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INTISARI

Seiring dengan kemajuan teknologi, pada era globalisasi sekarang ini
animasi 3 dimensi sangat diminati banyak orang, baik anak kecil sampai orang
dewasa. Selain menikmati alur cerita pada animasi, orang — orang juga dapat
menikmati setiap gerakan animasi yang terjadi diluar nalar manusia dan visual

effect yang ada pada animasi.

Perkembangan Animasi 3 dimensi di Indonesia saat ini jauh lebih
berkembang dibanding beberapa tahun yang lalu. Kemampuan.  animator
Indonesiapun tidak dapat dipandang rendah. Sudah banyak studio produksi film
animasi 3 dimensi di Indonesia seperti MD Animation, HJ Production,
Dreamtoon, Ayena Studio, Flip Studio, Kampoeng Monster, dan lain-lain yang
memproduksi animasi 3D yang cukup berkualitas. Namun, dilndonesia sendiri
tidak ada peluang untuk memajukan animasi serta penghargaan karya animasi

yang masih sangat rendah.

Pada skripsi ini, Penulis membuat karya film pendek animasi 3D yang
diharapkan bisa mendorong dan meningkatkan ketertarikan penikmat animasi di
Indonesia sehingga karya Animasi di Indonesia semakin banyak dan semakin

diakui.

Kata Kunci : Animasi, 3D, My Robodog, Karya Indonesia
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ABSTRACT

Along with advances in technology, the globalization era, 3D animation
is very interested in a lot of people, both small children to adults. Besides
enjoying the storyline in animation, people can also enjoy any motion animation

events beyond human reasoning and visual effects that exist in the animation.

The development of 3D animation in Indonesia today are much more
developed than a few years ago. Ability animator in Indonesia can not be looked
down upon. Already a lot of studio 3D animation film production in. Indonesia
such as MD Animation, HJ Productions, Dreamtoon, Ayena Studio, Flip Studio,
Kampoeng Monster, and others who produce sufficient quality 3D animation.
However, companies themselves no chance to advance the animation and

animated works awards are still very low.

In this thesis, the author makes a 3D animated short film work that is
expected to encourage and increase interest in animation lovers in Indonesia so

that the work of animation in Indonesia is getting more and more recognized.

Keywords : Animation, 3D, My Robodog, Made in Indinesia
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