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INTISARI

Perkembangan dunia animasi dan perfilman saat ini berkembang sangat
pesat seiring dengan kemajuan dan perkembangan teknologi informasi dan
komputer yang tersedia. Penggunaan animasi telah menjadi hal yang biasa dan
sering dijumpai di sekeliling kita, baik itu melalui iklan televisi, maupun film
animasi itu sendiri.

Semakin berkembangnya minat animasi masyarakat saat ini, maka
menjadikan animasi saat ini semakin dinikmati oleh semua kalangan. Saat ini
sudah semakin banyak software yang tersedia untuk pengolah 3D yang
diharapkan mampu memudahkan animator dalam proses produksi animasi.

Oleh karena itu, pada skripsi ini penulis mencoba membuat karya animasi
menggunakan software Autodesk Maya 2013 dengan melalui judul Perancangan
Dan Pembuatan Film Animasi 3D 'AUCTION' Menggunakan Autodesk Maya
2013,

Kata-kunci : Animasi 3 Dimensi, Astronot.
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ABSTRACT

Developments in the world of animation and cinema is currently growing
very rapidly along with the progress and development of information technology
and computers are available. The use of animation has become common and is
often found around us, be it through television advertising, as well as the
animated film itself.

Growing interest in the animation community at this time, then it makes
the animation is currently increasingly enjoyed by all walks of life. It's been a
growing number of available software for the 3D processing is expected to ease
the animators in the production process of animation.

Therefore, in this thesis the author tried to make animated works use
Autodesk Maya 2013. Thesis 3D animation uses Autodesk Maya software 2013
with the title through The Making and Design 3D Animation ‘AUCTION' With
Autodesk Maya 2013.

Keywords: 3-Dimensional Animation, Astronot.
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