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INTISARI

Banyak Studio yang terkadang kewalahan memenuhi deadline seperti
Studio Hoods Entertainment, yang sedang ramai dibicarakan karena kewalahan
mengerjakan TV Anime “Mirchen Médchen” sehingga mereka terpaksa harus
meliburkan TV Animenya selama 2 Minggu.

Dalam hal ini penulis akan memaparkan cara pembuatan animasi hybrid
pada film pendek “Between Two Owner’” dengan blender 3d. Dalam penelitian ini
alasan penulis menggunakan blender 3d adalah untuk membuktikan bahwa karakter
2d bisa dibuat dengan software blender 3d dan juga karena aset yang bisa dipakai
berulang-ulang. Terdapat 3 software utama yaitu Blender 3D, Painttool SAI, dan
Adobe Premiere.

Dari uraian diatas penulis akan menggunakan software blender 3D dalam
pembuatan animasi karakter 2D.

Kata Kunci: TV Anime “Marchen Madchen”, Blender 3D, Painttool SAI, Adobe
Premiere.
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ABSTRACT

Many studios are sometimes overwhelmed by deadlines like Hoods
Entertainment studio, which was busytalking about being overwhelmed working on
TV Anime “Mdrchen Mddchen” so they had to give off TV Anime for 2 Weeks.

In this case the author will explain how to make hybrid animation in the
short film "Between Two Owner" with a blender 3d. In this study the reason the
author uses blender 3d is to prove that 2d-characters can be created with blender
3d software and also because assets.can be used repeatedly. There are 3 main
software, namely Blender 3D, Painttool SAl, and Adobe Premiere.

From _the description above, the writer will use blender 3D software in
making 2d character animation.

Keyword: TV Anime “Mdrchen Mddchen”, Blender 3D, Painttool SAI, Adobe
Premiere.
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