
 

Journal of Multimedia Trend and Technology - JMTT 

Vol. 2, No. 2, August  2023, ISSN 2964-1330 

https://journal.educollabs.org/index.php/jmtt/ 
 

 

80 

 
This work is licensed under a Creative Commons Attribution-NonCommercial-ShareAlike 
4.0 International License. 

 

Making “Si Mbah” Illustrational Asset for Whatsapp 
Stickers Need Using MDLC Method 

 
Risqi Dwiarto1, Argiyan Dwi Pritama 2, Ilham Albana3 

 

1 Informatics Department, 2Information Systems Departement, 3Information Technology 
Departement Amikom University, Purwokerto, Central Java, Indonesia 

Email: 1risqidwi65@gmail.com, 2argiyandwi@amikompurwokerto.ac.id, 
3ilhamalbana@amikompurwokerto.ac.id 

  
 
ARTICLE INFO ABSTRACT 

 

History : 

Submit on 16 January 2023 
Review on 19 February 2023 
Accepted on 28 February 2023 

Keyword : 

Sticker Animation, 
Communication,  
MDLC,  
Mobile,  
WhatsApp 

The rapid development of technology in the current era 
of globalization has brought many advances in various 
social aspects. The popularity of mobile devices as a 
means of communication has increased in recent years 
due to their high mobility. Currently there are many 
applications Messenger which has spread to the general 
public using messaging applications to send messages in 
the form of text, audio and even files and videos. Verbal 
communication when chatting is prone to emotional 
misinterpretation, not infrequently a joke is interpreted 
as something serious so that miscommunication occurs. 
Not infrequently misunderstandings like this will have an 
impact on tenuous relationships and feelings of 
discomfort. Using informative and attractive visual media 
can definitely make people read carefully and understand 
the audience better. Thus it can be concluded that the use 
of animated visual media labels with the MDLC method 
can make it easier for the audience to receive information 
that is clearer and easier to understand. 
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INTRODUCTION 

The rapid advancement of technology in the current era of globalization provides 
many benefits for society at various levels. These technological advances are likely to 
have a significant impact on human needs and everyday life in relation to information and 
communication that is available using technology by humans to help people do their jobs 
which is important for everyday life [1]. In recent years, due to increased mobility, these 
technological developments have had to be complemented by advances in human 
resource management as the use of mobile devices has increased. One of the fastest 
growing mobile devices is the smartphone that almost everyone has. Mobile phones, 
which originally functioned as a means of communication, now offer more than a 
multitude of functions [2]. 

Communication is a basic human need. In addition, daily life certainly requires 
communication with the environment including parents, neighbors, friends and relatives. 
Through communication, it can be conveyed to those around us what we want to convey. 
The need to communicate offline, even online. The development of information and 
communication technology that supports this is one of the solutions. WhatsApp, Line, 
Twitter and Instagram are very popular means of communication in cyberspace for 
ordinary people [3]. 

Currently, many applicationsMessenger which is popular in the world. Parents and 
teenagers are now familiar with the internet and its many gadgets. Many people 
useMessenger as a means of communication. ApplicationMessenger makes it possible to 
send messages in the form of text, voice, even files and videos. In development, founders, 
application makers, and developers compete with each other to improve functions and 
facilities to increase customer convenience and get customers [4]. Stickers are detailed 
sketches of characters that represent emotions, feelings or actions you want to take in 
communicative activities. Communication is a symbolic process. Stickers can express the 
feelings of the message sender [5]. 

WhatsApp is an applicationMessenger which is similar to the applicationShort 
Message Service (SMS), it's just that it uses internet data instead of credit. WhatsApp was 
founded in California City in 2009 by Brian Acton and Jan Koum [6]. They are former 
employees of Yahoo which is a well-known technology company. In the early stages of 
WhatsApp development, many obstacles made Jan Koum almost give up. But his efforts 
were not in vain. Jan Koum succeeded in developing the WhatsApp application for iOS on 
February 24, 2009 under the name WhatsApp Inc. [2]. 

