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‭INTISARI‬

‭Animasi‬ ‭3‬ ‭dimensi‬ ‭saat‬ ‭ini‬ ‭memiliki‬ ‭peran‬ ‭yang‬ ‭cukup‬ ‭penting‬ ‭dalam‬

‭industri‬ ‭film‬ ‭dan‬ ‭hiburan.‬ ‭Animasi‬ ‭3‬ ‭dimensi‬ ‭seringkali‬ ‭digunakan‬ ‭untuk‬

‭memvisualkan‬‭adegan-adegan‬‭yang‬‭tidak‬‭bisa‬‭diwujudkan‬‭di‬‭dunia‬‭nyata,‬‭namun‬

‭tetap berpacu pada referensi dari dunia nyata agar tetap realistis.‬

‭Penelitian‬ ‭ini‬ ‭bertujuan‬ ‭untuk‬ ‭membahas‬ ‭pembuatan‬ ‭salah‬ ‭satu‬ ‭scene‬

‭animasi‬ ‭3D‬ ‭dalam‬ ‭film‬ ‭“Limitless‬ ‭Battle”‬ ‭Chapter‬ ‭3‬ ‭"Menghindari‬ ‭Proyektil‬

‭Peluru"‬ ‭diawali‬ ‭dengan‬ ‭menganalisa‬ ‭environment‬ ‭yang‬ ‭akan‬ ‭digunakan‬ ‭untuk‬

‭animasi‬ ‭yang‬ ‭akan‬ ‭dibuat,‬ ‭kemudian‬ ‭merencanakan‬ ‭keseluruhan‬ ‭gerakan‬ ‭yang‬

‭akan‬ ‭di‬ ‭animasikan‬ ‭untuk‬ ‭karakter,‬ ‭menentukan‬ ‭teknik‬ ‭yang‬ ‭kemudian‬ ‭akan‬

‭dipakai‬ ‭dan‬ ‭menambahkan‬ ‭beberapa‬ ‭efek‬ ‭untuk‬ ‭menunjang‬ ‭scene‬ ‭animasi‬ ‭3D‬

‭yang dibuat.‬

‭Hasil‬ ‭dari‬ ‭penelitian‬ ‭ini‬ ‭menunjukkan‬ ‭bahwa‬ ‭gerakan‬ ‭dan‬ ‭efek‬ ‭yang‬

‭konsisten,‬ ‭detail,‬ ‭dan‬ ‭rapi‬ ‭dapat‬ ‭membantu‬ ‭menghasilkan‬ ‭animasi‬ ‭yang‬ ‭lebih‬

‭menarik‬ ‭dan‬ ‭mengesankan.‬ ‭Beberapa‬ ‭teknik‬ ‭untuk‬ ‭membuat‬ ‭gerakan‬ ‭ini‬ ‭juga‬

‭membantu‬ ‭animator‬ ‭untuk‬ ‭mempercepat‬ ‭waktu‬ ‭pengerjaan‬ ‭dan‬ ‭efek‬ ‭yang‬

‭ditambahkan‬ ‭juga‬ ‭dapat‬ ‭menambahkan‬ ‭kesan‬ ‭yang‬ ‭menarik‬ ‭bagi‬ ‭para‬ ‭audience‬

‭yang menontonnya.‬

‭Kata Kunci :‬‭Komputer, Teknologi, Amikom, Blender,‬‭Fiksi Ilmiah.‬
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‭ABSTRACT‬

‭3D‬ ‭animation‬ ‭currently‬ ‭has‬ ‭a‬ ‭quite‬ ‭important‬ ‭role‬ ‭in‬ ‭the‬ ‭film‬ ‭and‬

‭entertainment‬‭industry.‬‭3D‬‭animation‬‭is‬‭often‬‭used‬‭to‬‭visualize‬‭scenes‬‭that‬‭cannot‬

‭be‬ ‭realized‬ ‭in‬ ‭the‬ ‭real‬ ‭world,‬‭but‬‭still‬‭relies‬‭on‬‭references‬‭from‬‭the‬‭real‬‭world‬‭to‬

‭remain realistic.‬

‭This‬ ‭research‬ ‭aims‬ ‭to‬ ‭discuss‬ ‭the‬ ‭creation‬ ‭of‬ ‭one‬ ‭of‬ ‭the‬ ‭3D‬ ‭animation‬

‭scenes‬ ‭in‬ ‭the‬ ‭film‬ ‭"Limitless‬ ‭Battle"‬ ‭Chapter‬ ‭3‬ ‭"Avoiding‬ ‭Bullet‬ ‭Projectiles"‬

‭starting‬ ‭with‬ ‭analyzing‬‭the‬‭environment‬‭that‬‭will‬‭be‬‭used‬‭for‬‭the‬‭animation‬‭to‬‭be‬

‭created,‬‭then‬‭planning‬‭all‬‭the‬‭movements‬‭that‬‭will‬‭be‬‭animated‬‭for‬‭the‬‭character,‬

‭determining‬ ‭the‬ ‭technique‬ ‭which‬ ‭will‬ ‭then‬ ‭be‬ ‭used‬ ‭and‬ ‭add‬ ‭several‬ ‭effects‬ ‭to‬

‭support the 3D animation scene created.‬

‭The‬ ‭results‬ ‭of‬ ‭this‬ ‭research‬ ‭show‬ ‭that‬ ‭consistent,‬ ‭detailed‬ ‭and‬ ‭neat‬

‭movements‬ ‭and‬ ‭effects‬ ‭can‬ ‭help‬ ‭produce‬ ‭more‬ ‭interesting‬ ‭and‬ ‭impressive‬

‭animations.‬‭Several‬‭techniques‬‭for‬‭creating‬‭this‬‭movement‬‭also‬‭help‬‭the‬‭animator‬

‭to‬ ‭speed‬ ‭up‬ ‭processing‬ ‭time‬ ‭and‬ ‭the‬ ‭added‬ ‭effects‬ ‭can‬ ‭also‬ ‭add‬ ‭an‬ ‭interesting‬

‭impression to the audience watching it.‬

‭Keyword :‬‭Computer, Technology, Amikom, Blender, Science Fiction.‬
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