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INTISARI 

 

Animating dalam animasi 3D adalah proses menciptakan gerakan dan 

ekspresi pada karakter atau objek dalam lingkungan tiga dimensi. Dalam animasi 

3D, objek dan karakter memiliki volume dan dapat bergerak di sepanjang sumbu 

X, Y, dan Z, menciptakan kesan kedalaman dan ruang yang lebih realistis. Dalam 

proses pembuatan animasi, terdapat beberapa teknik salah satunya yaitu pose to 

pose. 

Animasi 3D pose-to-pose merupakan salah satu teknik yang penting dalam 

industri animasi modern. Penelitian ini bertujuan untuk menganalisis penerapan 

serta pembuatan teknik animasi 3D pose-to-pose dalam animasi Elenora and the 

flower of Life. Penulis menggali berbagai konsep dasar tentang animasi 3D, pose-

to-pose, dan prinsip-prinsip animasi yang melibatkan penggunaan teknik ini. 

Penelitian ini juga mencakup proses pembuatan animasi 3D pose-to-pose, 

termasuk perencanaan pose, pengaturan keyframe, interpolasi gerakan, serta 

beberapa teknik lain yang digunakan dalam animasi “Elenora and the flower of 

life”. 

Penelitian ini menggunakan metode pengumpulan data berupa wawancara 

dan observasi, analisis meliputi kebutuhan fungsional dan non fungsional, 

produksi meliputi pra produksi, produksi, pasca produksi. Lalu dilanjutkan dengan 

evaluasi dan uji hasil kelayakan yang dilakukan oleh ahli dan industri.  

 

Kata kunci: animasi, 3D,  pose to pose, prosedural, keyframe 
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ABSTRACT 

 

Animating in 3D animation is the process of creating movement and 

expressions for characters or objects within a three-dimensional environment. In 

3D animation, objects and characters have volume and can move along the X, Y, 

and Z axes, creating a sense of depth and realistic space. In the animation 

creation process, various techniques are employed, one of which is pose-to-pose. 

3D pose-to-pose animation is a crucial technique in the modern animation 

industry. This research aims to analyze the application and implementation of the 

3D pose-to-pose animation technique in the animation "Elenora and the Flower 

of Life." The author explores various fundamental concepts related to 3D 

animation, pose-to-pose, and animation principles involving the use of this 

technique. The study also encompasses the process of creating 3D pose-to-pose 

animation, including pose planning, keyframe setup, motion interpolation, and 

several other techniques used in the "Elenora and the Flower of Life" animation. 

Data collection for this research involves interviews and observations, 

while the analysis includes functional and non-functional requirements. The 

production phase encompasses pre-production, production, and post-production, 

followed by evaluation and feasibility testing conducted by experts and industry 

professionals. 

 

Keyword: animating, 3D,  pose to pose, prosedural, keyframe


