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MOTTO 

 

 

“A true friend is one who upon seeing a fault gives you advice and who defends 

you in your absence.” 

“Be the flower that gives its fragrance to even the hand that crushes it.” 

Ali ibn Abi Thalib (RA) 

“Do not fear the darkness, but welcome it's embrace.” 

Ezio Auditore da Firenze 

“We've been praying together. Praying that God will save our town. Well, our 

prayers have been answered. God will save Alexandria because God has given us 

the courage to save it ourselves.” 

Father Gabriel Stokes 
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INTISARI 

Skripsi berjudul “Pembuatan dan Perancangan Film Animasi 3D 

‘Pertarungan Ksatria’ dengan Aplikasi Blender” ini merupakan sebuah film 

pendek animasi dengan teknik 3 Dimensi.  
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Tujuan dari penelitian ini adalah membuat video film animasi tentang 

pertarungan dua ksatria dari dua sisi yang berbeda yaitu hitam dan putih. Film ini 

sebagai media penyampaian pesan secara interpretasi kepada anak anak tentang 

sikap baik dan sikap buruk dengan mengvisualkan ksatria putih sebagai sisi baik 

dan ksatria hitam sebagai sisi hitam untuk contoh bahwa dengan keyakinan kuat 

maka kemenangan akan selalu ada. 

Metode pengumpulan data yang digunakan bersifat sekunder, yaitu sumber 

– sumber diambil dari buku dan internet. Untuk pengembangan sistem multimedia 

dilakukan berdasarkan metode M. Suyanto (2006) dimana pengembangan sistem 

multimedia berdasarkan tiga tahapan : Pra Produksi, Produksi, dan Pasca 

Produksi. Hasil dari penelitian ini berupa video film animasi berdurasi 3 menit. 

Kata  Kunci :  3D, Film, Animasi,  Blender 

 

 

 

 

 

ABSTRACT 

Thesis entitled "Making and Designing 3D Animated Films" Battle of the 

Knights "with the Blender Application" This is an animated short film with 3-

dimensional techniques. 
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The purpose of this research is to make an animated film video about the 

battle of two knights from two different sides, namely black and white. This film as 

a medium for interpreting messages to children about good attitudes and bad 

attitudes by visualizing the white knight as the good side and the black knight as 

the black side for example that with strong conviction the victory will always be 

there. 

Data collection methods used are secondary, ie sources are taken from 

books and the internet. For the development of multimedia systems based on the 

method of M. Suyanto (2006) where the development of multimedia systems is 

based on three stages: Pre-Production, Production, and Post-Production. The 

results of this study are a 3 minute animated video film. 

Keywords: 3D, Film, Animation, Blender, Production 

 

 

 

 

 