Verbal communication in chat can be emotionally misleading, and it's not 
uncommon for jokes to be interpreted as serious and misunderstood. Such 
misunderstandings often lead to fragile relationships and insecurities. Twitter is often a 
hot topic, as are conversations between students and teachers where there are alleged 
misunderstandings. Misinterpreting messages sent by students evokes the emotions of 
lecturers and questions student ethics [7]. A media with its own network clearly does not 
convey impressions and emotions. Now there is a feeling of welcome in the voice in the 
form of tone of voice, facial expressions, gestures, etc [7]. 

A sticker is a detailed graphic design of a character that represents an emotion, 
feeling, or action you want to take in a messaging activity. Communication is a symbolic 
process [5]. Stickers can express the emotions of the message sender. Through WhatsApp 
stickers, people communicate the symbols identified in the stickers as an expression of 
what they feel but are not understood by others [8]. Non-verbal communication through 
stickers. The sticker itself can function as a powerful tool for internet users to 
communicate with fellow users, reducing misunderstandings in interpreting the message 
that internet users want to convey. Indirectly, the symbol or the transmission of the 
symbol indicates that the user has chosen an emotion based on mutual agreement. Sticker 
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images in most formats for WhatsApp are loved by today's millennial generation. All ages 
can use humorous images that include celebrations, satire, and modern activities [5]. 

Based on the background above, the author worked on designing siMbah stickers, 
using an applicationMessenger as a visual communication tool in the form of images that 
can be used in the WhatsApp chat system itself and also express emotional feelings or 
actions. in communication activities [9]. 

METHOD 

 
Figure 1 MDLC Multimedia Development Stages 

The method used for system development in this study is the Luther concept, 
namelyMultimedia Development Life Cycle (MDLC) consists of six phases viz concept, 
design, material collection, production, testing and distribution. The six steps actually do 
not have to be sequential, they can be exchanged.The type of research that should be used 
always depends on the problem being investigated, not the type of research that first 
defines the problem and then defines the problem. because research is done because of a 
problem[10]. Of course, the reasons for choosing a method lie in the research questions, 
research objectives and appropriate research procedures, expected results and suitability 
for the target group or research conditions [9]. 

Material collection is the stage where materials are collected according to 
processing requirements [11]. These materials include looking for references for 
character illustrations, sketching illustration assets by observing, imitating, and 
modifying (ATM). This phase can run parallel to the production phase. However, it is also 
possible that the material gathering phase and the production phase are linear, not 
parallel. 

The manufacturing or production stage is the stage of producing all multimedia 
objects or materials. Making stickers based on a sketch of a picture, emphasizing the 
outline and tidying it up, then giving it an attractive color and then making a short 
animation or often called a gif animation. 

The testing phase is carried out after the creation stage is complete by running the 
gif animation and seeing if there are errors or not. 

The distribution stage is the stage where all production results are distributed, at 
this stage the label design is stored in the data carrier. This phase can also be called the 
evaluation phase for the development of finished products to improve them. The results 
of this evaluation can be used as input in the next product concept stage, namely. by 
uploading stickers to WhatsAppMessenger and then distributing it.  
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RESULTS AND DISCUSSION 

1. Draft 
The design of siMbah character stickers uses important basic concepts to 

make them easily recognizable. The following are some important concepts in 
character design: 
1. Visual Style Determination, choosing a visual style that suits the character 

and purpose. Visual style can include aspects such as realism, cartoon, 
anime, fantasy or sci-fi. 

2. Unique Attributes, adding special attributes that make the character stand 
out more and be easily recognized. These can be physical features, such as 
striking hair or tattoos, or non-physical attributes, such as accessories or 
special skills. 

3. Color and Value, choosing the right color can have a big impact on 
character. Color can help communicate personality, mood or additional 
information about a character. In addition to color, consider the values 
(brightness or darkness) in your design to create an interesting contrast. 

