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INTISARI 

 

Animator atau production house Indonesia yang membuat film kartun 

animasi 2D maupun 3D masih sangat sedikit, apalagi yang mempunyai latar 

belakang nilai budaya. Hal ini terbukti dari tayangan televisi di Indonesia yang rata-

rata menayangkan kartun animasi buatan luar negeri. Seperti diketahui bahwa dunia 

animasi sangat digemari oleh berbagai kalangan, mulai dari balita, anak-anak, 

remaja, hingga orang tua, sebagai salah satu cara menyampaikan pesan kepada 

masyarakat agar lebih mudah memahami. Tujuan penelitian ini adalah merancang 

concept art karakter dalam trailer film animasi 2D yang bernilai budaya Indonesia. 

Tahapan yang dilalui dalam perancangan concept art karakter trailer film 

animasi 2D Ranji adalah proses munculnya ide, kebutuhan crew, sharing ide dengan 

semua crew, penyusunan target capaian pekerjaan, penyusunan anggaran, deskripsi 

singkat cerita film animasi 2D Ranji, dan rancangan naskah cerita, serta diolah 

dalam proses pra produksi (perancangan ide dan konsep, penentuan tema, logline, 

sinopsis, storyboard), produksi (concept art karakter, pembuatan karakter, 

coloring, rendering), dan pasca produksi (evaluasi). 

Hasil dari perancangan concept art karakter trailer film animasi 2D adalah 

desain karakter, kostum karakter, proporsi karakter, ekspresi karakter, gerak 

karakter, dan properti karakter dengan karakter utama sejumlah 6 karakter (Fatih 

kecil, Fatih dewasa, Pendekar gapuk, Raja Jin, Jendral Jin, Siampa), yang 

dikembangan menjadi 281 gambar. 

 

Kata kunci: perancangan, concept art, 2D, Ranji 
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ABSTRACT 

 

There are very small number of Indonesian animators or production houses 

creating 2D or 3D cartoon animations, especially those with cultural values. This 

can be seen from Indonesia televisions that on average air animated cartoons made 

in foreign countries. It is already known that animation is very popular for people 

from various walk of life, ranging from toddlers, children, adolescents, to parents, 

which is used as one of the methods to convey messages to the public in order to be 

easier to understand. This research aims to design a concept art of  characters  in 

a 2D movie trailer animation that contains Indonesian cultural values. 

The design of a concept art of  characters  in a 2D movie trailer animation 

‘Ranji’ was produced through stages as follows: generating ideas, identifying the 

needs of crew , sharing ideas with all crew members, making targets for work 

outcomes, budgeting, making short description of the story for 2D movie trailer 

animation ‘Ranji’, and designing the script of the story. Moreover, the stages 

continued with pre-production process (designing ideas and concepts, determining 

themes, loglines, synopsis, storyboards), production (concept art of characters, 

character making, coloring, rendering), and post-production (evaluation). 

The results of the concept art of designing  of 2D movie trailer animation 

were character design, character costumes, character proportions, character 

expressions, character movements, and character properties with  6 (six)  main 

characters (little Fatih, adult Fatih, Gapuk Warrior, King Jinn, General Jinn, 

Siampa), which was then developed into 281 images. 

 

Keywords: design, concept art, 2D, Ranji 

 

 

 


