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 This research was conducted based on the importance of reference and visual 
sources for creating animated illustrations from folklore in Surakarta to be 
developed so that the contents of the folklore are known, liked, and preserved 
by the younger ones. Generation, in this case, early childhood as the nation's 
next generation. Indonesia. In our society, where the understanding and 
knowledge of early childhood about folklore are still declining, and there is no 
effort from various parties, the legacy of ancestors in Surakarta tends to be 
marginalized from time to time. This research method uses a qualitative 
descriptive approach through data sources that include folklore, literature 
studies, and interviews in folklore, illustrations, and animation through the 
stages of analysis obtained from various sources of information, both 
references and interviews conducted interactively, namely a model consisting 
of from data collection, data reduction, presentation and concluding. The stages 
of designing the folklore animation illustration are: a). Observation; b). 
Collaboration and elaboration; c). Analysis and synthesis; d). Realization; and 
e). Project finalization. The illustration process with digital techniques using a 
computer with Adobe Photoshop, Adobe Illustrator, and Corel Draw software. 
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1   Introduction 
 

The Indonesian nation has various artistic and cultural properties, where all regions have the potential for 
unique and ethnic arts that grow and develop naturally. Among them are multiple rituals, ornamental motifs, 
dance, batik, folklore, traditional games, performing arts, folk music and songs, tradition. Traditional art 
content that exists and grows in various tribes in Indonesia, folklore, dance, wayang, and other arts contain 
content full of meaning about character education as a manifestation of the transformation of the values of life 
in a person's personality so that they become one in the behavior of life in their community. Al clothes, 
traditional houses, food and drinks, rituals, etc. (Putri et al., 2019). 

One of the riches is in the form of folklore, which is currently in danger of extinction. It has begun to be 
displaced by the onslaught of modern culture, which is more accepted by our children. The children's lack of 
understanding and knowledge of folklore and if this situation is allowed to continue without any significant 
effort from various parties, their ancestor's legacy, especially in the Surakarta area, will disappear and become 
extinct. In the past, through the oral tradition carried out by the ancestors, it always contained ethical content, 
where one of them with the oral tradition was a story that developed from oral to oral, known as folklore 
(Citrawati et al., 2016). Providing material to children in educational content through various games, 
storytelling, playing, and other activities carried out correctly and according to the child's age, helping 
children develop and get to know their environment according to their age (Fikraturrosyida, 2018). 

Based on the current phenomenon, where Indonesia's younger generation's morality aspects are 
increasingly fragile with the swift culture of hedonism and individualism that has hit society in the era of 
globalization (Heriwati et al., 2020). According to Vygotsky (2004), with folklore, children through their 
imagination can inspire meaning in each story and relate it to situations in everyday life. While listening to 
folk tales, children can imagine characters they cannot see, interpret what they hear, and think about what 
they have not experienced in their daily lives (Agbenyega et al., 2017). 

The flow of globalization and modernity is increasingly swift into life, where they also hit the children. In 
current conditions, children do not know much about the meaning behind traditional folklore that originated 
from our ancestors, even though each story contains norms and ethics that can be learned and applied in 
everyday life. Nowadays, there is deterioration and awareness of these norms and ethics due to one of the 
West's impacts, which has an incompatible influence in our lives (Prilosadoso & Rosmiati, 2017). Western 
influence erodes a decline in the awareness of moral and ethical values inherited from our predecessors. One 
of the Indonesian cultures, namely folklore, is currently felt increasingly neglected our society gradually, 
especially children, has begun to leave the local culture, which has a high meaning (Rachmadian, 2016). 

Due to the above impacts in various life fields, there are moral deviations in various aspects of life. The 
condition of the younger generation is beginning not to recognize their own culture. Therefore, Indonesia's 
local wisdom which is widespread and inherent in all ethnic groups needs to be preserved. The wealth of the 
nation's civilization can be a guide in living this life (Sari et al., 2020). Solving problems in overcoming the bad 
influences faced by our society today, such as globalization, modernization, commercialization, and 
technological advances have an impact on the existence of norms and ethics of the Indonesian nation (Pujiono 
et al., 2020). Technological innovation is the main driving factor for success in this global era. Technological 
innovation has a position as the center of national development. This information technology media causes 
the communication process to have a very different style and appearance from any information and the target 
community (Guizar & Panindias, 2019). 

