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INTISARI 

 

Dewasa ini teknologi informasi terus berkembang pesat dan kemajuan 

teknologi tersebut ikut mendorong banyak aspek salah satunya yaitu film animasi. 

Film animasi yang ditayangkan setiap hari di stasiun televisi banyak digemari oleh 

banyak pemirsa, tidak hanya oleh anak-anak, tetapi oleh semua kalangan 

dikarenakan film animasi dapat menampung segala daya imajinasi manusia di 

dalamnya.  

Software komputer pun saat ini sudah semakin maju. Dalam dunia animasi, 

adanya software Blender yang open source merupakan kabar menggembirakan 

untuk para animator yang ingin menekuni dunia animasi 3D. Blender memiliki 

berbagai macam kegunaan termasuk modelling, rendering, texturing, rigging, 

editing non-linear, scripting, composite, post-production, lighting, animation dan 

video post processing 3D.  

Film animasi “The Beginning” menceritakan tentang salah satu kelompok 

dari pasukan pesawat bomber Amerika Serikat yang sedang menjalankan misi 

serangan pengeboman terhadap markas Jerman pada perang dunia II. Film animasi 

ini diproduksi menggunakan software Blender dengan mengimplementasikan fitur 

Quick Explode dan Quick Smoke agar terlihat lebih nyata. 

 

Kata Kunci: Animasi 3D, Blender 2.77, Multimedia. 
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ABSTRACT 

 

Nowadays the information technology continues to grow rapidly and the 

technological advances contributed to many aspects one of which is the animated 

film. Animated film that aired every day on television stations favored by many 

viewers, not only by children, but by all people because of the animated film can 

hold all the power of human imagination in it. 

Computer software is now even more advanced. In the world of animation, 

the open source software Blender is exciting news for the animators who wish to 

pursue the world of 3D animation.  Blender has a wide range of uses including 

modeling, rendering, texturing, rigging, non-linear editing, scripting, compositing, 

post-production, lighting, animation and video post processing 3D. 

The animated film “The Beginning” tells the story of one of the group of 

bombers US troops who were on a mission bombing attack against the 

headquarters of Germany in World War II . This animated film produced using 

Blender software to implement features Quick Explode Quick Smoke and make it 

look more real. 

 

Keywords: 3D Animation, Blender 2.77, Multimedia.
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