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INTISARI

Skripsi ini menyajikan proses pembuatan animasi 3D untuk BOIM 2023,
sebuah ajang penghargaan karya multimedia mahasiswa Universitas Amikom
Yogyakarta di bidang multimedia. Animasi tersebut bertujuan untuk menampilkan

video opening nominasi pada beberapa kategori penghargaannya.

Penulis mencoba menerapkan konsep animasi 3 dimensi pada penyajian
video animasi tersebut. Dengan penerapan konsep ini diharapkan mampu

menciptakan visual sesuai pada kebutuhan BOIM 2023.

Storyboard, artstyle, dan komponen visual yang akan mewakili tema dan
pesan BOIM 2023 ditentukan selama fase pra-produksi. Proses pembuatan animasi
ini menggunakan berbagai aplikasi seperti Blender 3D, Adobe Photoshop 2020,
Adobe Premiere 2020, dan Adobe After Effect 2020. Adegan animasi dibuat
dengan hati-hati untuk menyoroti adegan pertarungan dan pembicara utama,

menggunakan gerakan kamera yang dinamis dan efek pencahayaan.

Produk akhir animasi diekspor menggunakan format video codec H264
berekstensi MP4, cocok untuk berbagai platform dan tujuan, termasuk media sosial,
situs web, dan streaming. peneliti berhasil menghasilkan video animasi 3 dimensi

berdurasikan 1 menit dan 39 detik.

Kata kunci: 3 Dimensi, Grafis, Animasi, BOIM 2023, Blender 3D
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ABSTRACT

This thesis presents the process of making 3D animation for BOIM 2023,
an award event for multimedia works by Amikom University Yogyakarta students
in the multimedia field. The animation aims to display opening video for

nominations in several award categories.

The author tries to apply the concept of 3-dimensional animation to the
presentation of the animated video. With the application of this concept, it is
expected to be possible to create visual narrative to communicate messages

effectively.

The storyboard, art style, and visual components that will represent the
theme and message of BOIM 2023 were determined during the design phase of the
animation project. The process of creating this animation uses various applications,
such as Blender 3D, Adobe Photoshop 2020, Adobe Premiere 2020, and Adobe
After Effects 2020. The animated scenes are created with care to highlight the fight
scenes and keynote speakers using dynamic camera movements and lighting

effects.

The final animation product is exported using the H.264 video codec format
with the MP4 extension, which is suitable for a variety of platforms and purposes,
including social media, websites, and streaming. The researcher succeeded in
producing a 3-dimensional animated video with a duration of 1 minute and 39

seconds.

Keyword: 3 Dimension, Graphic, Animation, BOIM 2023, Blender 3D
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