Therefore, alternative media are needed to develop and preserve folklore aimed at early childhood. 
Traditional arts can be accepted, and objective at the meaning of mythology can be obtained and understood 
and become their moral and ethical guidelines. Based on the above introduction, this research will develop as 
a folklore solution through animated illustrations as a medium of information, education, and useful for 
introducing moral and ethical messages in folklore in early childhood (Quan & Wang, 2004; Sauver et al., 
2012). 
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2   Materials and Methods 
 

This art research will design an animated illustration work from folklore in the Surakarta area, Central Java, 
Indonesia which aims to preserve folklore and instill character education for early childhood with a 
qualitative descriptive research approach so that can maximize the objectives of the art research. According to 
Sutopo (2003), a qualitative descriptive research methodology in designing an animated illustration work can 
explain the following: a). This method can describe the process from time to time in a natural state without 
engineering from the research team; b). The possibility of an inductive analysis process-oriented to the stages 
of exploration, discovery, and inductive logic, so that the resulting theory remains based on a real pattern; and 
c). The process of describing human behavior in a natural context (Nugrahani, 2012). In qualitative research 
as described by McLean & Campbell (2003), that in the researcher's activities are left to his own devices in the 
task of weighing the consequences that will be caused by one or another sampling method in research, 
knowing that sampling is an integral part of a series. research, which can no doubt "make or break" research. 
(Noy, 2008).  

This fine arts research is the primary data source of content, and several designs of the main 
characters from folklore in Surakarta, Central Java, Indonesia for animated illustrations of character 
education learning media. Here an outline can be explained based on the stages of designing an expository 
animation work regarding animated illustrations of folklore content with the following stages, a). Pick a 
character; b). Pick a background; c). Add dialogue, and d). Direct (Xiao, 2013). 

The research method that collaborates between technology and folklore is used through qualitative 
research methods to study in detail about the subject under study (Turan, 2014). This research uses a 
descriptive qualitative approach that focuses on describing and explaining the role of information technology, 
especially the design of animated illustrations as an alternative solution to introducing and preserving 
folklore, which is increasingly marginalized, and many early childhood children hardly recognize it at all. 
Folklore research included in this culture will examine and reveal how intangible world heritage, such as 
folklore, includes practices that erode traditional arts and their commodification (Pietrobruno, 2009). In this 
research, the method used in this research was developed by formulating principles in animation literature. 
(Kwon & Lee, 2011). 

In the development of the last decade, through the speed and rapid development of computing capacity 
and accompanied by advances in graphic design technology, multimedia learning has changed and evolved 
from sequential static text and picture frames to increasingly sophisticated and attractive visualizations. Two 
characteristics appear to be popular among instructional designers and practitioners: the use of animated 
graphics as soon as a dynamic depiction of systems is involved, and the learner's ability to interact with 
instructional media (Betrancourt, 2005). 

The stages in this art research go through various processes, one of which is the analysis process that is 
collected from various sources of information both references, literature reviews, and interviews conducted 
through interactive models, where each component of the analysis consists of the stages of data collection, 
data reduction, presentation, and the final process, namely concluding. According to Miles & Huberman 
(1994), the mechanism of the analysis stages in ongoing research is like a cycle that always interacts 
until the information obtained is complete, correct, and complete.  

