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INTISARI
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dalam dunia animasi. Banyaknya bermunculan berbagai film
animasi 3d beragam cerita, dan adegan aksinya yang menarik. Pada tulisan ini,
peneliti membuat karakter 3D dan amimating karakter tersebut. Dayak merupakan
salah satu suku bangsa yang terkenal di Indonesia. Suku bangsa yang tinggal di
pulau Kalimantan ini memiliki berbagai produk budaya. Ancka produk budaya
telah dﬂnhldmnd;mh:hngm Ill]"ﬂk. Salak
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ABSTRACT

The develapment of information technology has grown increasingly rapidiy,
including developments in the world of animation. Many 3D animated films fuve
appeared with various stories and interesting action scenes. In this paper,
researchers create 3D characters and animate these characters. .ﬂn‘mifxumd’
the famous ethnie groups in Indonesia. The ethnic groups living en the island of
Kalimantan kave varieus cultwral products. Varicus cultural producis have been
f:ami.rr}h:ﬂq,ﬁliﬁ'ﬁe G‘Iﬂqﬂ'ﬁnﬂnjﬂl’ cuiltiy !Mugmmm
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