4. Consistency, it's important to maintain consistency in character design, 
especially if you have several characters in the same story. Keep design 
elements such as body proportions, styling, and colors consistent so the 
characters look aligned. 

2. Design 
Design or design is the stage of making specifications regarding character 

illustrations that will be made including sketches based on reference searches 
which are then observed, imitated, then modified, material requirements for 
illustration assets. After the concept stage is carried out, a clear picture of what 
must be done After that, think about how to form the design. 

3. Collection of Materials 
The stage of collecting materials or resources used in animation or 

character design. These resources are materials, images or animations that you 
can create yourself or take from existing materials. As for the collection of 
materials used to make the character siMbah: 
1) The resulting reference search is then retrieved and processed according to 

the needs of the design concept [12]. 
2) Sketches, advance planning and planning sections are effective in directing 

and determining planning results [13]. Sketches help solve problems and 
find solutions. In the sketching process, you can test various approaches and 
design alternatives to solve the problem at hand. Sketches make it possible 
to see and understand better those aspects of the design that need to be 
changed or improved. Sketches also play an important role in planning and 
scheduling. In more complex design processes, sketches are used to plan 
workflows, arrange layouts, and determine the steps to be taken in 
implementing the design. 

4. Making 
The production stage is the stage where all multimedia materials or 

materials are processed. The gif stickers are created from the design stage. At 
this stage, all the sketches that have been made will be combined into one 
complete animation that can move and be repeated according to the frame [14]. 
This stage uses several software such as the Paint Tool SAI application, 
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CorelDraw, and Adobe After Effects. This stage is the stage of making all 
multimedia objects based on the designs that have been made before. Paint Tool 
SAI as tools sketch and coloring sketches, CorelDraw is used for tidying up 
sketches, Sticker Maker is for distributing animated stickers which will then be 
uploaded to the WhatsApp application and Adobe After Effects is used to 
animate designs that have been made. 

 

 
Figure 2 Arrangement of Illustration Asset Sketches 

 

 
Figure 3 Animating the Design That Has Been Made 

5. Testing 
This test is the stage where the video is played back to see if there are 

errors or not. The first phase of this test is called the alpha phase, in which the 
manufacturers themselves carry out this testing. After passing, beta testing will 
be carried out with end users [15]. 

6. Distribution 
This stage begins with saving the "siMbah" gif sticker package on a 

storage/distributed media such as uploading it to WhatsAppMessenger through a 
third party called 'Sticker Maker' then distributes a link in the form of a "siMbah" 



Journal of Multimedia Trend and Technology - JMTT 

Vol. 2, No. 2, August 2023, ISSN 2964-1330 

https://journal.educollabs.org/index.php/jmtt/ 
 

 

Risqi Dwiarto, Argiyan Dwi Pritama, Ilham Albana | 85 

gif sticker package to each student and the community and distributes it through 
social media platforms. 

The final result of the “siMbah” character animated sticker design 
consists of 35 sets of designs with the title of the sticker package “siMbah” 
displayed as follows : 

 

 
Figure 4 SiMbah Sticker Pack 
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CONCLUSION 

The conclusion from the research above with the title "MAKING OF MBAH'S 
ILLUSTRATIONAL ASSETS FOR THE NEED OF WHATSAPP STICKERS USING THE MDLC 
METHOD" is as follows application usage mediaMessenger used as a visual information 
medium in the form of an image that can be applied in a chatroom system that is in 
WhatsApp itself and is also used to represent emotional feelings or actions that you want 
to do in messaging activities. The application of the multimedia development life cycle 
(MDLC) method to educational media using animated stickers is considered appropriate, 
starting from the six stages of the concept selection process, planning, collecting the 
required aspects, preparing material, prototyping, testing the prototype. to the 
distribution stage Using animated stickers as teaching tools and instead of text or verbal 
information offers opportunities for greater public acceptance and can be easily 
distributed independently. Certainly useful for the community as a source of visual 
education that is educational and informative for the wider community. 
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