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MOTTO 
“Learn from yesterday, live for today, hope for tomorrow” 

- Albert Einstein -  
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INTISARI 
 

Perkembangan animasi 3D semakin menjadi metode penting dalam 
storytelling visual, memanfaatkan teknik canggih untuk menciptakan konten yang 
menarik dan estetik. Skripsi ini mengeksplorasi perancangan dan produksi film 
pendek animasi 3D berjudul “Bosan Di Rumah” menggunakan teknik low-poly 
untuk mencapai gaya visual yang unik sambil mempertahankan efisiensi dalam 
proses animasi. 

Metode yang digunakan dalam penelitian ini meliputi tahap pra-produksi, 
produksi dan pasca-produksi. Pada tahap pra-produksi dilakukan pembuatan 
konsep, tema, logline, sinopsis, concept art, storyboard dan naskah. Pada tahap 
produksi dilakukan proses modelling, texturing, rigging, skinning, animation, 
lighting dan dilakukan menggunakan perangkat lunak Blender. Pada tahap pasca-
produksi dilakukan rendering animasi, compositing dan final render untuk 
menyatukan seluruh elemen film animasi. 

Hasil penelitian menunjukkan bahwa teknik low-poly efektif dalam 
menyeimbangkan daya tarik visual dan efisiensi produksi. Film “Bosan Di Rumah” 
berhasil menampilkan estetika yang khas dan sesuai dengan tema kehidupan sehari-
hari di tengah pandemi, sambil menyediakan proses animasi yang lancar dan efisien 
dalam penggunaan sumber daya. 

 
  
Kata kunci: Animasi 3D, Teknik Low-Poly, Film Pendek, Desain Visual, Efisiensi 
Animasi. 
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ABSTRACT 
 

The development of 3D animation has increasingly become a crucial 
method in visual storytelling, leveraging advanced techniques to create engaging 
and aesthetically pleasing content. This thesis explores the design and production 
of a 3D short film titled “Bosan Di Rumah” (Bored at Home), utilizing the low-
poly technique to achieve a unique visual style while maintaining efficiency in the 
animation process. 

The methodology used in this research includes three main stages: pre-
production, production, and post-production. In the pre-production stage, activities 
involve concept creation, theme development, logline, synopsis, concept art, 
storyboard, and scriptwriting. The production stage includes modeling, texturing, 
rigging, skinning, animation, and lighting, all carried out using Blender software. 
In the post-production stage, animation rendering, compositing, and final 
rendering are performed to integrate all elements of the animated film.  

The results of the study indicate that the low-poly technique is effective in 
balancing visual appeal and production efficiency. The film “Bosan Di Rumah” 
successfully presents a distinctive aesthetic that aligns with the theme of everyday 
life during the pandemic, while providing a smooth and resource-efficient 
animation process. 
  
Keywords: 3D Animation, Low-Poly Technique, Short Film, Visual Design, 
Animation Efficiency. 
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