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INTISARI 

 

Film animasi yang di tayangkan setiap hari di stasiun televisi banyak di 

senangi oleh banyak pemirsa, tidak hanya oleh anak-anak, tetapi juga orang 

dewasa. Hal ini di karenakan film animasi dapat menampung segala daya 

imajinasi manusia di dalamnya 

 

Computer Generated Imagery (CGI) merupakan tehnik penerapan 

teknologi komputer grafik untuk pembuatan efek kusus dalam film.  Penerapan 

computer graphics (3D computer graphics) untuk menghasilkan film animasi 

terlihat lebih nyata.  Visual-visual yang dihasilkan melalui proses Computer 

Generated Imagery (CGI) mengedepankan unsur photorealistic atau kemiripan 

dengan aslinya.   

 

Pembahasan didalam teknik pembuatan Computer Generated Imagery 

(CGI) adalah untuk membuat film animasi 3 dimensi  secara optimal dan 

menghasilkan produk yang bernilai positif bagi perkembangan dunia film 

Animasi 3 dimensi di Indonesia 

 

Kata Kunci: Animasi, CGI, Film pendek, 3 Dimensi, Reallusion, Autodesk 3ds 

Max, Computer Generated Imagery. 
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ABSTRACT 

 

Factors behind the lack of three-dimensional animated film production is in the 

process of manufacture is generally assumed that the animated film industry requires human 

resources that really known connoisseur and understand the technique of making animated 

films 3 dimension. However with today's computerized system, we can manufacture Animated 

Movies fast and good quality. 

Computer Generated Imagery (CGI) is a technique of computer graphics technology 

application for creating effects specially in the film. the application of computer graphics (3D 

computer graphics) to produce animated films look more real. Visuals generated through 

Computer Generated Imagery (CGI) prioritize the elements of photo-realistic or resemblance to 

the original.  

The discussion in the technique of making Computer Generated Imagery (CGI) is to 

create 3-dimensional animated film optimally and produce a product which is positive for the 

development of three-dimensional animation films in Indonesia.  

Keywords : Animation, CGI, Short Film , 3 Dimensions, Reallusion, Autodesk 3ds Max, 

Computer Generated Imagery. 
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