyat Indonesia. 
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 vi 

ABSTRACT 

 

RAWA PENING FOLKLORE ANIMATION FILM FOR ELEMENTARY SCHOOL 

STUDENTS 

 

By 

Valiana Sandra Wijaya 

NRP 1264085 

 

Indonesia has plenty of folklore, but it is unfortunate that elementary school students as the 

inheritors of the nation begin to forget folklores. Elementary school students prefer to admire 

fairy tales from countries other than Indonesia although Indonesian folklore is not inferior to 

foreign folklore. A lot of cultural elements and moral values included in folklores are good be 

known by children at an early age. 

Indonesian folklore that is chosen entitled Rawa Pening, originated from Semarang regency. 

This story include moral message that is good to be an example for children. Furthermore, the 

majority of people from all range of age, especially elementary school students still do not 

understand the content that the folklore provide. Therefore, it requires a medium that generates 

children’s interest which is in the form of animation film. 

Rawa Pening folklore will be delivered through main media of animation film using 2D 

illustration with digital painting method, along with voice over, narrator, sound effects, and 

background music to support the video. It is expected that through the video, elementary 

school students will acknowledge the moral message. More importantly, it is expected that 

they will love and be much more interested over Indonesian folklore. 
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