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Abstract

TE 148525

The research purpose is to study 1) Analyze science creative thinking from

cartoon “Doraemon” 2) Study presentation pattern of cartoon “Doraemon” effect to science
creative thinking. Sample group was 50 stories of cartoon “Doraemon” that random from 750

stories. The instrument was analyzed form that consist of 1) science content from cartoon 2)
basic needs of human 3) creative thinking of writer and 4) science creative thinking from
cartoon.

The result as follow :

The most contents of science from cartoon were physics, biology, chemistry,
astronomy and geology. The most basic needs from cartoon were physical needs, safety
needs, love & belonging needs, esteem needs and self actualization. The most creative thinking of
writer was originality, flexibility, fluency and elaboration. The most science creative thinking
from cartoon was base of technology, curiosity and world wide view. The presentation pattem
of cartoon was Nobita ( the leading) do something wrong and begged' to help from Doraemon

and he will push equipment from bag to help him everytime.





