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Resumen

Diseiio grafico de un cortometraje animado que sensibiliza sobre el uso del
celular en la infancia

El celular como “pacificador instantaneo” en nifos se ha consolidado como
una practica normalizada tras la pandemia, generando consecuencias en el
desarrollo cognitivo, emocional y social en la primera infancia. Para abordar
esta problematica, se analizaron fundamentos tedricos sobre crianza respons-
able, dependencia tecnolégica infantil y disefio audiovisual, respaldados con
entrevistas a expertos en psicologia infantil, animacion digital y escritura. Se
aplicaron estrategias de storytelling, psicologia del color y narrativas simboli-
cas para consolidar un estilo grafico coherente. El resultado fue un cortometraje
animado 2D titulado “Instantes”, con un estilo hibrido que representé simboli-
camente los efectos del uso excesivo del celular en la infancia para promover la
reflexion en padres de familia.

Palabras clave: Animacién 2D, Sensibilizacién Parental, Primera Infancia, Sto-
rytelling, Dependencia Tecnoldgica, Narrativa Visual, Crianza Digital, Psicologia
del Color



Abstract

Graphic design of an animated short film that raises awareness about cell
phone use in childhood

The cell phone as an “instant pacifier” for children has become a normalized prac-
tice since the pandemic, generating consequences on cognitive, emotional, and
social development in early childhood. To address this issue, theoretical founda-
tions on responsible parenting, child technological dependency, and audiovisual
design were analyzed, supported by interviews with experts in child psychology,
digital animation, and writing. Storytelling strategies, color psychology, and sym-
bolic narratives were applied to consolidate a coherent graphic style. The result
was a 2D animated short film titled “Instants”, with a hybrid style that symbolically
represented the effects of excessive cell phone use in childhood to promote reflec-
tion among parents.

Keywords: 2D Animation, Parental Awareness, Early Childhood, Storytelling,
Technological Dependency, Visual Narrative, Digital Parenting, Color Psychology
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