 
 

3   Results and Discussions 
 

Early childhood character education through animated illustrations with folklore  
 
The rich diversity of Indonesian folk tales if early childhood knows and gets to know them will help to equip 
motor and psychomotor development, especially in shaping the children's character with distinctive 
personalities. In character education, it does not merely teach what is right and what is wrong to children. 
Still, more than in character education, it prioritizes the aspects of instilling good habits (habituation) so that 
students understand, feel, and want to do well. In other words, the notion of character education is a mission 
similar to moral education taught in the world of education (Kamaruddin, 2012).  
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Our predecessors have long passed through the oral tradition-media as an oral tradition through folk tales. 
Our ancestors have long educated their children about ethics and norms through folklore through oral 
transmission. In ancient times they could not write so that the delivery of ethics was directly through oral so 
that this tradition was passed down from generation to generation by word of mouth orally. In Budiman 
(1999) writing, it is clear that at least two generations are needed to understand folklore its existence is in 
age. As part of the culture, the tradition will usually be passed down to the next generation in its internal 
group. When the ancestors bequeathed to the next generation, they choose folklore media to instill ethics 
because the stories contain many noble values (Kristanto, 2014). 

Therefore, to introduce and pass down ethical norms as content for character education for early 
childhood, an influential media that can provide elements of education and recreation is needed (Cheung & 
Lee, 2010; Was et al., 2006). Can obtain this media by designing an animated illustration media. This 
animation’s illustrated characters adapt to the characters from the folklore’s social, economic, geographic, age, 
audience, and material. It takes the right media and means of communication in conveying a message. It deals 
with the tools that bring messages between the communicator or publisher and the communicant or user 
community. To be able to evaluate the effectiveness of various communication media, several dimensions are 
needed (Prilosadoso et al., 2019). 

The definition of illustration can be explained exposition can mean cases, examples, explanations, 
iconography, and illustrations. Image is a form of art that expresses several things, explains goals, tells a 
particular stage or process, and can describe a fantasy world (Liu, 2019). In this researcher, who specifically 
illustrates based on digital technology and animation, this animated digital illustration is an art that integrates 
various aspects of rational human thought and artistic inspiration through the development of digital 
technology, in line with the advancement and development of information technology, digital illustration art 
as an alternative solution to introducing folklore to early childhood. The animation is a visualization technique 
widely used in the world of education today, either as a whole, part of live-action, or as a unit with live-action. 
(Rosmiati et al., 2020). 

The definition of illustration can be explained exposition can mean cases, examples, explanations, 
iconography, and illustrations. Image is a form of art that expresses several things, explains goals, tells a 
particular stage or process, and can describe a fantasy world. As contained in the book Art Consortium (1986), 
the stages of designing an animation illustration are as follows which includes five processes according to 
Bandem (2005), namely: a). Observation; b). Collaboration and elaboration; c). Analysis and synthesis; d). 
Realization; and e). Project finalization. 

In this researcher, who specifically illustrates based on digital technology and animation, this animated 
digital illustration is art (Lowe, 2003; Höffler & Leutner, 2007; Lee & Magnenat-Thalmann, 2000). The image 
of a profile, in general, is initially identified from its visual elements. The facial or gesture expression 
characteristics have a meaning constructed based on the audience's visual culture or the communicant who 
interacts with the character's face. The content of animation most commonly known in the community today 
uses much technology based on Flash or Java. There is more room in educational media from an animation 
application perspective than educational approaches from other media (Xiao, 2013). 

 
 

4   Conclusion 
 

Through the stages of designing animated illustrations for folklore, namely: a). Observation; b). Collaboration 
and elaboration; c). Analysis and synthesis; d). Realization; and e). Project finalization. This research in the 
illustration process uses the digital illustration technique which is a technique of making illustrations using a 
computer, in this case, the creator learns the application's ability to create images on a computer, both in the 
form of bitmaps and vectors. The applications used for digital illustration are generally Adobe Photoshop, 
Adobe Illustrator, and Corel Draw. This research is a design in the form of animated illustrations as an 
educational medium about the content of early childhood character education folklore. It is hoped that this art 
and technology design will open alternative breakthroughs for the development of educational media through 
animation, especially character education for early childhood so that the content contained in folklore from 
Surakarta can become a reference for the development of psychology and character of early childhood to 
uphold the norms and ethics inherited from grandmothers ancestor. 
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