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INTISARI

Laskar Pelangi merupakan sebuah novel fenomenal yang ditulis oleh
Andrea Hirata yang bercerita tentang perjuangan anak-anak miskin untuk
bersekolah, novel ini telah diterbitkan di 22 negara dan mendapat tiga penghargaan
internasional.

Animasi 2D dari novel Laskar Pelangi akan bercerita mengenai lkal yang
selaIu belajar bersama dengan Lintang 1ma intang memiliki impian untuk
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ABSTRACT

Laskar Pelangi is a phenomenal novel written by Andrea Hirata who tells
about the struggle of poor children to attend school, this novel has been published
in 22 countries and received three international awards.

2D animation from the Laskar Pelangi novel will tell about Ikal who always
learns together with Lintang, where Lintang has a big dream to study in Paris.
However, at the end of the story Lintang has telguit school and decides to work as

7 0 lkal made lkal become
enthusiastic, and in the 13 gng's dream to study in
Paris. The animati ; by frame technique.

omment
and the

Pelangi, 2D Animation, I'rame by I'rame,




