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 Semua keinginan bisa terwujud jika Allah rindho 
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INTISARI 
 

           Serly adalah seorang gadis yang mandiri, setiap sore dia bekerja menjadi pegawai 
toko demi melunasi hutang-hutang keluarnganya. Serly harus membagi waktu antara 
sekolah,kerja dan merawat ayahnya yang sakit akankah dia mampu mengurus toko milik 
ayahnya saat dia mulai jatuh cinta pada cowok. Serly rela meninggalkan rumah demi 
orang yang dicintainya, tapi Serly tidak lupa janji sama ayahnya untuk membayar hutang 
keluarganya biarpun dia mengggalkan rumahnya. 
Rio yang dicintai Serly ternyata menghianati Serly, karena Rio selingkuh dengan cewek 
lain bernama Julie. Tapi Serly masih memaafkan Rio biarpun sudah menyakiti Serly.  
 Pada akhirnya, Rio mengalami kecelakaan ketika hendak mengunjungi “kekasih 
gelapnya”. Dia menjadi lumpuh dan buta. Dengan keadaannya yang seperti itu, Julie 
tidak mau lagi menerimanya. Dan di saat itu hanya Serly yang dapat menjadi tumpuan 
hidupnya. Walaupun mata Rio telah buta, namun mata hatinya justru terbuka dan dapat 
melihat bahwa hanya cinta Serly yang dapat menerima dia apa adanya. 
 
Kata Kunci : Kisah Cinta sejati, pembuatan film kartun “cinta sejati” dengan teknik 

animasi objek dan limited animasi. 
 



 

 

 

 

 

 

 

 

 

Real Love Cartoon Filming With The Technique Animation Of Object and Limited Animation 
 

Pembuatan Film Kartun Cinta Sejati Dengan Teknik Animasi dan Limited Animasi 
Agustina Susanti 

Jurusan Sistem Informasi 
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ABSTRACT 
 

Serly is a self-supporting girl, each;every evening he/she work to become, shop officer for the 
shake of paying debt family. Serly have to divide the time of among/between school,kerja and 
take care of its father is ill will he can. managing shop of property of its father is moment he 
start to have a crush on the man Serly volunteer stay out for the shake of one who loving of, but 
Serly do not forget the is same promise its father to pay for the its family debt is although its him 
leaving house.     Rio loved by the Serly in the reality sell the pass the Serly, because Rio 
selingkuh by women is so called other ofJulie. But Serly still forgive the Rio of[is although have 
hurt Serly.  In the end, Rio experience of the accident of when will visit the " its his dark 
lover". She become blind and palsied. With its situation is such a, Julie do not want to again 
accept it. And in that moment only Serly able to become the its life fulcrums. Although eye Rio 
have blind, but its liver eye is exactly opened and can see that only love Serly able to accept the 
him of are there his.  Keyword : Real Love Story, make cartoon film “Tru Love” with animatin 
tecnical object and limited animation. 
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