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INTISARI

Industri animasi di indonesia sangat berkembang pesat, terutama pada
bidang animasi Terlihat dari munculnya berbagai film animasi dan produksi lokal
yang ada sekarang. Berbagai macam software 3D memudahkan pengguna untuk
berkreasi  sekreatif mungkin Kebanyakan Software animasi 3D juga sudah
mendukung pada software satu sama lain,sehingga mampu memberikan hasil
yang jauh lebih atraktif,

pun 3D terdapat istilah
ramming tetapi juga
oa spesial effect



ABSTRACT

The animation industry in indonesia is very rapidly growing, especially in
the field of animation seen in the emergence of various animated films and local
production. A wide range of 3D sofiware makes it easy for users to create se-
creative as possible. Most 3D Software also_supports animation software on each
other, so being able to deliver results that e attractive.

Geometric ma n ba a term for rendering.
Rendering is not sed @ min o often used for
architectural sim. ; elevision, and
design visi

gine is on DK (software kits) are able to

aphics so s Cryengine softw game engine.
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